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综合分会场 

 

10 月 12 日（周一） 

9：00-18：30 

1F/世纪厅 

 

9:00-10:00 

演讲题目：网游红海中小团队突破之道 

演讲嘉宾：许怡然，巨人网络集团战略投资总监 

演讲摘要：  

 300 个团队普遍存在的问题。网游十年，无数的研发团队不断重复着解决本该被解决的问题。而这

些问题是如此浪费着新成立团队的大量资源，甚至最终可能颠覆整个项目。 

 什么决定了一个开发团队的成功？“人”是团队成功的最大因素。一款成功的产品造就团队的成

功。 

 哪些因素决定一款产品的成功？什么才是网络游戏真正的“游戏性”？如何解读一款成功的网络游

戏？ 

 几种资金来源的优缺点，如何获得这些资金的支持？ 
 

10:05-11:05 

演讲题目：开发并行的游戏引擎 

演讲嘉宾：郭胜、卢卷彬、吴晓昶，英特尔软件及服务组开发员关系部应用工程师 

演讲摘要：  

英特尔处理器以每两年一次的速度升级微架构。而通常的游戏设计将覆盖多种不同体系的处理器平台。现

在游戏性能已不再能通过升级处理器而获得显著的自动提升。只针对特定处理器架构设计的游戏有可能不

利于发挥其他架构的性能。因此最好的提升性能的方法是多线程化游戏引擎。本演讲将向开发者揭示主流

处理器架构的特点及其对游戏性能的影响，并介绍一个并行游戏引擎的设计方案，和几个关于游戏热点模

块的线程化案例，使游戏在现在和未来的处理器架构上获得可扩展的性能。 

 

11:10-12:10 

演讲题目：为英特尔整合图形架构优化 3D 游戏 

演讲嘉宾：Luis Gimenez，英特尔视觉计算组图形架构设计工程师 

演讲摘要：  

Many game industry analysts expect an explosion in casual and mobile gaming on PCs, Integrated graphics share 

of the PC market will continue to grow, something game developers should consider in their future development 

plans. This session will provide some tips and tricks for developing and optimizing games suited for Intel 

Integrated graphics and also provide an introduction to Intel’s Next Generation Graphics Architecture that is 
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integrated into the new 32nm processors based on the Intel® microarchitecture codename Nehalem, and tools 

for optimizing the 3D applications. 

 

13:00-13:30 

演讲题目：徐汇网络游戏产业现状及服务平台 

演讲嘉宾：吴水华，徐汇区商务委员会副主任、徐汇区招商（企业服务）中心主任 

演讲嘉宾：许旭东，网络游戏产业服务平台运营总监 

演讲摘要：  

在徐汇区信息产业的发展蓝图中，网络游戏产业被列为重点发展的产业领域。徐汇网络游戏产业公共服务

平台（IS，网址：www.ispeak.cn），作为国内专业游戏语音服务商，拥有上千万注册用户，每天活跃用户

上百万，公会频道近 10 万个的规模，已经成为国内一流的语音互动平台。 

 

13:30-14:30 

演讲题目：光效图（Light Mapping）的艺术 

演讲嘉宾：David Larsson，Illuminate Labs 主管工程师 

演讲摘要：  

本演讲将介绍现代光效图（light mapping）技术,它能使你的游戏获得更加真实的视觉效果，并且能适应不

同的硬件设备和光照配置。除此之外还将涵盖诸如人物在光效图环境下的渲染技术，纹理地图（texture 

atlasing）技术，以及不同的可以在质量和速度之间取得最佳平衡的光照存储方式。另外还会阐述将光照实

验室（illuminate labs）的产品 Beast 整合到 Emergent Game Technologies 的 Gamebryo Lightspeed 中的技

术。 

 

14:30-15:30 

演讲题目：如何在游戏中更好的整合杜比核擎语音技术 

演讲嘉宾：Paul Boustead，杜比澳大利亚交互语音技术部门总监 

演讲摘要：  

演讲将首先介绍杜比核擎语音沟通产品。具体讲解杜比核擎技术是如何整合到各类不同的大型多人游戏和

网络第一人称视角游戏中去的。同时将向大家介绍杜比核擎的应用程序接口（API），用户端和客户端的

动态数据库功能也会介绍给大家。应用程序接口（API）的介绍将通过实例来讲解杜比核擎技术是如何提

升游戏体验以及帮助开发游戏中的内置道具。贯穿演讲始终也将向大家介绍杜比在中国的游戏开发伙伴是

如何在他们的游戏中使用杜比核擎技术。 
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15:30-16:30 

