ERA: BEMTHRTE, MIELIUEERERS
Host: Nathan Wang, Passionate gamer, Chief Editor of TGBUS
gl HIHE R HHAER
Time Topic Speaker
10:00-10: 40 | ip&eftyfted: Gl (2THRS: =) siyis | Keynote:
Creative Assembly JiE3%H|fE N, Janos Gaspar
XA Janos Gaspar, Game director of Creative
Romance of War: Creating immersion in Total | Assembly
Creative Assembly SR 145, Pawel Wojs
War: Three Kingdoms Pawel Wojs, Art Director of Creative Assembly
10: 40-11: 20 | HH IP B3/ 58 Skt Jy 1a)-4m bt @EAERT OL JF | Himiiexk (Rt BEMERT Online) 3K, K
KT i
IP assets evaluation and game direction- Fallout | Cloud Zhang, Lead game designer of Shengqu
Shelter postmortem Games
11:20-11: 20 | 2 NP R MPkEAIK B SR QIR g oy 52 | Sl (Rl (5 BRHAA IR A w] h [H A A1
Challenges of Multiplayer Game Development and | 5 A\, &—1H
an Innovative Solution from Improbable Yifan Zhao, Co-founder of Improbable China
R
Lunch Break
14: 00-14: 40 | G 558 TR E Ak AN 2 i — — RURL
j=3 Snapshot Games =%k, David Kaye
Original ity and tradition: how to bring new ideas to | David Kaye, President of Snapshot Games
a classic genre.
14: 40-15: 20 Two Point Studios $ R & %5, Ben Hymers
Ny Ben .Hymers, Technical Director of Two Point
Reviving the Little People genre Studios N
Two Point Studios fnk# &5, Craig Laycock
Craig Laycock, Brand Director of Two Point Studios
15: 20-16: 00 | (BUJHIIFRR: AR ZE) KA &t e . . -
The Sound Design of <Game Of Thrones: Winter is Yﬁ%ﬁ’%lﬂ%%ﬁ%ﬁﬁtﬂﬁ, I
) Guanya Sun, Audio Director of YooZoo Games
Coming>
16: 00-16: 40 MR LA SRS MAER, 7T
CRb LR AeY) R L S éiii;:\l:\pTang, Sound Designer of Tencent TiMi Studio
::::;ansmg Immersion in Saint Seiya with Sound TR 2 TAE Sk, 5T
Len Zheng, Sound Designer of Tencent TiMi
Studio Group
16: 40-17: 20 | F{ A HAh % VYT BN R A Rl KA, 285
Human Interactive Images Seven Huang, Company Partner of Shenzhen Bion




Interactive Entertainment Co.,Ltd.




EFRA: \frEPEKSESE, EL
Host: Teresa Qu, Director of Brand Operations of 8BitDo
B} 8] HUHE A BHAER
Time Topic Speaker
10:40-11:20 | MEHLHFARE] F2P F7 0 AR K2 it i) B 41 e T . ey .
. 1H 5% S5 DU 2 SR SRR, A it IE X
- . . . Masayoshi Kikuchi, Head of 4th Development
From Console to Mobile Free to Play — Creative Design L
Divisional HQ of SEGA Games Co., Ltd.
Processes
11:20-12:00
A YRR ZE ] RPG iRk kS HE i St s b A "
: . VUL BRI R R, B
The numerical design of shufflable seasonal RPG i .
Yan Xue, Senior Game Designer of Seasun
game
R
Lunch Break
14:00-14: 40 . . i . .
T LA 110 RPG iRk AT A e 2 A | Bk X254k COMPILE HEART kil fE S, b
ARG gl
The Worldwide setting and system building of RPG | Makoto Kitano, Game Director of COMPILE
game with charming characters HEART
14: 40-15:2 2L T e BRI E , I ,
4:40-15:20 | CESUER) BrEUEEARS S FI5 (B A IR ek, A
Development and operation experience of The Soul of Xiangyu Sun, Lead Game Designer of - NetEase
Hangzhou Network Co. Ltd.
Hunter
15:20-16: 00 - s OB PR A R RAR L EAR LM,
YR 5 5 M —— 22 1P AR SR i i o
Retain & Renovate - Artwork Design for Classic IP | . .
) Xiaoyu Lu, Art Director in Art center of
Mobile Game Remakes
X.D.Network Inc.
16: 00-16: 40 INBEREFEPATE, F/NE
AT g f ST E 7 35 R G (LA =25 DU | XiaoXu Lu, CEO of Beijing XiaoXu Game Audio
1) Inc.
How to build a sound system for a RPG game | /NE S kit i, g
( YunmengsSishi as an example) Jian Yu, Audio Designer of Beijing XiaoXu Game
Audio Inc.
16: 40-17:20 | (FETEMEZ) FIBTIR AR 115t s RN B A BR A m HAEN, B
Gameplay and story design of <Incredible World of | Bob Zhao, Producer of Maple Entertainment
Kongfu> Co.,Ltd.




