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视觉艺术 

 

10 月 13 日（周二） 

10：05-18：00 

1F/世纪厅 

 

10:05-11:05 

演讲题目：Maya/Zbrush 次世代游戏角色制作 

演讲嘉宾：裴锦，亚特兰大艺术学院助理教授 

演讲摘要： 

虚幻引擎在今天的游戏业中已经不可或缺。现在的 Unreal3 引擎更是一套为下一代游戏 PC 平台准备的完

整的游戏开发构架。此讲座将覆盖整个定制游戏人物的制作流程。 我们将通过使用 Normal Map，使超精

细模型在 Unreal 引擎中成为可能。该讲座还将同时介绍 Zbrush 以及 Normal Map 的使用。 在数百万多边

形组成的超精细模型还不可能存在于 MMO 游戏的今天，一张高品质的法线贴图可以大大的缩小他们之间

的距离。 

 

11:10-12:10 

演讲题目：电影式游戏设计 III: 动作片！ 

演讲嘉宾：Martin Stoltz，Big Huge Games 电影制作总监 

演讲嘉宾：Richard Rouse III，单机游戏主设计师，Kaos Studios 游戏工作室 

演讲摘要： 

广受好评的 GDC 讲座《电影式游戏设计》系列的下一部分将专注于动作场面。许多游戏都能提供令人非

常沉浸的冲突感，但是动作电影却能够控制更多的情感并且让这些冲突具备意义。我们将展示和分解一系

列电影片断来说明不同的影视动作技巧。我们还将分析每一个技巧，并具体说明如何将他们与游戏体验相

结合从而让游戏更加直观和引人入胜。 

 

13:30-14:30 

演讲题目：为《镜之边缘》创造第一人称的运动 

演讲嘉宾：Tobias Dahl，EA Dice 工作室高级首席动画师 

演讲嘉宾：Mikael Lagre，EA Dice 工作室工程师 

演讲摘要： 

Dice 工作室通过开发了《镜之边缘》这样一款自由奔跑的第一人称冒险游戏，把第一人称类型的游戏带到

了一个全新的领域。本场讲座能让大家了解为了创作一个令人信服的第一人称全身体验和我们所面临的一

些挑战，以及我们如何成功地克服了这些挑战。我们将展示一个 Demo 来说明我们在制作游戏中的所有动

画时所用到的动画和流水线工具。这次讲座同时也将介绍 Dice 工作室在整个项目过程中是如何创建并始

终保持一个创意的氛围的，并且会举例说明我们的一些方案如何从原型发展成最终的样子。 



 

2 / 4 

14:35-15:35 

演讲题目：场景美术的工作流程 

演讲嘉宾：Ray Tylak，育碧成都美术开发经理 

演讲摘要： 

这场演讲涉及到演讲者多年来作为场景美术和场景 Lead 在工作流程上获得的一些技巧。这里不会专注于

具体的技术，而是从更高的角度提供一些创造性的思路，保持项目资源整洁，还原策划设计的关卡游戏

性，并且提升美术师和团队的能力。 

 

15:55-16:55 

演讲题目：我们做的是寂寞——《剑网 3》美术设计回顾 

演讲嘉宾：吴云，金山西山居工作室美术技术经理 

演讲摘要： 

《剑网 3》闭关 6 年，在这 6 年中美术团队遇到了无数的困难与挑战，中间的艰辛难以用语言描述，现今

游戏终于顺利推出，并以其浓烈的中国风受到了玩家的一致赞誉。通过回顾开发《剑网 3》在美术方面遇

到的各种挑战和问题，例如，如何创作出纯正中国风的游戏画面并且能符合大众口味，如何在目前复杂的

硬件条件下给画面和效率找到一个平衡点，如何提高制作效率并能保证产品质量等，来剖析这些问题产生

的原因并给出我们相应的解决方案。 

 

17:00-18:00 

演讲题目：为你的社交游戏找到艺术灵魂 

演讲嘉宾：Brad MacDonald，Large Animal Games 美术总监 

演讲摘要： 

因为既没有太多用户期望，也没有多少先例可以参考，所以社交网络游戏的开发者拥有独特的机会来探索

既能支持游戏性又能和这些用户产生共鸣的一些新的美学和艺术处理手法。在这场演讲中我们将探索一下

Large Animal Games 公司应用在 50 款以上的休闲和社区网络游戏中的工具和方法。我们也将讨论采集用户

反馈，有限的网络带宽，以及短暂的开发周期循环是如何能够强力支持艺术家们来开发与众不同的游戏画

面，从而强化开发者与用户，以及用户之间的联系。 
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Visual Arts 

