Friday
June 26




"12:30 — 14:00 Registration & Welcome coffee sponsored by Playkot @playkot

Pavel Ryaykkonen, . .
COO and Co-founder Mobile & Social (?ame Market:
Trends & Strategies
Nevosoft
. q RUS & ENG
Stefano Sandri, Marketing Manager Packaging Agent m‘f’e: _
A Framework for Indie Developers
Wooga to Build Buzz
Georg Broxtermann,
Business Development Director Royal Revolt 2 — How We
and Co-founder Entered the Korean Market and What

B

17:30

18:00

Flaregames GmbH We've Learned for Our Asian Strategy

RUS & ENG

Pavel Golubev, CEO Monetization: How to Increase

Your Earnings From Ad Networks x 3 Times
Appodeal

16:00 — 16:30 Coffee Break sponsored by Playkot @playkot

Mieszko Zielinski,
Lead Al Programmer UE4 Large World Al Navigation
Epic Games
Anastasia Perina, Strategies of Launching
usiness Development Executive Social Network Games
R] Games on Facebook
Nelson Rodriguez, The Role of Technology
18:00 SEni@giebigAVEii GV EIEeSMCEINEY Infrastructure in Game
Akamai Technologies Development
Akin Babayj'_git, Facebook Insights:
Head of Partnerships, EMEA Monetization Mistakes Game

18:30

Facebook Audience Network

Developers Make Across Canvas & Mobile

18:30 — 19:00 Sparkling Intermission with Champagne by Facebook Audience Network

propiicnifies, Secrets to Success:
LN Executive Director, Head of Publishi . t . .
- —— Achieving Top Grossing Ranks in Asia
6waves

19:30 Karolina Attspodina, Secrets From Ecommerce
20:00 Head of Sales, Eastern Europe Taken to Gaming Best Practices

Adjust & Lamoda for Mobile Retargeting Campaigns
20:00 . . . PANEL DISCUSSION:
21:00 Game Insight, Creative Mobile, The Uncomfortable Talks

GS, Nekki, Playrix About Mobile Games Business

Shuttles will take Premium participants

---------- 21:00-03:00 The Official Party on a Pirate Boat! from the venue at 9:00 and 9:30 pm.



RED HALL, Friday, June 26

Session Description

Onucaxue nexunmn

Pavel Ryaykkonen, COO and Co-founder, Nevosoft

Mobile & Social Game Market:

Trends & Strategies

Pavel will cover the latest trends across social and mobile game
markets and will share his views on the future of gaming.

PBIHOK MOOMIIBHEBIX U COLIMIAJIBHBIX UI'P:

TPEeHAbI I CTPpaTrernn

MaBen pacckaxeT 0 MOUTEAHVX TPEHAAX Ha PbIHKE MOBMIIbHBIX 1 CoLMarb-
HbIX MFP, @ TaKKe MOAENUTCA CBOVMM BuAeHMeM Oyayuiero passuTus
urposon nHaycrpun. @ @ @

Stefano Sandri, Marketing Manager, Wooga

Packaging Agent Alice: A Framework for

Indie Developers to Build Buzz

In this presentation Stefano will have some tips and tricks on
how to package and tease a game during it's launch phase and
beyond. ® @ ®

Agent Alice: ¢ppeliMBOpPK IO PACKPYTKE WUIp IS
VHAN-Pa3paboTINKOB

B cBoen npeseHTaumn Stefano nogenutcs HeKOTOpbIMM COBETAaMU 1
pPeKOMEHZALMSIMUN O TOM, KaK CO3AaTh YCMELLHbIA TU3EP UrPbl U FPaMOTHO
caenartb noces nepeg pesinzom. ® @ @

Georg Broxtermann, Business Development Director and Co-founder, Flaregames GmbH

Royal Revolt 2 - How We Entered the Korean
Market and What We've Learned for Our Asian
Strategy

Georg Broxtermann from Flare Games, a German developer, will
share their experience of successful entering the Korean Market.