演讲题目： CryENGINE：不容置疑的次世代引擎 

演讲嘉宾：张洋，Crytek 大中华区客户支持经理 

演讲摘要：  

With the powerful CryENGINE toolset it is both easy and fast to create game content. During this session you will 

learn the key features of CryEngine inside it’s game editor Sandbox. Including advanced lighting, large scale 

terrain editing, node graphic based AI, advanced character animation and more. You will see even yourself can 

create a next-gen looking game in no time. 

 

16:30-17:30 

演讲题目：国内人才、好莱坞题材、 国际合作与全球市场——看好莱坞动画电影游戏 《功夫熊猫》 之成

功案例 

演讲嘉宾：林蓓心，XPEC 乐升科技第一事业部总经理 

演讲摘要：  

对于好莱坞 IP 运用在开发全球市场的游戏内容中，并在跨国的作业中，如何在严谨的开发时程、高质量

的制作内容、 绝对要求的游戏设计、以及繁复的 IP 审核关卡中，顺利成功地完成作品，并得到市场上的

掌声，透过 XPEC 开发的《功夫熊猫》这款作品，为大家打开大门一探究竟。 

 

17:30-18:30 

演讲题目：“游戏新天地”之产业整合与价值研讨 

演讲嘉宾：傅志仁，上海电信信息网络部部领导、总经理兼党委书记 、高级工程师 

演讲摘要：  

“游戏新天地”是中国电信上海公司为打造游戏产业链而精心设计、构建的公共平台，是依托数据游戏专

区和网吧聚类平台将产业链的上下游联系起来。“游戏新天地”整合了游戏产业链上游的游戏商（游戏开

发商、游戏运营商）、下游的主要推广渠道（网吧）以及游戏网络服务提供商（电信）等多方资源；目的

是为参与游戏产业链合作的各方主体提供资源共享、优势互补和共同发展的机会。 
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Sponsored Track 

 

MONDAY, OCTOBER 12 

9：00-18：30 

1F/Century Hall 

 

9:00-10:00 

Session: How can Medium- and Small-sized Teams Make Breakthrough in Fierce Competition of Online Game 

Industry? 

Speaker: Alex Xu, Strategic Development Director, Giant Interactive Group Inc. 

Brief Description: 

 The general problems 300 teams have encountered: A lot many teams are constantly trying to solve the 
problems that should have been solved for the last ten years in online game industry. And those problems 
have greatly hindered the process of the newly established teams and might even jeopardize the whole 
project. 

 What’s the key factor of a successful team? The “person” is the biggest key to success. A successful product 
makes a successful team.  

 What are the key factors of a successful product? What’s the real feature of ‘gameplay’ in online games? 
How to analyze a successful online game? 

 The merits and demerits of difference sources of funding. How to abstain the fund support? 
 

10:05-11:05 

Session: Developing Parallel Game Engine 

Speaker: Sheng Guo, Cage Lu, Xiaochang Wu, Application Engineer, Developer Relations Division, 

Speaker: Intel Software and Services Group 

Brief Description: 

Intel CPUs are evolving quickly by releasing new u-architecture every 2 years. Average game specification will 

span 3-4 different u-architectures. Now “Free Lunch” performance gains are over, Design decisions made for 1 u-

architecture can significantly impact other architectures degrading potential performance. So the best 

performance gains come from multi-threading game engine. This presentation brings insights on the CPU u-

architecture evolvement, introduces a parallel game engine architecture and several threading methods for 

typical game hotpots, which have the games to get scalable performance on today and future's processors. 

