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Day 1
TELREAR G TELE RT3 SR/ B A RSN T3 B L
Online Game 1 Online Game 2 PC/Console/Outsourcing Sponsor Session
No R i) B bIUN IR i) PO WUEA IR} ] P HHEA T i) e RUIN
Time Topic Speaker Time Topic Speaker Time Topic Speaker Time Topic Speaker
Mike Morhaime, £%& Marklva” Rys"svyk'. EA Cf”f;“"
5 5, M#R. CEOFBEARIRA . ) o ) Development Services, 4:Ek4h
B UB-WRNE— R Mike Morhai YRRE: SR B S AL QENI 437 ¥ 531t
9:00-10:00 |Keynote: Creativity - Soul of PI e‘d ort ac"E“Oe’ d 9:00-10:00 |Lecture: Distributed Development: |Mark Van Ryswyk, Senior 9:00-10:00
game resident, O, an insights and opportunities Director Worldwide
Cofounder, Blizzard .
- Outsourcing, EA Central
Entertainment -
Development Services
UHpR: AU FF 4 YR A T AR PN
A2 B gy“‘s L}f’;}‘,lmﬁamwev . 2 |Lecture: Strategies for ;’3‘3 € EAKE, Hftics VbR LU R AT | Robert Vernick, EA 1, COO
1] 10:05-11:00 Lecture: More than a Game: A Curu, LI"J;T): J‘S‘ i 10:05-11:00 {; 3 |Detecting and Removing P‘en fei Wei, Securit 10:05-11:00|Lecture: Management of next-gen |Robert Vernick, COO, EA 10:05-11:05
Path to More Profitable Game | -Y"!S Lum, Senior ~ @ |Trojan Horses in Online g - 4 games art outsourcing Shanghai
. Consultant, GameDev Guru “ Software Engineer, Giant
Design Games
c
11:00-11:15 E % Tea break 11:00-11:15 Tea break 11:00-11:15] Tea break
fa)
PR AL DR T AR R 1 4 VA : BT RO R ot HLfE 951 | Dave Weinstein, k2w, VR : (ELIAR B AMUNL S I oRAT | a7, S RHEE, B T A T
B BiFE, My, GTAEEMRTIA . 1A M AT R TR i i 11:05-12:05
2| 11:15-12:10 Lecture: Implementation of Cos Yan, Manager of G- 11:15-12:10 Lecture: Automated Testing [Dave Weinstein, Senior 11:15-12:10|Lecture: Demand management of (Tommy Xia, Senior Director of
community management in studio, Netease for Software Vulnerabilities  |Security Development whole-game outsourcing for online |Project Management
game design during Development Engineer, Microsoft game Department, Winking
Lunch
YERE: IfE BB AT TS0k % |3, Allen Brack, BETBUER, ERE: (R A S5 T h EER Y BAWRFELDVERFH | Andrew Wilson, Bl ERE
SRR St i d i BREESE, WA, Sk M TR FIFAZRSBATHIFEN, EA
3 | 13:00-14:00 Lecture: Develop a game that |J. Allen Brack, Production [13:00-14:00) Lecture: Online game R&D David Chen, President, 13:00-14:00| Keynote: Digitizing for new Andrew Wilson, Vice 13:00-14:00
crosses Eastern & Western Director, Blizzard and Data mining of user ChangYou.com Limited. consumers and new markets in |President & Executive
culture Entertainment behaviour an online world Producer, FIFA franchise
EHEA: %0, Interpret,
LLC, ls# e . N )
Moderator: Michael Cai, C»gg)\ P, OEREBUR, ;g%vé\éoRobert Vernick, EA I
x;;z:g:rs:zt f;t:fs;irch, Moderator: Monte Singman, Moderator: Robert Vernick,
Lo ' pret, nce COO, EA Shanghai