Roval Revolt 2 — KaKk MBI BBILUIIN HAa KOPEMCKUM

PBIHOK ¥ Y€MY Hay9IHnJINICh
Flare Games, HeMeLKW1 pa3paboTUVK WUrp, MOAENNTCA CBOVIM OMbITOM
YCMeLHoro Bbixofa Ha kopenckui psiHok. @ @ @

Pavel Golubev, CEO, Appodeal

Monetization: How to Increase Your
Earnings From Ad Networks x 3 Times

Uncommon and efficient ways to improve your earnings from
in-app advertisements. Why ad networks are built in favor of
advertisers and how to mitigate it? RTB exchange insides. What
is second price auction. Why pacing lowers your earnings and
how to fix it? How to expose your inventory to brands and
access more CPM campaigns. @ ® @

MoneTusauus: Kak yBeJIMIUTD JOXOX

OT PEeKJIAaMHBIX CeTell B 3 pa3a

HecraHpapTHble, HO 3hdeKTUBHbIe CNOCOObI YBENNUYNUTL LOXOA OT peksia-
Mbl B NMPUIOXEHUM C XMBbIMU Npumepamu. Noyemy peknamHble ceTu
paboTaloT Ans peknamopaTeneil, a He pa3paboTUMKOB, U Kak Ha 3TO
noenuatb? Kak yctpoeHbl RTB-6upxky M3HyTpu? YTO Takoe ayKuUWMOH
BTOPOW LieHbl? Novyemy pacing nioxo BAVSET Ha AOXOAHOCTb, N KaK 3TO
ncnpaeuTb? Kak oTkpyumBaTh OosibLLEe JOPOron peknambsl 6peHAoB, a He
cky4yHble CPl kamnaHun? @ @ @

Mieszko Zielinski, Lead Al Programmer, Epic Games

UE4 Large World AI Navigation

Approaching GDC2015 UE4 was in many regards, including Al
navigation system, not really suitable for open-world projects.
The goal was to implement missing features to support 256kmA2
map's ambient life Al agents. The talk will show how it's been
achieved and how said features are now UE4's large world
navigation support, available to all UE4 users. The talk will also
touch on future work and plans for Al navigation system.

UE4: naBurauus Al B 6oss110M Mupe

Mepen GDC 2015 mHorune duun UE4 6binmn B hokyce BHUMaHUS paspa-
60T4nKOB. OQHOM 13 HUX OblNa cMcTeMa HaBurauumm Al, He CoBceM Noaxo-
OAllas 08 MPOeKToB C OTKPbITbIM MUpOM. Llenbto Obina peanusauuns
HepocTaWnx Guy ona nogaepXkkn (GOHOBOW XM3HU Al-areHToB Ha
KapTe 256x256 kunometpoB. B poknage OymeT pacckasaHo, Kak 3TOro
OoCTUrIK. TakKe MoKaxyT, Kak yNOMsiHyTble Bbille (hnuym Noanep>XKrBatoT
HaBurauuo B 6onbwom mupe ansa UE4 n Tenepb JOCTYMHbI st BCex
nonb3oBateneit UE4. Kpome Toro, oKNagumK KOCHeTcs OyayLumx niaHoB
no cucreme Hasuraum Al. @ @ @



Anastasia Perina, Business Development Executive, R] Games

Strategies of Launching Social Network

Games on Facebook

This presentation will focus on the current state of the social
network game market and on the opportunities for games
growth on the Russian social networks. Anastasia will also talk
about the evolution of genres and strategies of launching apps
on Facebook. ® ® ®