FERFAN: BOLZOGRIEE, fREE
Host: Tony Shong, Vice President of IndieLight
I} ] HUHE A HHAER
Time Topic Speaker
10: 40-11: 20 | TUKIHLE, JUEWEL NP
. . | e O, 2
Looking for a way to inherit the beauty of ancient i )
chi Art Sheng Li ,Game animator of NetEase Game
inese Ar ST
AR 5 B FZAEIRAR, Wi
TILWE MULE . .
. . Yi Man, Game Designer of NetEase, Inc.
How does art paint the reality
11:20-12:00 | . ., ., . RIS S B BR A R E AT E, #6
MRS IERR
Indie Game o ]
Jie Zheng, CEO of ConchShipGames CO.,LTD.
RS
Lunch Break
14:00-14:40 | ., o v et | IRIFTEERA IR ARG EHRATE, SE
MALPFRITER R WA - &R T i
Indie Game gameplay exploration — The experience we ° .
Jack Cai, CEO of Shenzhen Lemon Jam
get after we make over 30 games L
Technology co. limited
14: 40-15: 20 AT T RO IR m R RN
—Yy i OO B E AR 3
An Adventure into Classical Literature Erxuan Hu, Game producer of CottonGame
Network Technology Development Co., Ltd.
15: 20-16: 00 - . KiiZ AEsD B RA A B RRATE AR
/N B TP 0 230 5 i s
. . CREAZALHTY HIfEN, B}
Time management experience share for small game )
Fei Mu, CEO & Producer of HARDCORE MECHA
development teams
of RocketPunch Games
16: 00-16: 40 | JUSZIEREIT R # FEHTT- & LB FIE KA TAE e T, i 2 W
Opportunities and choices of Indie game developers on | Honggang Man, Game Designer of Sparks
the new platform Games
16:40-17:20 | AT AFAM T —MF 300 73 FEEA ARG 10 AR | o o s
ORI 8 RS RASIHRTF R, W H W
ek, LAS B % : :
. . Jacky Chou, Indie Game Developer of Feeling
Thoughts about me making a game with 3000000
. Game Company
downloads but only with a revenue of less than 100k




