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ÅPlayStation® Development Resources

ÅA brief platform vital statistics (including Nordic region)

ÅPlayStation®Move Motion & Navigation Controllers

ÅPlayStationÈ3 (PS3Ê):Making 3D Stereoscopic Games 

What We Will Be Covering
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Developer Services

ÅGreat Marlborough Street in 

Central London

ÅCover: Historic óPALô 

territories
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ÅDeveloper Support ïSCE DevNet (Forums & Private Trackers)

ÅField Engineering

ÅTechnical and Strategic Consultancy

ÅTechnical Training

ÅTRC Consultancy

ÅTools & Middleware Program

What We Cover
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PlayStation® DevNet
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Å Available in 58 countries
ï 12 languages, 22 currencies (as of 24th Sept 2009)

Å 800+ games and demos available worldwide (as of 30th June 2009)

Å 829+ million items downloaded worldwide (31st Dec 2009)

Å Cumulative Nordic region Sales ú17 million*

* Data kindly provided by Nordisk Film Interactive (official distributors and 
data only covers Denmark, Sweden, Norway & Finland)

PlayStation®Network Vital Statistics 
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Å 33.4 million PS3s worldwide (as of end of 31st Dec 2009)

Å More than 800K in the 4 Nordic countries so far*
ï Fastest selling games console in the Nordic countries and the Balticsô history at 

the time of launch in 2007

Å 75% of PS3 users in Nordic region go online!*

Å Nordic Tie Ratio 8:1*

* Data kindly provided by Nordisk Film Interactive (official distributors and data only covers 
Denmark, Sweden, Norway & Finland)

PS3ÊVital Statistics 



Slide 9

Å60.2 million globally (as of 31st Dec 2009)

ï17 million in SCEE Region (as of 18th Aug 2009)

ïMore than a 500K in the 4 Nordic countries*

ÅNordic Tie Ratio: 4:1*

PSP® (PlayStation®Portable) Vital Statistics 

* Data kindly provided by Nordisk Film Interactive (official distributors and 

data only covers Denmark, Sweden, Norway & Finland)
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https://www.tpr.scee.net/

For general Tools & Middleware query please email Phil Wright via: 

scee_tm@scee.net
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http://www.worldwidestudios.net/xdev

For registered developers who wish to be considered as a SCEE 2nd Partner Developer 
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http://research.scee.net/

PSP Academic program please email: applications@psp-edu.scedev.net 



PlayStation®Move



Slide 14

Overview: Components

ÅSystem of components working together
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Overview: Motion

ÅThe PlayStation Move motion controller has 
inertial sensors to detect motion

ïAccelerometer
ÅPosition Tracking & Pitch/Roll 

angle reference

ïGyroscope
ÅOrientation Tracking

ïMagnetometer
ÅUsed for yaw angle reference
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Overview: Position in 3D Space

Å But inertial sensors alone have fundamental limitations

Å So the motion controller also has a glowing sphere which the 

PlayStation®Eye camera can track to give the position

ï Similar to the tech used in motion capture studios
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Overview: Glowing Sphere

ÅThe sphere can change colours

ÅWe use the colour for reliable tracking but 

it can also be changed by the game e.g.:

- Red for danger              - Race Starter

- Muzzle flashes              - Mine Detector
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Overview: Processing

Å The actual tracking is done by the PS3

Å Cell/ B.E. is very good at image processing, so we can achieve very 

high accuracy at a low processing and memory overhead

Å Can track four motion controllers at the same time
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SDK Sample Code 
(available via DevNet)
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ωDetects head position and rotation

ωSupports multiple faces 

ωIdentifies individuals 

Face Detection