C'rpa'rervm BBIBOJa COIIMAJIBPHBIX IPOEKTOB HAa

3apyberkHbIe PBIMKH

B noknage He GymeT C/IOB MPO MapKeTUHr U GlofXKeTbl: Mbl 06CyanM
COCTOSIHME PbIHKA COLMAsbHbIX CETEN, BO3IMOXHOCTU AN POCTa Urp Ha
POCCUNCKIMX COLMANbHbIX CETSAX, IBOJIIOLMIO XXaHPOBOW COCTaBISOLLEN, @
Tak>e CTpaTernm BbIBOAA UMPOBbIX MPOEKTOB Ha PbIHOK COLIMaIbHON ceTn

Facebook. ® ® @

Nelson Rodriguez, Senior Industry Marketing Manager, Games, Akamai Technologies

The Role of Technology Infrastructure in

Game Development

Today's gaming fan swears by high-definition (HD) online
multiplayer, digitally-distributed titles and connected devices —
and wants to try, buy, play and consume content anytime,
anywhere ... including inside games themselves. To successfully
engage enthusiasts, it's crucial to deliver fast, flawless user
experiences optimized for every device — including ultra-reliable
and secure media streaming and software downloads. ® ® @

Pons mHPPacTPyKTYPHI B pa3pa60'r1<e Urp

CoBpeMeHHbIe rerMepsbl yke He MoryT 6e3 oHNnanHoBbIX HD-mynsTunnee-
POB, UrP, CKavyaHHbIX U3 VIHTepHeTa, pa3HbIx AeBancoB. OHN NPUBLIKIN
noTpebasTh LNMGPPOBOM KOHTEHT MNOCTOSIHHO 1 6e3 ocTaHoBKM, B Ntoboe
Bpemsi, B lo6oM MecTe. YToObl yA,0BNETBOPUTL Takow Crpoc, HEOBXOAMMO
no3aboTnTbcs o ObicTpoi 1 BecnepebonHo paboTe CBOMX UP Ha PasHbIX
YCTPOWCTBaAX, a TakXKe O CBEPX-HaAEXHOM U 3alUMLLEHHOM CTPUMUHIE U

3arpyskax. @ @ @

Akin Babayigit, Head of Partnerships, EMEA, Facebook Audience Network

Facebook Insights: Monetization Mistakes Game
Developers Make Across Canvas & Mobile

The session will cover how to best use Facebook's tools to monetize
your applications. We will talk about the best practices of games
monetization, the new announcements around Facebook Audience
Network, Liverail, as well as some other announcements from our 8

conference (messenger as a platform, facebook analytics for apps
etc) @0 O®

Stephen Lee, Executive Director, Head of Publishing,

Facebook: ocHOBHEBIE OLIMOKY B MOHETHU3alNN

HEeCKTOIIHBIX U MOOMIIBHBIX urp

Ha npeseHTaumm Gyger pacckasaHo, Kak Jyylle BCero MCrnosib3oBaTb
NHCTPYMeHTbI Facebook, 4Tobbl MOHETU3MPOBaTL NpUIoXeHus. OTaensb-
Hoe BHUMaHwue ByfeT yaeneHo nyywymM nprmMepamM rno MoOHeTU3aLmm urp.
Takke pacckaxyT o nociefHux aHoHcax Facebook Audience Network,
Liverail, a Tak>xe HOBOCTM ¢ KOHbepeHumm f8 (Meccenpkep kak nnatdop-
Ma, aHanuTuka Facebookn o) @ @ @

6waves

Secrets to Success:

Achieving Top Grossing Ranks in Asia

Asia leads the world in mobile gaming revenues, yet has proven
difficult for overseas companies to crack. Where are the best
opportunities for gaming companies in Asia, and what are the
keys to achieving success? @ ® @

CexkpeTsl ycnexa:

KaK IIONacTh B KaCCOBBI TON B A3un

A3ns — MUpPOBOM NnAaep Mo [oxodam B cekTope MOOWUSbHbIX urp. He
CeKpPET, YTO 3apybexxHbIM KOMMaHWSIM KpaHe CIOXKHO BbIATU Ha a31MaTcKuin
pbIHOK. B cBoem poknage Stephen Lee nopgenntcsi, kKakve noTeHUManbHble
BO3MOXHOCTM CyLLLECTBYIOT U KaK fo6uTbes ycrnexa. @ @ @

