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手机游戏 

 

10 月 11 日（周日） 

9：00-12：30 

1F/世纪厅 

 

9：00-10：00 

演讲题目：《金发姑娘与三只熊》——如何在 iPhone 游戏开发市场里寻求平衡 

演讲嘉宾：Chris Ulm，Appy 首席执行官 

演讲嘉宾：Paul O'Connor，Appy 品牌总监 

演讲摘要： 

你是该租间办公室，招人付工资，买广告，再聘请一家公共关系公司来追逐 iPhone 平台上的巨大利润？

或者是应该悄悄兼职背地里干，让游戏机公司来间接承包苹果商城的发展风险？Appy Entertainment 公司

将述说一个关于他们是如何寻求一条 iPhone 游戏开发的中间道路的故事。就像《金发姑娘与三只熊》那

个童话故事里小姑娘专挑不冷不烫刚刚好的粥喝那样，Appy Entertainment 公司的生意谈不上异常火爆，

也不算清淡，他们拥有一个不温不火的生意，既不暴富，也不至于穷得一贫如洗。他们这群家伙拥有两个

已发售的产品并辛苦获得了一些知名度。各位看客，大家来向他们砸水果吧。 

 

10：00-11：00 

演讲题目：挖掘出 iPhone 的每一处机能 

演讲嘉宾：Noel Llopis，Snappy Touch 创始人 

演讲摘要： 

本演讲将描述通过许多小时的实践才能学到的 iPhone 机能优化的经验。我们将从 iPhone SDK 上提供的机

能分析工具的概述开始，以帮助你减少机能瓶颈。接着，我们还将讨论建立渲染循环的最佳方式，渲染过

程的最佳实践，如何处理有限的内存，或者我们甚至将讨论如何回到汇编层来使用那些已经被遗忘的矢量

浮点单元。 

 

11：00-11：45 

演讲题目：从 AAA 级游戏到独立游戏：Tiger Style 游戏公司及其 iPhone 游戏“蜘蛛”的开发 

演讲嘉宾：David Kalina，Tiger Style 游戏公司所有人及主程序员 

演讲摘要： 

Tiger Style 是一家完全独立负责经销的 iPhone 游戏开发商。他们的首款游戏《蜘蛛：布莱斯庄园的秘密》

（《蜘蛛》）于 2009 年 8 月在市场竞争日趋激烈的苹果在线商店（AppStore）上推出。在本演讲里，

David 会跟听众分享他在游戏开发与创立公司所经历的各种转变：从雇员到雇主、从游戏机游戏到手机游

戏平台、从 AAA 级游戏到独立游戏的开发、从现场与成员合作到任务指派、从长期到短期游戏项目周
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期，从庞大的项目团队到小团队。他还将与大家阐述他对游戏 《蜘蛛》设计、开发及推广的见解，其中

包括如何利用游戏里的独特性实现其在市场上的成功。 

 

11：45-12：30 

演讲题目：自东向西——在中国制作 iPhone 游戏提供西方市场 

演讲嘉宾：Jung Suh，红箭游戏合伙人兼首席执行官 

演讲摘要： 

iPhone 游戏淘金的最佳时机虽然已经过去，但仍可以通过一个简单的平台和宽广的发行渠道来获得成功。

学习在推广 iPhone 和 AppStore 中的重要设计以及要点。理解什么是客户想要的和市场发展中应避免的问

题。讨论考虑在非常期望 iPhone 在中国和韩国销售的同时会遇到的哪些新的机遇。要点：相比以前的小

游戏，现在的游戏更需要多花些精力。 
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GDC Mobile 

 

SUNDAY, OCTOBER 11 

9：00-12：30 

1F/Century Hall 

 

9：00-10：00 

Session: The Goldilocks Conundrum -- Steering a Middle Path Through Apple's Orchard 

Speaker: Chris Ulm, CEO, Appy 

Speaker: Paul O'Connor, Brand Director, Appy 

Brief Description: 

Should you rent an office, pay salaries, buy advertising, and retain a PR firm in pursuit of iPhone riches, or should 

you moonlight on your boss and let console companies indirectly underwrite the growth of Apple App Store? 

Appy Entertainment tells all about how they’re trying to steer a middle path in iPhone game development. Like 

Goldilocks, they’re neither too hot, nor too cold, with a business that is neither a lumbering death star nor one 

guy without pants. They’re a dozen guys with a couple published Apps and some hard-won knowledge. Come 

throw fruit at them. 

 

10:00-11:00 

Session: Squeezing Every Drop Of Performance Out Of The iPhone 

Speaker: Noel Llopis, Founder, Snappy Touch 

Brief Description:  

This session will describe the iPhone performance optimization lessons learned through many hours of tuning. 

We'll start with an overview of the performance analysis tools available on the iPhone SDK to help you narrow 

down your performance bottlenecks. Then we'll cover the best way to set up your render loops, rendering best 

practices, how to deal with the limited memory, or even how to drop down to assembly to use the forgotten 

vector floating point unit. 

 

11:00-11:45 

Session: From AAA To Indie:  Tiger Style and The Making of Spider 

Speaker: David Kalina, Owner and Principal Engineer, Tiger Style 

Brief Description:  

Tiger Style is a fully independent, fully distributed iPhone game developer.  Its first game -- Spider: The Secret of 

Bryce Manor -- was released in August 2009 into the increasingly crowded and competitive marketplace that is 

the App Store.  In this presentation, David will discuss the transition from employee to owner, console to mobile, 

AAA to indie, on-site to distributed, long to short project cycles, and large to small teams. He will also provide 
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insights into the design, development, and promotion of Spider, including how some of its unique qualities 

contributed to its surprising success in the market. 

 

11:45-12:30 

Session: East to West – Making iPhone Games in China for the Western Market 

Speaker: Jung Suh, Co-founder and CEO, Red Rocket Games 

Brief Description:  

The gold rush is almost over but you can still succeed with one of the easiest platforms and broadest distribution 

channels.  Learn the important design and business points to success on the iPhone and App Store.  Understand 

what consumers are looking for and what to avoid in terms of development and marketing. Discuss the new 

opportunities that will exist with the launch of iphone in China and Korea. Hint:  It takes a lot more these days 

than to come out with iFart. 