: I 2%, WFAR =15 Jkaiag, MERURHL, CEO
Eyjolfur Gud G Ch CEO. Winki
CCP, Pl Chane Lianaai. Project oAl fosaiasrionlc N8
Y+ AHATEH RS |Eyjolfur Gudmundsson, U+ CSPRGRmpToli | Shend Langdl Project ik, RERETIRRTERRE |80 T T [;,\Q'?UE(L"W
Eee] Chief Economist, CCP R . o1 K SRR R
4 | 14:05-15:35 Lecture+Panel: Controlling "X, f%, BiRL-T |14:05-15:35 Lecture+Panel: Innovation Iiel_'fect."vlvyoleﬂi/‘ s, s | 14705715:35 Panel: Different demands and gi\llilr?ecg‘rléldDI;eéte?/re?; Ar:Ieant 14:00-15:00
economic system in online 4 and development on ﬁ#' P/ EAG, s expectations between outsourcer and XDG T:CQ P
N : N " " A d te g
_c games g.onth'ai P';cg;c'(t:Platnnmg 5 ComeStayPay mode Justine Yuan, Product and outsourcee U AR, QAR ARSI B
i % Plric (t)rW d enter, E Director/Major Designer, Feng Pan, Founder, Virtuos
s Q,e:,,,ef ,‘o.,; LA, 2 Tencent Games
s SRR, o VR, BRI, A Ed Trillo, 4M2.t i, Foundation
Xuefeng Ji, General Haojian Chen, Producer, 9 Entertainment
9 N Shanda Games Ed Trillo, Outsourcing Director,
Manager of ZT Online Foundation 9 Entertai ¢
Business Unit, Giant oundation ntertainmen
Network
5 | 15:35-15:50 Tea break 15:35-15:50 Tea break 15:35-15:50 Tea break
[ . s Ben Mowery, Scaleform, PRRE: PIE IR ARk B 2 Bk PERE: ik SEARTER MBI AR | o, en e
e ATHIZET ARG AL e L e o s e 4 - ks, A o
S T Flash IR ] T A e v iy ey %2, Nexon %, CEO SH AU, EAUR, SATETL |
6 | 15:55-16:55 K . i 15:55-16:55 Lecture: Tracking the trends |Seo Min, CEO, Nexon 15:55-16:55|Lecture: Transition of business s .
Lecture: Designing Game User Ben Mow Director of online game genres from Corporation model of game art outsourcing & Daisong Guan, Director of Art
Interfaces with Flash Workflow |2 owery, ector, 9 9 orporatio " R&D Center, SNDA
Scaleform one to many analysis
SR b L R B T e b R
)Lm:r-y‘fﬂgﬂ;ﬁwm*hﬁ” il JEHRRE, Al ARE), (B 3 ) &ngg%uﬁ, AR b hRE: SMO: AR Ed Trillo, Foundation 9
X i BiEe) " " e : FIREAE X L
7 | 17:00-18:00 Lecture: Bringing better user LA 17:00-18:00| Lecture: The Convergence of Jim Crowley, President & 17:00-18:00|Lecture: Outsourcing: The Fast- Entertainment, ML 16:00-17:00

experience - How MMORPG UI
is done

Lulu, Product Manager,
Kingsoft

Virtual Worlds, Online Games
and Social Networking

CEO,Turbine

Track to Success

Ed Trillo, Outsourcing Director,
Foundation 9 Entertainment
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Day 2
(22l as] TR T3 — AL T3 BBt
Online Game 1 Online Game 2 Mobile Sponsor Session
No ] B bIUN IR 1] DU WUEA ] e HHEA ] e HYEA
: Time Topic Speaker Time Topic Speaker Time Topic Speaker Time Topic Speaker
[ — sRieH, iliRit, @
B FF [ - . . R . =
gl £%/8, NCsoft, <Aion> e SR AR S
9:00-10:00 |Keynote: Starting a new era of %’R%ﬂi 3 'AION' 9:00-10:00 Lecture: V\{gatl kind of Deputy Editor-in-