Karolina Attspodina, Head of Sales, Eastern Europe, Adjust & Lamoda

Secrets From Ecommerce Taken to Gaming
Best Practices for Mobile Retargeting
Campaigns

Re-engagement strategies are key to success in ever-tightening
competitive landscapes. In this talk we'll go through the key
concrete steps through the set-up of retargeting campaigns
toward mobile, starting with planning out your core user segments
down to implementing deep-link and fallback maneuvres for
optimal conversion rates. Experts from adjust will be joined by
ecommerce leaders in retargeting, Lamoda, to bring insights from
their space and the techniques developed in ecommerce that an
ambitious marketer can be first at applying to gaming. ® ® @

CexkpeTsl Ecommerce ans MrpoBoOii MHIYCTPWM:

NpMMEPSHI YCHENIHbIX KaMIIaHi 110 PeTapreTUHTY
Re-engagement nonb3oBaTenen - 310 kO4eBasi CcTpaTerns ycnexa B
HaLLel KOHKYPEeHTHOM MHAYCTPUN. Mbl pacckaXkeM O BaXKHbIX MOMeHTax
HaCTPOVIKM peTapreTUHr KaMrnaHuii B MObaln, HaunHasi oT nJaHMpoBa-
HUS cermMeHTaLmMmn nonb3oBaTesniel n Ao Hactporku deep-link, cekpeTbl
OOCTUXKEHMS ONTUManbHOM KoHBepcuw. [loknag, skcneptoB m3 adjust
OymeT oonosiHeH nuaepom ecommerce, Lamoda. OHKW nogensaTcs ceonumm
3HaHUSIMU 1 TEXHMKOWM MOBalin MapKeTUHra KOTOPbIV B NepBYyio oyepeab
MOXeT 6bITb NpUMeHeH 1 Ha urpax. ® @ @

Game Insight, Creative Mobile, G5, Nekki, Playrix

PANEL DISCUSSION: The Uncomfortable

Talks About Mobile Games Business

This panel aims to explore some of the major pitfalls of mobile
game publishing and looking at alternative ways to user
acquisition (if there are any). We will discuss options for smaller
developers and publishers and see if app stores are shifting from an
over-dependence on legacy titles and 'rockstar' players to create
opportunities for savvy teams. ® @ @

KPYVTJIBIN CTOJI:

O MOOMIEHO-UIPOBOM OM3HECE HAYNCTOTY

Ha 3Tom Kpyrnom ctone mMbl 06CyMM OCHOBHbIE NMPOGIeMbl, C KOTOPbLIM
CTanKnBaeTcd J'||O6OI7| pa3pa60TH|/|K nnn nspatenb Npu 3anycke Urpbl, a
Tak>Xe aNlbTepHaTUBHblE nyTn I'IOJ'Iy‘-IeHVIﬂ Tpad)l/lKa (eCJ'IVI TaKOBble
BoOGLLEe cylecTBytoT). Mbl MOroBOPUM O TOM, KakKme BO3MOXHOCTU
CyLecTBYyOT 014 HeboNbLKX M3,anenel71 M NOCMOTPUM, HAMEeTUNNCb N
KakKne-To UsMeHeHunsd B cTopax, 4TOObI nepeBecnTb Yally BECOB B MNOJIb3y
MeHee u3BecTHbIX TanTnos. ® @ @
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GREEN HALL, Friday, June, 26

Session Description

OmnucaHue nexunun

Natalia Efimtseva, Developer Relations Program Manager, Google

Android TV:

