










AGENDA - DAY 2  24th October 2018

09:00	 Registration 

09:55	� Opening remarks
	� Gamesforum’s Event Director will make some brief opening remarks about the conference, including house keeping.

	 John Speakman, Event Director, Gamesforum

10:00	� How Reality Clash combines AR, Crypto and the Blockchain: Tony Pearce talks about what happened after their ICO and the ups and downs along the way.
	� In September 2017 Reality Clash successfully closed an ICO (one of the first mobile games companies to do this). Reality Clash is the first AR combat game (think Pokemon Go meets Fortnite) which integrates 

blockchain technology alongside several cutting-edge AR immersive technologies. In addition to the game Reality Clash launched an armoury store 2 months ago, where users can purchase digital assets (weapons) 
which can be used in the game or traded on their Digital Trading Platform which launches next month and is integrated with the blockchain. Since launching the armoury store they have sold over 3,000 weapons and 
had over 500,000 Reality Clash Coins (RCC) spent in the store.     

	 Tony Pearce, CCO & Cofounder, Reality Clash

10:30	� Morning networking break
	 A 30 minute break to grab a coffee and prepare for the day ahead

11:00	   �Workshop space available for hire.  
Book your appointments to meet our experts 
in law, accountancy, recruitment and HR to help 
fast track your business

13:00	 Lunch

1WORKSHOP ROOMVR/AR FORUM

11:00	 A presentation from Oculus
The opening session will look into the size of the VR gaming market across the world. 
Exploring how different devices are doing in different sectors and diving into the perfor-
mance of different games, this is an important starting point for the day’s debate.

Deborah Guzman, Developer Strategty, Oculus

11:50	� Tools of the trade: What do you need to 
create VR games?

The current generation of VR headsets have existed for over five years now, which 
means that developers are better placed than ever to recommend the best ways to 
design VR games. In this session, our speaker looks at the best tools for VR game 
development and provides you with advice on how to use them to effectively create 
compelling gaming experiences.

Shaun Leach, Owner, Clever Coyote Games

13:00	 Lunch 13:00	 Lunch 13:00	 Lunch

11:25	� Examining content genres for AR and VR
With the emergence of many types of new content for AR and VR this presentation will 
examine what kinds of experiences are flourishing in this marketplace as well as what 
we can expect to see in the future. This talk will dig into a discussion of what works 
and what doesn’t for these new mediums in terms of monetary success as well as 
entertainment and practical application. 

Andrew Goldstein, CEO, Otherworld Interactive

12:15	� Panel - Location Based Entertainment: How 
premium immersive experiences as making VR 
more accessible. 

LBE VR revenue will be a $1 billion market by years end. This panel will dicsuss, how LBE 
can support AAA VR productions? Whether this is the gateway to wider VR engagement 
of truly immersive experiences and what you the content producer needs to know.

Russell Williams, CEO, Holospark 
Chanel Summers, VP, Creative Development, VR Studios  
Jeff Ludwyck, CEO, HyperspaceXR

14:00	� Cross platform VR gaming.
The VR gaming market has been fragmented by the emergence of different headsets for 
mobile, consoles and PC. In this session, we discuss with VR game designers and hardware 
manufacturers about the similarities and differences between designing for each platform 
- offering tips on how to begin bridging the gap between each market segment.

Moderator: Livio de la Cruz, Freelancer
Ray Davis, CEO, Drifter VR
Tam Armstrong, CEO, Polyarc Games
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11:00	� The everlasting gobstopper: How to transform 
employee retention

A lot of top talent moves out the games industry in search of external opportunities. No 
matter what you do, good employees will always look for change. Though 0% attrition is 
an impossible, and potentially dangerous, goal to attain, there are certainly steps that we, 
as people leaders, can put forth to better understand our teams and make sure good 
employees keep working.
Through this talk, I’d like to share some of my own successes and failures in retaining and 
growing my team. Additionally, I’ll put forth some key points for discussion: 
Trainings and learning, Career Paths, Motivation, Crunch Time and More!