next-gen graphics in online game A'TD_yur::g u;(,: ft ganf1e ;NOU players chief, China Popular
- A Beautiful New World rt birector, i prefer: Computer Week
(CPCW)
Hytham Morsy, #ljiii i i 3 T, GBI T VFBE: R A 4E, Gameloft (8 441F), K CryENGINE: 7:60% 6761
YR BT A B, B3R YR IR A IR | --SRATHR R PR BT & AR T QFYAAAM}?‘&}: et Sascha Gundlach,
1(10:05-11:00 Lecture: Bringing a Character |Hytham Morsy, Animation |10:05-11:00] Lecture: To train an excellent [Yong Liu, Senior Game 10:05-11:00|Lecture: The evolution of game Yu Fei, General Manager for 10:05-11:05 Cb E;\IEII\;E Cr‘ea‘t‘e anew Technical Account
to Life Director and Trainer, game designer Designer, Independent production Greater China & Chief Game Ie':/yel in 60 |:ninutes Manager , Crytek
Ubisoft Chengdu " Lecturer --Dancing in the chains Designer, Gameloft China
c
11:00-11:15| Tea break 11:00-11:15) _ E Tea break 11:00-11:15| Tea break
st o
PR o o A - -
PHpE: WfTis SR RDEREAK [V, SEREdS, CTO % TSR PUL A 2%, Epic Games
. o ighti i i 7 o ICTO AN 5 i 5 7 '
hﬂmun_wjllj (Lighting, Shen Li, CTO, Epic Games = i g A TR SR, R e EU%&, SR ICTO A%, hiE L,'n,':e.al Engine 314jAtlasf? China, Atk
2| 11:15-12:10 fhatdow-mg' GI;'7 ttracti i WREAR |11:15-12:10 Lecture: Retention of B LR 11:15-12:10| ™ I’(YL%Y Head of Chi SRR ﬁoteﬁwfganc tting-edge |20 Jin Chong, Vice
TR ecture: Upgrading a _rac on M\,hﬂ' NVIDIA, SHRHEAA PEITee Intermediate and Senior Robert H. Xiao, VP of HR, ++27%4 ¥ Lecture: How will 3G drive mobile evin .|n, €ad o C ina . uttl 9 N 9 President, Epic
of game appearance with L5 Talents Perfect World games? Strategic Technologies, Cisco technology - Licensing Games China
advanced lighting skills Lin Nan, Senior Software ’ CTO Office Unreal Engine 3 and Atlas
(Lighting, Shadowing, GI) Engineer, NVIDIA
Lunch
) R URRE: EAM A R TR BN B T
aﬁ%ﬁy#rf Mén%fiﬁf}h;t’w R G0k, TAERR, Rt FHIIMT: AT AT AL Ashu Rege,
hii: TATIP2PRISMIIIITR | A PSR EH) 57 Hugues Ricour, EA, ¥iiiifE (Reroes Lore) Vaughan Wallis, EA Mobile GPUSIJII LA RCUDARIL [NVIDIA, 4ERIFA#H
S - < : sl M R bt
4| 13:00-14:00 Lecture: Developing Hybrid Bang Kyung Min, General [13:00-14:00 Lecture: Management tool A . . 13:00-14:00|Case Study: Bringing EA's Korea, M/)"”_}”' 13:00-14:00 |2 . ARl
N and method (performance Hugues Ricour, Senior 5 n Vaughan Wallis, Development An introduction CUDA and |Ashu Rege, Global
P2P network structure Manager & Executive Juati K successful title to mobile (Heroes ° ; A N
producer, 12M Studio, EA evaluation, work process, Producer, EA Lore) Director, EA Mobile Korea Its Applications Director of Developer
K ’ ' quality control) for dev teams Technology, NVIDIA
orea in overseas companies
1:## \/Moderator: John Ma,
Head of Operations, MTV
Games; CEO, Symbio Digital
Entertainment
el %I, CTO
Jack Hong, CTO,
ChangYou.com ‘ N .
