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Enter the players @ .. | B Playstation

Player One Player Two
Eugenia Bergman Hagen Tonnies
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Agenda “’Eﬁmﬁ. - . Playstation.

Architecture layer Interaction layer Feedback layer
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Our Game Had One Tenant 0 el ‘ <% PlayStation.
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Our Game Had One Cycle @ “hee | <J% PlayStation.
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Our Game Has These Rules ‘: “hee | <J% PlayStation.
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Out With Old, In With The New
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A fractal controller controlling controllers “’ e ‘ L PlayStation.

The
The Platform Fractal The Operator Imperative Snake
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Always Decomplecting * (Rich Hickey) [think: de - complex’ing] Q niectve ‘ ..-_-l}. PlayStation.
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Power-Up #1: Leveraging Contracts <‘> “hee | <J% PlayStation.

Cloud Platform

Developer Platform
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Power-Up #2: Compositions for the Win
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Power-Up #3: A simple 1:1 communication system @ piacive ‘ .:l},. PlayStation.
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Power-Up #3: A mess... sh
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Power-Up #3: Distributed Monolith
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Power-Up #3: From Hub to Network @Iw«u e ‘ <L PlaysStation.
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Power-Up #3: From Producers to Consumers <‘> e ‘ <% PlayStation.
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Power-Up #4: The Activity trap “’ e ‘ L PlayStation.
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Power-Up #4: From Delivery to Products

“> “hee | <J% PlayStation.
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Power-Up #4: Running a Platform Product @ “hee | <J% PlayStation.

It's integrated

It's documented

It's support

And someone uses it

Definition
of Done
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Conclusion: Learnings on the Operator Pattern

“’ “hee | <J% PlayStation.

Observe Analyze
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Transformation is continuous & shared
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Thank you ! @ =-... | L Playstation
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Enjoy your KubeCon [ |

N
LA

W
-----
.....
......
......
......
.......

.....
......
......
-------
.......

©2026 Sony Interactive Entertainment 23



	Default Section
	Slide 1: From Projects to Products

	Introduction
	Slide 2: Enter the players
	Slide 3
	Slide 4: Agenda
	Slide 5: Our Game Had One Tenant
	Slide 6
	Slide 7
	Slide 8: Out With Old, In With The New
	Slide 9: A fractal controller controlling controllers

	GamePlay
	Slide 10: Always Decomplecting * (Rich Hickey)  [think: de - complex’ing] 
	Slide 11: Power-Up #1: Leveraging Contracts
	Slide 12: Power-Up #2: Compositions for the Win
	Slide 13: Power-Up #3: A simple 1:1 communication system  
	Slide 14: Power-Up #3: A mess… sh 
	Slide 15: Power-Up #3: Distributed Monolith 
	Slide 16: Power-Up #3: From Hub to Network 
	Slide 17: Power-Up #3: From Producers to Consumers 
	Slide 18: Power-Up #4: The Activity trap
	Slide 19: Power-Up #4: From Delivery to Products
	Slide 20: Power-Up #4: Running a Platform Product

	Conclusion
	Slide 21: Act
	Slide 22
	Slide 23: Thank you !!         Enjoy your KubeCon