Kaushal Singh, QA Manager, Keywords Studios

11:25	 Games Studio recruitment: Immigration 101
Talk Synopsis to be confirmed

Lola Zakharova, Immigration Attorney, MacDonald Hoague & Bayless

12:15	� Mirror Image - Games as a representation of 
our Studios

Studios create games that it’s creators want to play. Our panel will consider how women 
in gaming and diversity in the workplace can give studios a creative edge and why it’s 
essential for companies to have a culture in placeto support it’s workforce.

Moderator: Alison Stroll, Games Industry Veteran
Nikolina Zidar, CEO, FullXP 
Allie Ast,Founder, Sundew Studios 
Ninel Gryuner, CEO, Devoted Studios

14:00	� Seattle as a Global Hub for Game Development: 
Insights and Tools to bring back to your studio 

There are over 400 game companies in the Greater Seattle region, 23,000 employees in 
the game business in the Puget Sound area, and over $21 billion in direct revenue. 
Come hear founders and execs talk about the State-of-the-State of the greater 
Seattle industry. Hear their views on challenges you need to overcome and the 
opportunities you can’t miss. How do you compete for talent? How can you improve 
your culture? What is the number one thing you need to know for 2019? All this and 
more. A session not to be missed! 

Moderator Ed Fries, Co-Founder, Xbox
Brian Fleming, Producer & Founder, Suckerpunch Productions  
Alison Stroll, Games Industry Vet
Ninel Gryuner, CEO, Devoted Studios

11:50	� Building a culture of success - building on the 
foundation of your company culture

In just over 3 years, Paladin Studios have grown organically from 10 to 45; it’s been quite 
a ride. Derk de Geus will share Paladin’s journey and how the company’s values have 
shaped it’s growth.

Derk de Geus, CEO, Paladin Studios

11:50	� The hidden appeal of competition in  
non-core games

In this presentation, we’ll look at what is special about competition in casual games that 
attracts and retains users, and look in more detail at the competition in two casual games. 
We’ll share what Amazon has learned about implementation of competition in different 
genres of casual games, and discuss what characteristics could make your game well-suit-
ed to get increased engagement and retention from competitive opportunities.

Peter Heinrich, Developer Evangelist, Amazon

ESPORTS FORUM

11:00	� The Audience Revolution - Building Games 
with Viewers in Mind 

The gaming world is undergoing a revolution: streaming platforms and eSports are allow-
ing fans to engage with games and players in ways never seen before.  We may soon be in 
a world where audiences vastly outnumber players, expanding the industry and opening 
up new business models for studios and publishers, but only if they can harness insights 
from these new engagement models. Unfortunately, most studios and developers are 
still focused exclusively on the player experience, which is impacting their ability to take 
advantage of this new market.

Jialing Chen, Founder, DuoPeak

11:25	 The next generation of eSports
The eSports industry has principally been defined by the same games dominating tour-
naments and events across the world. In this session, our speaker will make a case for 
supporting the next generation of competitive virtual sports - as well as giving advice on 
how to position your game in that space.

Justin Burnham, Creative Director, Dreamhack

12:15	 Esports - The broadcasting panel
A great broadcast experience is essential to the success of any competitive esport title. 
But how do you construct one? This panel brings together developers, broadcasters and 
casters to discuss how to make your esport an epic experience to view.

Moderator: Erik Smith, Marketing Director, Treasure Data, 
Jialing Chen, Founder, DuoPeak
James Reilman, BD Manager, Twitch
Daniel Yang, CEO, Ardent Blade

14:00	� How a Mobile FPS became a hit eSport
This talk will tell the story of how Critical Ops became a hit eSports title and took care 
of marketing and retention along the way.

Veli-Pekka Piirainen, CEO, Critical Force
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14:00	� Game Dev Showdown  
10 developers pitch their games to a panel of judges for the chance to 
win and be named best in show!

15:30	 Networking Break

16:00	 Break
Workshop space closes

14:45	� Commercial reality: how to make money from 
VR, AR and MR projects.

