NASSCOM Game Developer Conference 2011
Program Agenda

11 November 2011

	Time
	Activity

	8.30 am to 9.30 am
	Registrations

	9.30 am to 9.40 am

	Venue: Ball Room I,II, III
Welcome Note

· Rajesh Rao, Chair, NASSCOM Gaming Forum

	9.40 am to 10.30 am
	Inaugural Keynote Address on “Designing and Launching Successful Social Games” by Mark Skaggs, Senior Vice President- Product Development, Zynga
Introduction by Shan Kadavil, Country Manager, Zynga

	10.30 am to 11.00 am
	Tea/Coffee Break

	11.00 am to 12.00 pm
	Venue : Ball Room I
Panel Discussion - State of the Industry 

· Samir Bangara, COO, Indiagames

· Rahul Razdan, President, iBibo

· Manvendra Shukul, CEO, Lakshya Digital

· Atin Bose, Country Head, Sony

Moderated by Rajesh Rao, CEO, Dhruva Interactive 
	Venue: Ball Room II
Session 1: Specialization Prospects for programmers by Abhishek Raut, Senior Programmer & Technical Consultant, Ubisoft 
	Venue : Ball Room III
Workshop on Building Social Games that Scale by Amar Ariske , Senior Engineering Manager, Zynga

	12.00 pm to 1.00 pm
	Panel Discussion 2: 

From Fundraise to Exist: Ecosystem of entrepreneurs and investors
· Vishal Gondal, CEO, Indiagames
· Vishal Golia, CEO, Gamiana
· Chetan Shah, IAN Member
	Session 2: Freemium Games  by Jason Bay , Studio Technical Director, Glu Mobile
	Workshop on Building Social Games that Scale by Amar Ariske , Zynga

	1.00 pm to 2.00 pm
	Lunch

	2.00 pm to 3.00 pm
	Session 3: Next-Gen Games on Microsoft Windows Phone 7 by Uditha Bandara
	Session 4: Designing Social Games ‘touched’ my life by Haider Choonawala & Chinmay Zende, Game Designer, UbiSoft
	Workshop on 3D Arts for Games in Fast Paced Environment by Yiannis K, Creative Director, Trine

	3.00 pm to 4.00 pm
	Session 5: Understanding
The magical world of Design! by Hemanth Sharma,  Platform Evangelist, Adobe Systems
	Session 6: Production Methodologies for Next Gen games  by Sam Carlisle , Program Manager,  Sumo Digital and Ranjan Basu , Art Outsourcing Manager India, Sumo Digital 
	Workshop on 3D Arts for Games in Fast Paced Environment by Yiannis K,  Creative Director, Trine

	4.00 pm to 4.15 pm
	Tea/Coffee

	4.15 pm to 5.15 pm
	Session 7: Basics of Gaming Laws in India
 and IP – issues faced by Gowree Gokhale, Partner, Nishith Desai

	Session 8: Concept Art by Arjun Gupte
	Venue: Rosewood

IGDA Meet up 

	5.15 pm to 6.00 pm
	Session 9 : Starting Up! (The Inside Story) by Pratik Murarka, Idea guy, Idea Labs Interactive 
	Session 10: Writing games for iOS 5 using OpenglES 2.0 by Srinivasan, Studio Head, Indiagames
	HR Roundtable: HR challenges in front of gaming industry in India

	6.00 pm to 7.30 pm
	Venue Rosewood: CXO Roundtable with Mr. Yasuhiro Fukushima, Chairman, Square Enix * By Invitation Only

	7.30 pm onwards
	Entertainment Evening: Live Rock Band performance


12 November 2011

	Time
	Activity

	10.00 am to 11.00 am


	Venue: Ballroom I and II
Keynote Address : Delivering Quality by Pauline Jacquey, Managing Director, Ubisoft India

	11.00 am to 11.15 am
	Tea/Coffee Break
	Venue: Ballroom III

Workshop on Predicting the future with Scrum by Sumit Mehra, Executive Producer, Zynga

	11.15 am to 12.15 pm
	Venue: Ballroom I 

Session 11: Basics of Setting up your Game Team – Focus on remote Teams by Rudrasen Sitoleh, 7 Level Studios
	Venue: Ballroom II

Session 12: “Evolution of 3D Game Art” by Arjit Goon, Art Lead, Indiagames
	Workshop on Predicting the future with Scrum by Sumit Mehra, Executive Producer, Zynga

	12.15 pm to 1.15 pm
	Panel Discussion - Flash versus Unity versus HTML 5

· Jason Bay, Studio Technical Director, Glu Mobile
· Mariam Dholkawala
· Sunu Engineer, Architect, Zynga

· Harsh, CTO, Cha Yo Wo Games

Moderated by : Imran Khan, Studio Head , Griptonite Games India and Glu Mobile
	Session 13: Smash ‘n’ Survive: Post Mortem of India’s first PS3 Game by Rajat Ojha,  (President), Ashwani Verma and John Sikha Version2 games 
	Workshop on Predicting the future with Scrum by Sumit Mehra, Executive Producer, Zynga

	1.15 pm to 2.00 pm
	Lunch

	2.00 pm to 3.00 pm
	Keynote Address : Next Gen: The Future of the Games Industry’  by Ian Livingstone OBE, Life President, Eidos
	Workshop on Game Design by Robin Alter , CEO,  Kreeda

	3.00 pm to 4.00 pm
	Session 14: Need for Load Testing in online Games and Best practices by Ramaraju Pinnamaraju, Software Engineer II,  EA
	Session 15: Game Development on Nintendo by Ravi Pollimera , Project Lead, Sierra Atlantic
	Workshop on Game Design by Robin ,CEO,  Kreeda

	4.00 pm to 4.15 pm
	Tea/Coffee

	4.15 pm to 5.30 pm
	Venue: Ballroom I & II

Game Designer Challenge: The NASSCOM Game Designer's Challenge is a way to get some of the most experienced game designers from the Indian game development industry to compete with each other in a game design contest. The idea is to make a presentation to the audience on a game design based on a pre-decided subject and let the audience decide which design is best. Each designer will be given 15 minutes to present his design and at the end of all presentations there will be an audience vote by claps. Whoever gets the most claps (in volume at least() wins the challenge. 
	Venue: Mahogany
Build Your Game Showcase

	5.30 pm to 5.45 pm
	Valedictory Address


Note: NASSCOM reserves right to change the conference program, sessions, subjects, speakers without any notice