PR A S 2 AR R 55 2 1 1) Jitk: MMO AR T % A i 14 WL, SEEMAE, AT VR : T AR AT, AL A HAPEX LA | 4esiot, NVIDIA ,
I HEA Simon Hayes, CTO - Mj : N B R S, 3DKIE. Hiroshi Makabe, CEO, MCF R PhysXH AR H LA
5] 14:05-15:35 Lecture: The load balancing BigWorld ves ! 14:05-15:35 S Panel: MMO gam Robert H. Xiao, VP of HR, 14:05-15:35|Lecture: Network programming, Co. Ltd ! ! 14:10-15:10|Using APEX to Create Jiayuan Zhu, PhysX
technology in large scale 9 = E da ell tgta e truct Perfect World memory and 3D drawing on mobile e Dynamic Scenes in Your |Support Engineer,
online worlds i g |CevEIoPmeEnt team SHUCHIT® ot i, Likks, CTO games. Games NVIDIA
o £ Shiliang Song, CTO, Giant
£ = Network
£ frfuge, AU, AT
e S BT
2 Oliver He, Vice President &
a General Manager of R&D
Center, The9
15:35-15:50 Tea break 15:35-15:50 Tea break 15:35-15:50 Tea break #hAl, NVIDIA, ¥l
JEHEARL K
Nan Lin, Senior
R Ao, TR Wt moftware Engineer,
W, B, BOR R FAgileFIScrum i i SR M HRITREREMICH | P
o EIULIOR SRS |l TR N Peerecheck: e 2 MR IR VRN, KBS, sagem 15:20-16:20 | WETEHRH fath, Ui,
6 | 15:55-16:55 Lecture: Integration of virtual |Tiger Huang, Director of 15:50-16:50) Lecture: Efficiency, Focus and Hermanr; I;;térs\check 15:50-16:50(Lecture: Applications of Pan- Gavin Chen, General Manager, : =7 [Implementing Scalable i’j{f‘& LAl
reality technology in games | Technical Support Center, Quality. How agile and scrum Producer. NetDevil network Game Model Greatelsoft Co., Ltd. Graphics in Online Games 'L.”Y Seni
SNDA are redefining how games will ’ in Yang, senior
be made Development
Manager of SeaSon
Game Studio,
Kinasoft Carn
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DirectX Compute 5DirectX
11441

{iiR2, NVIDIA,
Developer
Technology 41 i

7 | 17:00-18:00 Lectrue: Game Level Wei Lin, Senior Program 16:55-18:00 Lecture: Mixing in the Game |Lei Zhang, Senior Audio 16:30-17:30 An Introduction to DirectX |Ti Ni_ NVIDIA
Automatically Generation Manager, Netease Audio Expert, Ubisoft Shanghai n Introduci |0n. 0 Direc fanyun Ni, .
Studio Compute and DirectX 11 |Member of Developer
Technology team
200947 H26H
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Day 3
gty 1 - BUP il 2 - R/ Lite kel 3 - ik VUSRS
Special Session 1 - Programming Special Session 2 - Arts/Management Special Sessions 3 - Design Sponsor Session
No R i) Py bIUN IR i) DU IR} ] P HHEA R} i) e HYEA
Time Topic Speaker Time Topic Speaker Time Topic Speaker Time Topic Speaker
i%?gﬁ;;ﬁgﬁgﬁ- T | tim Sweeney, CEO, #iR
Keynote: The Next B, Epic Games
1| 9:00-10:00 V! = Tim Sweeney, CEO &
Generation-Game A " .
N Technical Director, Epic
Development in the
Games
Teraflop Era
. P . . R VN IR GRS TR RS i
o Vs AR DA PR T P AT S Dirocox 117 (Dlvec: 1188
£ Danny Isaac, #iFH#lfEA, Wit SRR B, BE A, AN ST PNIE PN R WL BRI Hemg )
. M. TR . ) . it St X g ) EZTp
10:05-11:00 | & § [ WiaiITA EA . 10:05-11:00) Lecture: Art conception and |y 2 a0, Art Director, | 10:05-11:00 Lecture: Story-Telling and  |Steve Gray, Executive In 10:00-11:00 |It's time to port your
= @ |Lecture: Lean Development Danny Isaac, Senior production pipeline on a Ubisoft Shanghai Story Game Production Charge of Production, Tencent ame to DirectX 11. (An
g Producer, EA hand-held included full 9 Techniques applied to 9 . £ DiectX '11 nd G630, AMD, g
a . ., |platform title <, |MMoGs °‘éﬁ{i‘r’1‘e‘:t‘r’ate'eizs ) and | 1oy T i
g 23 porting gles. Owen Wu, Sr.
11:00 - 11:15 Tea break 11:00 - 11:1] Tea break h1:00-11:1 © Tea break Developer Relations
PT—— 7 - AMD Tessellation L/ Engineer, AMD
I N SV URRE: A E T RE AL Sl AL
) . ) JHiAR, SR, BT R ) . AR TG LS Pk, | Stanislas Mettra, 1730 g, Cross fire #2751
YERE: P2PHORTER MR [# A5 KT ShA SR i, WHEME SRR 11:15 » Jri 7 e 11:00-12:00 | AMD tessellation and
S y . 7l N S : RilE= Lecture: License-based j-¥sy . .