Best Practices for Game Developers

Android is a single platform across phones, tablets, and
televisions — allowing Android developers to extend their reach
across all screens to the biggest screen in the house. This session
will cover ATV overview, best practices and experience from our
Top Google Play Partners that have already created or adopted
their apps for Android TV and of course live demos of different
ATV apps and scenarios (including extended gameplay
capabilities). ® ©® ©®

Android TV: pekoMengauuy o aganTauuy urp
Android — 370 He ToNIbKO efinHas NnaTopma /1t CMapThOHOB M MaHLLe-
TOB, HO U MnaThopMa 4SS APYrvX YCTPOWCTB, Hampumep, TeNeBn3opos.
Android TV (ATV) no3BonsieT npeBpaTuTb TEIEBM30P B UMPOBYIO KOHCOJb.
W npaktunyeckm nobas nrpa, kotopas yxe ectb B Google Play, ¢ MuHuMans-
HBIMU YCUSIUSIMM CO CTOPOHbI Pa3paboTUMKOB MOXET MPeBPaTUTLCS B
apantupoBaHHoe nog Android TV npunoxeruve. [JaHHas ceccusi Kak pas
OyOeT noceellieHa onbITy aganTaumm urp nog Android TV, a Takxke paclim-
PEHHbIM CLIEHapUSIM WrPOBOFO B3aUMOLENCTBIS, KOTOPble CTAaHOBSITCS
BO3MOXHbIMY Ha Android TV. @ @ @

Evgeny Danilov, Game Designer, Playtrix

Playing on Words — Working on Texts

Aspects of working on mobile-games' texts and scripts:
functionality vs atmosphere, "talking head" vs unique character,
broad theme vs well-elaborated plot. ® ©® @

Urpaem co croBamu — pa60'raeM C TeKCTOM
OcobeHHOCT PaboTbl C TeKCTaMU U CLEeHapUsSiMU B MOBWUJTIbHBIX Urpax:
YHKLMOHANBHOCTb VS, aTMOChepa, «rOBOPALLAS FOSI0Ba» VS. YHUKabHbI
XapakTep, Tema 6e3 fieTanm3aunm vs. CLOXET C y0oKon NpopaboTkon.

Andrey Dyakov, Lead Engineer, Sperasoft

Three! Two! One! Fight! Designing

A Fighting Game with Unreal Engine 4

In this presentation we will talk about how to prototype simple
fighting game in Unreal Engine. Following topics will be
covered: game mode programming, Al scripting, basic
networking, mobile export and many other. | will also talk about
programming in C++ and blueprints scripting. @ @ @

Three! Two! One! Fight! Co3ganne daiiruura
c Unreal Engine 4

B aTom poknage OyneT pacckaszaHo o MpenMyLLecTBax pa3paboTku npoTo-
T1na anTmHr Urpbl Ha aBvkke Unreal Engine 4. Mbl paccMoTpum cefy-
owme Tembl: MexaHuka dantuHr urp, UE4 Gameplay Framework kak
OCHOBa MIrpOBOW JIOTMKW, onucaHne noeefeHus Al. Takke B goknage
OynyT paccMOTpeHbI HIOaHCbI pa3paboTtkin Ha C++ u Blueprints. @ @ @

Tatyana Mihalevskaya, Director of Project Department, GS Group

GS Group Game Gonsole:
How To!
What should developer do to publish his game with Game

Console? Why it can be interested for anyone? Where is money?
( X X J

Urporas xoncons ot GS Group:
MHCTPYKUMUS IO MPUMEHEeHNIO
Y1o pa3pa60T\W|K AOoJKeH [enaTb, l'IT06I:I BbIMYyCTUTb CBOKO Urpy Ha

MrPoBON KOHcoNM? MNoyeMy 3TO MOXeT ObiTb MHTepecHo Ans Bcex? [Oe
neHbrn? @ © @

Romuald Zdebsky, Games Lead for Central & Eastern Europe, Microsoft

How to Reach a Billion of New Players

with Windows 10

Windows 10 is launching this summer extending Windows 10
Store to 1 bln players WW within 2-3 years. This session will give
you all the details on how to reach this new audience with your
games. ®©® ©

