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Ankama

Company objective: digital and artistic
creation

~400 employees

Founded in 2001 as a web company by
Anthony Roux, Kamille Chafer, Emmanuel
Darras

Located in Roubaix, France
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Organisation
:> Wakfu animated cartoon

Ankomog\ :> Publishes music

Ankama &8 :> Publishes comics, manga
I1; ——  Ankoma@ :> Sells Ankama goodies (plushies, -..)
1 Ankama :> i i i
ANKAMA e @ Publishes gaming magazines

Ankama (i)
G ames

Ankomo@
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Develop Ankama’s games
(Dofus, Wakfu, Boufbowl, ...)




F5 pour recharger le modele
Molette souris + Shift pourd
Molette souris + Ctrl pour al

-

it




WA
A

Java Sewer S

Team Database Rule Database
&
j@s {1
JavaF X JavaF X
Club Formula
Manager World

@
Y

Game Designer

Flash Pla
— S
Protobuf Communication ) A GEIITIE[HEI'}"
P Client
-
P i
-
- - g
-~
Java I Watches renderad F‘"|EI}’EF

= . L | Generates Scripts Flash 3D SCEMEs

Sniffer Engine

Some techniques & technologies used:
-Scrum (2 week sprints)

-Mercurial and Subversion, for version control
-Google Guice, for dependency injection
-Hibernate, a Java framework for database object
mapping

-MySQL Database for clubs and rules

-Google Protocol Buffers, for server-client
communication

-Apache Maven to build the project

-JavaFX for internal tool GUIs

-IDEs: Eclipse (with Flash Builder), Netbeans
-Redmine, for the wiki and project management



<

Java Sewer S

‘H"'\-u.
T
i

Reads

@4-

Team Database Rule Database
= T
[1=5] iag
JavaF X JavaFX
Club Formula
Manager World

d

W4

Game Designer

— Flash Plays
Protobuf Communication A GB.ITIENE}’
P Client
-
P -
r
s - g
e
Java I Watches rendered F‘"|EI}’EF
) L~ Generates Smpts FIESh 3D SCenes
Sniffer En g ine

Some techniques & technologies used:
-Scrum (2 week sprints)

-Mercurial and Subversion, for version control
-Google Guice, for dependency injection
-Hibernate, a Java framework for database object
mapping

-MySQL Database for clubs and rules

-Google Protocol Buffers, for server-client
communication

-Apache Maven to build the project

-JavaFX for internal tool GUIs

-IDEs: Eclipse (with Flash Builder), Netbeans
-Redmine, for the wiki and project management



Java Server Contributions

 Gameplay features: dodging, player
collisions, player chasing

* Architecture: dice roll storage, resolution
loop, player interactions, logging, Protobuf
messages
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Formula Selection

gd.interaction.interception duration
pd.interaction.pass.duration
gd.interaction.pickup.duration
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Formula Information Formula Evaluator
Name- | EditFormula Variable Value
gd. interception.difficulty surroundingBoufbowler

Type: passScore

passDifficulty, passScore, surroundingBoufbowlers passDifficulty
Value:

passscore - passDifficulty +5* surroundingBoufbowlers * 2+ 100

Comments: -

| Edit Value |
seuil de réussite pour une interception (équipe adverse du lanceur)
Rolls: Intervals:

Generate Graph
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pd.pass.velocity.table
gd. pickup. difficul ty

gd. pickup.score

gd.rece ption. difficulty

gd.reception.score

gd.score.limit

Formula Information

Marme:
testRule

Value:

Input

Output

01 100

0.2 20.0

Comments:

! Add Row ' Delete Row |

test

| Sawe Formula |

Formula Evaluator

Variable Value

surround ingBoufbowler

passscore

passOifficulty

l Edit Value i

Rolls: Intervals:

Generate Graph




Formula World: Platinum Edition

Formula Selection

gd. pickup.d
gd. pickup.
gd.receptic

Stats
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What lI've learned

* Technical skills: improved Java, learned
Flash ActionScript 3, JavaFX, interface

design, Agile Development, design patterns,
code quality, testing

* Professional skills: workplace politics,
working as a team for deadlines,

 Personal skills: how to deal with difficult
neighbour situations



Useful DOC courses

All the software engineering courses
Algorithms

Databases

3" year group project



The Boufbowl team