With the reality bending gaming space still expanding, it’s important for developers to find 
opportunities to make money from commercial partners. In this closing session of the day, 
we’ll bring together developers working on projects with a relationship with the wider 
economy together with businesses outside of games to discuss how the two disparate parts 
can be pulled together.

Moderator: 
Ariella Lehrer, President, Hitpoint Studios
Kathie Flood, CEO, Cascade Game Factory
Andrew Goldstein, CEO, Other world Interactive

BAY AUDITORIUM 

16:00	 Game Dev showdown winner announced
The winner of the Game Dev Showdown will be announced live on stage at the conclusion of GamesForum Seattle. We will then close the conference a little earlier than Day 1 at 5pm.

15:30	 Break
VR/AR Forum track ends, room closes

BAY AUDITORIUM 

16:15	 Wanderword – Step into Your story
Is our brain not the most powerful video game console? We on Team Wanderword believe so. It effortlessly renders complex scenes at incredible speeds. All we have to do is listen. With beautifully written stories, voice-enabled interaction and rich audio-soundscapes, a Wanderword story enables people, 
players, listeners and active listeners to step into their story in a truly immersive way. We are excited to share our experiences and perspectives on this growing segment that allows for complete hands-free and heads-up gaming for the mobile and always-connected generation. Don’t expect to see some 
high-end demo on a big screen during our presentation, but expect to hear it from the speakers in the auditorium.

Peter Zetterberg, Founder/ Inventor, Wanderword & Thomas Lindgren, Chairman, Wanderword

17:15	 Conference closes 17:15	 Conference closes 17:15	 Conference closes

14:45	� Panel - Gaming for Good
This panel will explore how games can be used for societal good. Whether it’s 
supporting charities, helping people recover from physical or mental trauma or 
highlighting social issues, this panel will give you a different perspective on the devel-
opment process.

Moderator: Dr Joseph Williams, Washington State
Daniel Widner, VP, Distinguished Partners, American Cancer Society
Derrick Morton, Co-founder and CEO, Flowplay
Kathy Flood, CEO, Cascade Game Foundry

15:30	 Break
Video game culture track ends, room closes

15:30	 Break
Video game culture track ends, room closes

15:10	� Redzone - The Esports viewing experience for 
the casual fan

From the NFL’s redzone to watching pro Golf Championships, the viewing experience 
is dominated by highlights and touchdowns. In this session we will look at how esports 
and, in particular IBM, are redefining how casual viewers experience esports titles and 
competitions, bringing context and excitement to the broadcast.

Bill Le Voir-Barry, CTO for IBM Esports, IBM

14:25	� Panel - Structuring eSports competitions
A key component of any competitive eSport are meaningful tournaments. This session 
provides advice on how to run competitions - from picking tournament structures and 
who to partner with - to help give your eSport the best basis for long term success.

Moderator: John Mafferi, CEO, Matcherino
Taehoon Kim, CEO Nway
Veli-Pekka Piirainen, CEO, Critical Force
Lauren Koester, esports Partnership Program Manager, Amazon



FIND OUT MORE

Want to find out more about how you can take part with Gamesforum Seattle?

Here are the ways that you can support the event.

 

SPONSORSHIP

For a detailed breakdown of prices for exhibitor booths, speaking sessions, 
the cost of sponsoring events like the party and more, 

check out our sponsorship package here 
Alternatively, email joaooliva@osneymedia.com or 

call on +44 (0) 20 3786 4390 to discuss your requirements.

 

PARTNERSHIPS

If you’re interested in becoming one of our 
event or media partners, please contact Naomi. 

Email naomi@osneymedia.com or 
call +44 (0) 20 3786 4390 for more information.

 

CONTENT AND PRODUCTION

If you are interested in becoming a speaker or panelist at Gamesforum, 
please email john@osneymedia.com to apply with a suggested talk area and synopsis.

 

GENERAL CONTACT DETAILS

Can’t fi nd a solution to your problem? Email events@osneymedia.com 
or call us on +44 (0) 20 3786 4390 to talk to us directly.


