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A few notes

• Feel free to interrupt! 

• Slides will be at https://icculus.org/self2014/ 

• Nothing technical in today’s talk. 

• Feel free to tweet @icculus, or #self2014

https://icculus.org/self2014/


Check out this guy.

• Hacker, game developer, porter 

• Port games, build tools 

• Freelance 

• 15 years in the trenches







tl;dr:



tl;dr:



Let’s skip ahead.



1993: DOOM



–Dave Taylor, README.linux

“I did this 'cause Linux gives me a woody.  It 
doesn't generate revenue.  Please don't call or 
write us with bug reports.  They cost us money, 
and I get sorta ragged on for wasting my time 

on UNIX ports anyway.”



1999: Loki Software



Shipped by Loki



Not quite shipped by Loki



Maintained by Loki



Tools!



Other fun stuff





Nothing lasts forever



Some others



And of course, this guy.



The 2000’s











The 2010’s









Rise of the Bundles









–The Wolfire crew

“The kicker is that if the deal reaches 
$1,000,000 of total donations, the source code 

to all the games will become available.” 



–My internal monologue.

“Whatever you say.”



How did we do?

• 1,273,588 dollars. 

• ~166k to each developer (~833k total) 

• ~183k to the EFF 

• ~188k to Child’s Play



Flash in the Pan

• Humble Indie Bundle 1: 1.2 million 

• Humble Indie Bundle 2: 1.8 million 

• Humble Indie Bundle 3: 2.16 million 

• Humble Indie Bundle 4: 2.37 million 

• Humble Indie Bundle 5: 5.1 million



Linux users: 
~25% of revenue.



Then this happened.





Then this happened.



Steam for Linux

• Full support for Steamworks features 

• SteamPlay 

• Over 500 games currently… 

• …700+ by end of year?



Then THIS happened.



Then this happened…



UE4

• 19 bucks a month (+5% of your revenue). 

• It’s on GitHub! 

• Linux and SteamOS out of the box as of 4.1 

• Editor running on Linux!



What can you do:

• Make a game.



–Tim Sweeney, Epic Games

“I think we’re heading towards a future where 
triple-A is the minority.”



Class dismissed.
• Q? A! 

• Hire me. 

• https://icculus.org/self2014/ 

• Ryan C. Gordon: icculus@icculus.org 

• https://twitter.com/icculus 

• http://gplus.to/icculus

https://icculus.org/self2014/
mailto:icculus@icculus.org
https://twitter.com/icculus
http://gplus.to/icculus

