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(1) (10min.)

(2) SimCity (10min.)

(3) Hitman: Absolution AI (10min.)

INTRODUCING MACHINATIONS: A NEW WAY TO DESIGN GAME MECHANICS
SPEAKER/S:Ernest Adams (Independent)andJoris Dormans(Amsterdam University of Applied Sciences)
DAY / TIME / LOCATION:Thursday 4:00- 5:00 Room 3005, West Hall
TRACK / DURATION / FORMAT / AUDIENCE LEVEL:Design / 60-Minute / Lecture / All

EXPLORING SIMCITY: A CONSCIOUS PROCESS OF DISCOVERY
SPEAKER/S:Dan Moskowitz (Maxis / Electronic Arts)
DAY / TIME / LOCATION:Wednesday 5:00- 6:00 Room 304, South Hall
TRACK / DURATION / FORMAT / AUDIENCE LEVEL:Programming / 60-Minute / Lecture / All

SIMULATING A CITY, ONE PAGE AT A TIME 
SPEAKER/S:Stone Librande(EA/Maxis)
DAY / TIME / LOCATION:Friday 2:30- 3:30 Room 3005, West Hall
TRACK / DURATION / FORMAT / AUDIENCE LEVEL:Design / 60-Minute / Lecture / Al

Reinforcement Learning Based Character Locomotion in Hitman : Absolution
SPEAKER/S: Michael Buttner (IO / Square Enix)
DAY / TIME / LOCATION: Friday 10:00-11Interactive :00 Room 304, South Hall
TRACK / DURATION / FORMAT / AUDIENCE LEVEL: Programming / 60-Minute / Lecture / Intermediate

Creating the AI for the Living, Breathing World of Hitman: Absolution
Maurizio De Pascale| Senior Software Engineer, IO Interactive A/S
Mika Vehkala | Senior AI Programmer, IO Interactive A/S
Location: Room 3005, West Hall Date:March 28 Time:10:00AM - 11:00AM

http://schedule.gdconf.com/speaker/Ernest-Adams
http://schedule.gdconf.com/speaker/Joris-Dormans
http://schedule.gdconf.com/speaker/Joris-Dormans
http://schedule.gdconf.com/speaker/Joris-Dormans
http://schedule.gdconf.com/speaker/Joris-Dormans
http://schedule.gdconf.com/speaker/Dan-Moskowitz
http://schedule.gdconf.com/speaker/Dan-Moskowitz
http://schedule.gdconf.com/speaker/Dan-Moskowitz
http://schedule.gdconf.com/speaker/Dan-Moskowitz
http://schedule.gdconf.com/speaker/Stone-Librande
http://schedule.gdconf.com/speaker/Stone-Librande
http://schedule.gdconf.com/speaker/Stone-Librande
http://schedule.gdconf.com/speaker/Stone-Librande
http://schedule.gdconf.com/speaker/Michael-Buttner
http://schedule.gdconf.com/speaker/Michael-Buttner




ÅIGDAҍ ʝ˲ Ḧ

Å

ᴇʿ / ʹ

ÅIGDA JapanЏ



˿ ᶫ╛ӓ



http://www.facebook.com/ewadamshttp://www.facebook.com/youichiro.miyake

http://www.facebook.com/ewadams
http://www.facebook.com/youichiro.miyake


Joris Dormansand I are very excited that our book Game Mechanics hasJoris Dormansand I are very excited that our book Game Mechanics has
been translated into Japanese. The Japanese game industry is very
famous and powerful, so it is an honor for us to be represented there.
We think that our ideas will be helpful to all game developers, and we
hope that you will find the Machinations tool useful to design and
prototype your core mechanics. We wish you good luck and great success
when you create your games!

- Ernest Adams

JorisDormans Game Mechanics₉

- Ernest Adams

Ernest Adams 
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SIM CITY 



Stone Librande

Å Diablo III 

Å Spore

Å SimCity 5
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One-Page Designs

Stone Librande
Creative Director, EA/Maxis

Note: Please turn on the notes view to see the spoken 
portion of this presentation.
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