in gLl HHE R EHARBR
Time Topic Speaker
10: 40-11: 20 | ., ., ., TalkingData 7R X AT WA S, XA
B AAT AL 23T grat P i
) ] ) Song Liu, East China Industry Development
Analysis of mobile game industry trend . .
Director of TalkingData
11: 20-12: 00 | WeGame Ji#* K477 " . o
N | BB WeGame RATAH M TTAN, HULX
How WeGame Help Developers Perform Better in . o
o Eleven Xiao, Leader of WeGame Publishing Team
Publishing
R R
Lunch Break
14: 00-14: 40 s e b = .
/N R L BA AT E TapTap HUTS RN TapTap B2, A
How to operate a game excellently in TapTap ShaoMan Lei, Vice President of TapTap
14: 40-15: 20 | ‘Do Edmdn i, e e ong S
" , Adjust FELHE, FHP
Unlock gaming promotion to overseas market by ) ] )
) ) ) ] Eric Wang, Senior Sales Manager of Adjust GmbH
leveraging Adjust mobile tracking
15: 20-16: 00 | % Facebook Audience Network 2Ek1bF- &, K | Facebook Audience Network K174, Eileen
A e X A TR Lee
Maximize your game monetization with Facebook | Eileen Lee, Publisher Development Manager of
Audience Network Facebook Audience Network
16: 00-16: 40 | #RIERAA: LINE GAMES Bk KR AT — R 1b 2 #% LINE GAMES H1[E [X S 2483, GIHAE
Only FUN: LINE GAMES’ Journey as Both Developer | Wendy Jin, Executive Director China of LINE
and Publisher GAMES
16: 40-17: 20 ACHIEVERS HUB fill%f A\, Elena Lobova

S K A xR T St R ANA T A A
Game Development in Russian-speaking countries:
Market map and Industry overview

Elena Lobova, Founder of ACHIEVERS HUB

VALUES VALUE EJEHATH, Aline Mudraya
Alina Mudraya, CEO of VALUES VALUE




EHA: FEMTWRFR, BHELIUEERER
Host: Nathan Wang, Passionate gamer, Chief Editor of TGBUS
I} ] HUHE A HHANER
Time Topic Speaker
iR BZAAED - M Kickstarter AT Keynote: ArtPlay Bk &8I AFEEHIEN, 1
EIRPGHBERI IR o
10 00-10: 40 <Bloodstained: Ritual of the Night> The journey Koji Igarashi, Co-founder & Chief Producer of
from crowdfunding on Kickstarter to No.1 on the | ArtPlay, Inc.
global top selling list
B LAEEIATREIS SR M TN, B
Atsushi Inaba, Executive Vice President & Studio
M CERAEBE L) BIIAE: 4 TAEERBENK | Head of PlatinumGames Inc.
10: 40-11: 20 ik _
From Bayonetta until now: PlatinumGames’ approach | [14 T/F % R IR B30 E FER AR BT IT,
to action 2 LR
Hideki Kamiya, Senior Vice President & Chief
Game Designer of PlatinumGames Inc.
e ChED HIRA A BRIERSHREZEIN, ¥
1. 20.12: 00 fi 3 Game Stack B AN FL TR
Achieve More with Microsoft Game Stack Robert Yang, Cloud Solution Architect of
Microsoft (China) Co., Ltd.
RS
Lunch Break
Magic Design Studios A B4 N, 4%
1 ] R AR I A R S e A AR S Yang Lu, Co-founder of Magic Design Studios
14: 00-14: 40
Virtual Screen Effect - Productivity — Final Effect
Achievement
B 2 IR A IR A B SR AR, LR
il
I EAS 2 BT — FFISHH b B O R AT S5 1% Angqi Jiang, Lead Level Designer of Ubisoft
14: 40-15: 20 | i entertainment Chengdu studio
Assassin Creed Odyssey: Level and Quest design in | & 28 s ##E A TR A B im0 Fxit, ffE
an open world Bijia Zhu, Senior level designer of Ubisoft
entertainment Chengdu studio




15: 20-16: 00

IT3E AR 7 00 - (iR R3220) Sk

Pascals Wager-Forging a Next Generation Chinese
Mobile Game

E N4 /TipsWorks TAE = GliG A /EN,
¥
Yang Yang, Founder of TipsWorks & Producer of

