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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 Ill: Action!

Speaker: Martin Stoltz, Cinematic Director, Big Huge Games

Richard Rouse lll, 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

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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creatlve enwronment 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 | 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.
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