2 | 11:15-12:10 Lecture: Applications of P2P Xinchun Gu, Senior A Case study: Dynamic Xin Xin, Senior Concept A N ! N C fi i
X 12:10 . . 12:10 games development in Stanislas Mettra, Creative rossfire programming
technology for online games Development Manager. conceptual design Artist t o X - . tips
China: Opportunities and Director, Ubisoft Shanghai p
The9 Co., Ltd
challenaes
Lunch
s W $ T 3D GG o . .
s . . IV N Carl Johns, AFRH % K, N N ) Sl AMD, Fig
ESVS PN W (AR eI, BFR - TR . e s B R e, SR , 10.1D i
LIGE N AT3D MMOG T ﬁfémﬁfuf ¥, WiRL-3D 1300- | p | AkIRERIARE  [CyTek 13:00. T T — J;!Q!L*W HWRBIEA, HIL E;?;ttﬁ&zéﬁel LR ISV LA
3 | 13:00-14:00 n W . " " 4 E Lecture: Future of Gaming Carl Jones, Director of Global " Lecture: Social Psychology - " 13:00-13:30 N A Owen Wu, Sr.
Lecture: Improving Yi Li, 3D Engine Director - 14:00 R Graphics Business Development 14:00 in Online Games Shiying Wang, Director & Overview of DirectX10, Developer Relations
(rendering) efficiency of 3D R&D Center, Perfect World P P ! Producer, The9 Co. Ltd 10.1 and PerfStudio 2. elop
R Crytek Engineer, AMD
enaine to meet the demand of
[42%, NVIDIA, PhysXHiA3Z W, B, W
F LR DX 10. 17EH I H i [ EA L #ld
4 | 14:05-15:35 Quan Chen, PhysX Tech - 13:30-13:50 [How to adapt DX10.1 in  [Zeng Pengxiang, CTO
o s Wi gy | SUPPOTE Engineer, NVIDIA — e KB W (T | Toenon Yun, SEELUR, ik online game & VP, Beijing Kylin
£ lecture: Effectively using a B, HEREAE, @S YR i 3D? R PEIRA N, ek T BR M Network information
. E L - o2 Jerry Mao, Vice President, |14:05-15:35 : o N Yocar Feng, Lead Designer, |14:05-15:35| _ < | . " Taewon Yun, Platform
# g |physics engine application in N Lecture: Why bother to make = O |Case study: Balancing X ! y ‘ o
# 8 |online games Object Software 3D Games? Tencent 2 8 |game data Operation Director, Blizzard A0, AMD, Wit
'gn 9 FACOR, MRS, BERHEARS g ' [al Shanghai OpenCL JFRFREE M Hi T [ 22
5 £ i} £ 13:50-14:20|OpenCL Ecosystem and John Li, Sr. Software
Yongquan Li, R&D S Application Development
Technical Director, QWD1 2 Engineer, AMD
I
35-15: 35.15: = 35.15:
15:35-15:50 Tea break 15:35-15:50 Tea break 15:35-15:50 Tea break e B, AMD TR
AMD BHIRLEARBEIN |y o ey
e Y IEP S PAAR N EUN L E N 13 2 s N N . N . N , AR DAL s T
U MMORPGA AN Sk | )41 17, AR, s o LGN, AHMMORPGHRJ | A%, NDOORSA, ki P IR BRI | e D P e LR
i i g e oy ki) YR, KR, CTO 14:20-15:00 | AMP multi-core ool Lulu, Section
.50-17: . ; ; .50-17: g5 .50-17- . - . ing t .
6 | 15:50-17:20 Lgctgre. The Theory of Hongcl—_lun Yin, Designer of |15:50-17:20] Case Study: MMORPG Jongpil Jung, General 15:50-17:20 Lecture: Visual Tools for Shgn Li, CTO, Epic Games programming technology Manager, Software
Distributed Server ZT Online Server development pri Manager, NDOORS MMO game development | China and optimization strategy Development, China
Architecture of MMORPG Architecture, Giant evelopment process anager, 9 P for gaming platform Engineer Lab, AMD