Giant Group/TipsWorks studio

16: 00-16: 40

R R Q317 i A 2 %

The exploring of the “31” Game in Chinese pattern

EHEmEERAS BHEARA R AN, RE

Xia Liang, Producer of Shanghai Meowpaw

16: 40-17: 20

65 UE4 Jy 2D SEBIE NS IR
Building 2D Platform Action Game with Unreal
Engine 4

IR M 2 B A IR A F] CEO FEfIEN, Tk
B4

Tao Zhang, Founder & Producer of Shanghai
TiGames Network Technology Limited




ERFAN: FINzWREELEE, BWELX

Host: Winter, Head of Gaming Partnership of Gloud

P 1H) EYEH EHHAER
Time Topic Speaker
FH FBTREREA LN, Gilles Fleury
Gilles Fleury, Senior Technical Director, Art of Ubisoft
FE EEZ 5K a5E 8 2
10: 40-11: 20 Dﬁ,ﬁ %Ub, " Shﬁi hJ, N Shanghai
ivision iso anghai part introduction . . . .
shate B3 R TR, B
Yongbin Hu, Art Technical Director of Ubisoft Shanghai
IR 2. FERFEA R E FRATR G I K e S sl -
2B x Sk Techland TIRVIFXFEF 72, Konrad Kucharski
11:20-12:00 . . . . . Konrad Kucharski, Senior Game Programmer of
Dying Light2: Developing the System Behind Choices
Techland
and Consequences
RS
Lunch Break
14.00.14: 4g | Control PR LB P Remedy T{E 3 Control ek -1 A, Juha Vainio
) ) The Journey of Control Juha Vainio, Lead Producer of Remedy Entertainment
FATEART AL A e 4 SRALIR T AR AR RS | 4ERE LR TR A R A I A R, ok
14:40-15: 20 | How we deliver superb and integrated art for Call of | Chong Zhang, Talent Development Director of Virtuos
Duty: Black Ops 4 Games
. S M JIRME GRIID AIRA R EREHATE, 205
i5. 2016, 00 | MEIDMITHRRES BT i i 2k i
) ) How small team to make high quality FPS game _ ) ) _
Frank Mingbo Li, CEO of Studio Surgical Scalpels
OEIdiz) KRt LIuk ot sERED = | .
. . . | KR TAE=REN, W%
16: 00-16: 40 | Unreal Engine 4 project <Bright Memory> level design | )
) . . Xiancheng Zeng, Producer of FYQD-Studio
and gameplay design experience sharing
. b e . BT HABEERHA IRA RS2, BRIk
(EWIRA) MR E K55 . e S
16:40-17:20 Mingda Chen, Vice President of Xiamen So Funny

<Sausage Man> iteration experience sharing

Technology Co., Ltd.




ingE| EHHEE HHAER
Time Topic Speaker
{81 Intel® 1SPC i {L, SIMD JF % PRRILABERA RS s AL RO 20
10: 40-11:10 | Simple SIMD using ISPC, the Intel® SPMD Program R . . o .
Compiler Zhuoshi Sun, Senior Application Engineer of
Intel Asia Pacific Research Development Ltd.
1 = 2 A s ;
11:10-11: 40 | Introducing Microsoft Game Stack _ ’
Mircosoft
NEXT Studios &AMk it c i, K%
Lei Zhang, Audio Director of NExT Studios
X 8% B0~ 6 Ui A AR PR s SR RS NEXT Studios /=2 & #ike /7 i, 4=k
11: 40-12: 10 Breakdown of Two Issues in Mobile Game Audio | Beinan Li, Senior Audio Programmer of NExT
Work Studios
NEXT Studios =2 & Ak it l, A
Jie Yang, Senior Audio Designer of NEXT Studios
RS
Lunch Break
SN G 5 - A AREEAR B AR ) ARR Unity RHPARIX S 8BRS, itk
14:00-14: 30 | Realtime Rendering - the future of making | Richard Yang, Platform department Technical
animated films Director of Greater China of Unity Technologies
RO {Mﬁﬂ:wﬁéﬂ%lﬂﬁ&ﬁ’ﬂ MMORI?G M Z K it N R R T
14:30-15: 00 | The MMORPG Architecture Design on Global
. Tomasen Shen, CTO of X.D. Network Inc.
Service
JeA IR AR AT IR A ) b XN 5
RTX FARVRFEHIHT: IR 1 S S 238 1% REE, WA
15: 00-15: 30 | RTX Deep Dive: Practical Real-time Ray Tracing in | Calvin Lin, Senior Manager of Content Technology,
Games China of NVIDIA Semiconductor Technology
Shanghai Co., Ltd.
Keywords Studios ¥ ARk %5 1 H 11 7, Andrea
N 21 A P X A Ballista
15:30-16: 00 . ) ) . ) ) .
Game Voices from China to the World Andrea Ballista, Audio Service Line Director of
Keywords Studios
GPU I3 I Hilie 4 J 3] PRI AR 1 i AMD i % EIE & X TR, e
16: 00-16: 30 Image Enhancement for Game Post Processing by | Jimmy Hua, DevTech Engineer of AMD
GPU Acceleration AMD JFREBOR TN, FHHS
GPU R ITH Peng Du, Developer Technology Engineer of AMD