 

11:10-12:10 

Session: Optimizing 3D Games for Intel Integrated Graphics Architecture 

Speaker: Luis Gimenez, Graphics Architect, Visual Computing Group, Intel Corporation 

Brief Description: 

Many game industry analysts expect an explosion in casual and mobile gaming on PCs, Integrated graphics share 

of the PC market will continue to grow, something game developers should consider in their future development 
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plans. This session will provide some tips and tricks for developing and optimizing games suited for Intel 

Integrated graphics and also provide an introduction to Intel’s Next Generation Graphics Architecture that is 

integrated into the new 32nm processors based on the Intel® microarchitecture codename Nehalem, and tools 

for optimizing the 3D applications. 

 

13:00-13:30 

Session: Current Situation of Xuhui Online Game Industry and its Service Platform 

Speaker: Shuihua Wu, Associate Director, Commerce Committee of Xuhui District; Director, Investment  

Speaker: Promotion Institution of Xuhui District 

Speaker: Xudong Xu, Chief Supervisor, Service Platform of Online Game Industry 

Brief Description: 

Online game industry is listed as a key industry in the blueprint of Xuhui Information Industry. As a professional 

voice service provider in China, the public service platform of Xuhui online game industry (IS, website: 

www.ispeak.cn) owns hundreds and thousands of registered users with millions of active users per day and 

approximately 100,000 guilds and becomes first class voice interactive platform in China. 

 

13:30-14:30 

Session: State of the Art Light Mapping  

Speaker: David Larsson, Lead Engineer, Illuminate Labs 

Brief Description: 

This session will cover modern light mapping techniques that will help you get the most realistic looking games 

with performance that scales to a wide range of different hardware and light setups. It will cover subjects such as 

characters in light mapped environments, texture atlasing, and different ways of storing light to get the best 

compromise between quality and performance for your specific needs. We will also demonstrate the integration 

of Illuminate Labs' Beast into Gamebryo Lightspeed from Emergent Game Technologies. 

 

14:30-15:30 

Session: Integrating Dolby Axon in-game Voice into Games 

Speaker: Paul Boustead, Director for Interactive Voice Technologies,Dolby Australia 

Brief Description: 

This presentation will first introduce the Dolby Axon in-game voice chat product. It will then describe how Axon 

can be integrated into a number of different game types including massively multiplayer games and peer-served 

first person shooter games. The Axon programming API will then be introduced and the functions of the client 

and server side dynamic libraries will be described. The API description will be followed by examples of how it can 

be used to enhance gameplay and to create in-game items. Throughout the presentation examples will be given 

with reference to how our Chinese game developer partners have used Axon in their games. 

 

 

http://www.ispeak.cn/
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15:30-16:30 

Session: CryENGINE: Next-gen in no Time 

Speaker: Yang Zhang, Customer Support Manager of Greater China Area, Crytek 

Brief Description: 

With the powerful CryENGINE toolset it is both easy and fast to create game content. During this session you will 

learn the key features of CryEngine inside it’s game editor Sandbox. Including advanced lighting, large scale 

terrain editing, node graphic based AI, advanced character animation and more. You will see even yourself can 

create a next-gen looking game in no time. 

 

16:30-17:30 

Session: Local Talents, Hollywood IP, International Collaboration and Global Market-- Successful Case on Kung- 

Fu Panda 

Speaker: Wonder Lin, General Manager, BU1, XPEC Entertainment 

Brief Description: 

Managing Hollywood IP on a successful international market focused game.  Behind the scene, XPEC will reveal its 

journey on Kung Fu Panda by how to create a high quality movie franchise game through game design, tedious IP 

approval process, and successfully launch the product with positive media reviews. 

 

17:30-18:30 

Session: Industry Integration and Value Session on Game World Online 

Speaker: Zhiren Fu, GM & Secretary of the Party Committee, 

Speaker: Leadership of Information & Networking Department , Shanghai Telecommunication, Senior Engineer 

Brief Description: 

Game World Online is a public platform elaborately designed and structured by China Telecom, Shanghai branch 

for game industry chain. The platform, depending upon special data game zone and gathering platform such as 

net bar, links the upstream and downstream ends contained in the industry chain together. Game World Online 

integrates the components--the game vendors (game developers and game operators) at the upstream end, the 

main promotion channels at downstream end (net bar), as well as network service provider for game (telecom 

vendor) contained in the game industry chain, the object of such is to provide facilitators participating in the 

game industry chain partnership with resource share, strength complement and mutual development 

opportunity. 