 

TUESDAY, OCTOBER 13 

10：05-18：00 

1F/Century Hall 

 

10:05-11:05 

Session: Maya/Zbrush Next-GEN Game Creature 

Speaker: Jin Pei, Assistant Professor, Art Institute of Atlanta 

Brief Description: 

The unreal engine has become integral to many of today's games, and now the unreal3 engine has pushed the 

envelop even further. This lecture will cover the entire character creation pipeline to bring a customized and 

high-resolution creature into unreal engine. The lecture will also introduce Zbrush and normal map. While movie-

level amounts of polygons are still unrealistic for an MMO, normal map that generated by Zbrush helped close 

the gap. 

 

11:10-12:10 

Session: Cinematic Game Design III: Action! 

Speaker: Martin Stoltz, Cinematic Director, Big Huge Games 

Speaker: Richard Rouse III, Lead Single Player Designer,  Kaos Studios 

Brief Description:  

This next installment in the popular Cinematic Game Design GDC lecture series focuses on action scenes. Many 

games deliver highly immersive conflict, but action films manipulate a wider range of emotions and make their 

conflict meaningful. A series of film clips that demonstrate different cinematic action techniques will be shown 

and deconstructed. Each technique will then be analyzed to see how it can be applied to gameplay to make a 

game more visceral and compelling. 

 

13:30-14:30 

Session: Creating First Person Movement for MIRROR'S EDGE 

Speaker: Tobias Dahl, Senior Lead Animator, Dice EA 

Speaker: Mikael Lagre, Engineer, Dice EA 

Brief Description: 

Dice has taken the first person genre to new grounds with the free running first person adventure MIRROR'S 

EDGE. Learn what some of the challenges were and how we successfully overcame them when creating a 

believable first person full body experience. There will be a demo of the animation tools and pipeline that were 

used to create all of the in-game animations. The session will also cover what Dice did to create and sustain a 
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creative environment throughout the project and see examples on how some of our moves evolved from 

prototype to a final feature. 

 

14:35-15:35 

Session: Workflow Methods for the Environment Artist 

Speaker: Ray Tylak, Art Production Manager, Ubisoft Chengdu 

Brief Description:  

This lecture will touch upon some of the workflow tips that I have gathered over the years as an environment 

artist and environment Lead.  The lecture does not focus on specific art techniques; it instead offers higher level 

advice for ways to approach a project with an open and creative mindset, keep a project organized, respect the 

level design, and to grow as an artist and as a team. 

 

15:55-16:55 

Session: The Loneliness Makes Legend —— Retrospect The Art Direction of JX Online Ⅲ 

Speaker: Yun Wu, Lead Technical Artist of Season Studio, Kingsoft 

Brief Description:  

It has been six years since the initial step of "JX Online Ⅲ". During the research and development of "JX Online Ⅲ

", the art team had encountered numerous difficulties and challenges, it was hard to describe that rough time on 

the rocky road to success. The successful release of "JX Online Ⅲ" have been universally praised by players, 

renowned for its strong Chinese style. Look back on those unforgettable experience on the art side, the artists 

had been confronted with various challenges and issues, we have analysied the causes of these problems and got 

the appropriate solution. For instance, how to create pure Chinese Kung Fu culture to suit the public, how to 

strike the right balance between better display and higher efficiency under the complex hardware generation, 

how to improve the production efficiency and guarantee the product quality at the same time. 

 

17:00-18:00 

Session: Finding the Artistic Soul of Your Social Network Game 

Speaker: Brad MacDonald, Art Director, Large Animal Games 

Brief Description: 

Because there are fewer user expectations and precedents to follow with social network games their developers 

have a unique opportunity to explore new aesthetics, and art processes, that support game play and resonate 

with their audience. In this session we will explore tools and methodology that Large Animal Games has applied 

in the creation of 50+ casual and social network games. We will discuss how access to player feedback, limited 

bandwidth, and short development cycles can empower artists to develop distinctive looking games that 

reinforce the developer/player connection and well as the connections between players. 