Async Compute

16:30-17:00

Project Substance Alchemist | Ji# %471 5 i K —4
oy

Project Substance Alchemist|The Next Innovation
of Gaming Material

SUBSTANCE by Adobe KHUEX S48, fPk+
Meizi Yan, Substance Country Manager China of
SUBSTANCE by Adobe

17:00-17: 30

WfAliE B CRIWARE 1) T L AR 4T 18 K L 1R Ui
o MRBCE RIS RGNS /), ST R
How to use CRIWARE toolset to creat Quality
game, UNLEASH CREATIVITY, BOOST
PRODUCTIVITY

CRI Middleware H1[E#ARZLH, ZiH
Chao Yuan, Technical manager of CRI Middleware
China







ERFN: MOLZAREE, REgRE

Host: Tony Shong, Vice President of IndieLight

ingE| EHHEE EHHAER
Time Topic Speaker
10: 40-11: 20 | AT AL 1 — K A wlH) 2 FRERARSTTT 2 T B X 28 b A R A W) B T
A new trial on running a company with indie mode. | #UTE, &I%IE
Haozheng lJin, CEO of ChengDu Indie League
Network Technology Co.,Ltd.
[ 52, B SR SZ IR S A I = MR R —HEH (bnD EIR AR A\ B1a6 A5k
11: 20-12: 00 | Recall the history, Three connections between indie | CEO, —i##h
game and music Ismet Lee, Founder & CEO of Salt (Beijing)
Music Culture Co., Ltd.
R
Lunch Break
14: 00-14: 40 | FHERHAT Ay Reyak b 2 i (1) Hs ) TR & bR BahRBHCA R A F CEO,
How to use Steering Behavior to save your Animator’s | #X % fif
life. Ruonan Zhao, CEO of Unlimited Fly Inc.
14: 40-15: 20 | WA\ NHFRRH — % (CEBRMARER) sL TIE=HIEN, Sk
As long as everyone dedicates a little love Space Shi, Producer of SL studio
15: 20-06: 00 | e o 1 gyt e BORE BT A T R Eﬂiﬁw%ﬂﬁﬁﬁﬁﬂ&oﬁﬁﬁﬁ,
- . B
{The Kreator) : Building a complete and delicate .
. . HuaHan Yan, CEO & Developer of Xiamen
Indie Game in two months
StarRhyme Network Technology Co. Ltd.
16: 00-16: 40 | <7 i xR ) il 1 5 K R LK TR AR = HIVE M, 2P
Independent Game Making and Long-term Planning | Dansheng Li, Producer of Luo River Studio
16: 40-17: 20 TR ML OGRS, REEEE

JRER AR H = R ST X ] AT 3 15 Rl

Tony Shong, Vice President of IndieLight
Nexus Space kI K #F Ltz S B,
X

AT T SR R A B B AT E
L

Liang Guo, CEO of CottonGame Network

FNi:

Technology Development Co., Ltd.

E2 R A 0 28 B BR 2 m) ek k), 37T
Han Feng, Game designer of ConchShipGames
CO.,LTD.

Gamera Game KAT 5T N, M7

Qianluo Ye, Leader of Publishing team of
Gamera Game