Kak oxBaTuTh MUINIMapA HOBBIX UTPOKOB

¢ Windows 10

Windows 10 3anyckaeTcs aTum netom, gasast gocryn k Windows 10 Store
MWINMapay UFPOKOB CO BCEro Mupa B TeyeHue 2-3 neT. B goknage Bbl
y3HaeTe BCe camoe BaXKHOe O TOM, KakK OXBaTUTb 3TO HOBYIO ayAUTOPUIO
Bawmmu urpamv. @ @ @

Philipp Zuend, Executive Producer, IF Games GmbH

Made in Switzerland: Turning Our Indie
Game 'Perils of Man' into a Success Story

IF Games talks about the specific challenges it faced while
bringing their first mobile title ‘Perils of Man’to market during it's
three year development phase. The co-founders Philipp Zind
and Michael Huber discuss in depth how they set out to gain
complete control over promotion, sale, revenue and
management of their mobile game. ® ® ®

Cpenano B llIBeimapun:

UcTopusa ycnexa nagu-urpsl Perils of Man

IF Games pacckaxkyT 0 TOM, C KaKUMUN TPYAHOCTAMM OHWN CTOJTIKHYINCb BO
Bpems 3anycka csoer nepsow urpbl Perils of Man nocne Tpex net paspa-
60TkN. Co-OCHOBATENMN KOMMAHUWN MOAENSATCS OMNbITOM MO paboTe Hapg,
NPOABMXXEHNEM, MOHETU3aLMelN 1 ynpaBieHNeM NpoeKTa B LIeSIOM.



Mohamed Ben Hiba, Director, Supply Partners EMEA, SMAATO

Super Auction, Super Revenue: Publisher

Controls That Go Beyond the Waterfall

App Developers and Mobile Website Publishers, particularly
those in the games vertical, share the common challenges of user
retention, user experience and mobile monetization. The Smaato
Publisher Platform (SPX) solves the challenge of mobile
monetization. SPX is an ad server, SSP and RTB Ad Exchange on
one unified platform that maximizes ad revenue through
real-time competition. Publishers go beyond the waterfall by
placing all direct and indirect demand sources in competition
with each other in real-time to evaluate the best available source
for every ad impression. The result is a ‘super auction’ that
maximizes yield on a per-impression basis. ® ©® @

Cynep-ayKuUMOH ¥ BBICOKNMII HOXOX: KaK M3HaTellb
MO>KEeT KOHTPOJMNINPOBAaTh NIPOEKT

Pa3paboTumkum NpUNoXeHU 1 n3paTenv MOOUIbHBIN CaliTOB, 0OCOGEHHO
Te, KOTOpble 3aHMMAIOTC UrPaMK, UCMbITbIBAIOT CXOXMe Mpobremsl ¢
yaep>KaHvem 1n MoHeTusaumern. Smaato Publisher Platform (ganee SPX)
NMoMoraeT peLnTb NpobieMbl, CBA3aHHbIE C MOBUIBHOM MOHETU3aLMEN.
SPX - 370 peknamHbin cepBep, SSP n peknamHas RTB-6upxka, koTopble
paboTaloT B pamMkax OfHOM MnnathopMbl, yBeIMUMBAIOLLEA OOXOAbl C
peknambl. C NTOMOLLbIO CepBUCa M3JaTeNN CMOryT paboTaTb C BbIMyLLEH-
HbIMM MpPOeKTaMW, 3acTaBss pekjaMHble MIaThopMbl B peasibHOM
BPEMEeHUN KOHKYPUPOBaTb APYr C APYroM 3a pekjaMHbIi MHBEHTapb, U
BbIGUpPaTh Hanbonee nHTepecHsble npegnoxexus. ® @ @

Pavel Solopaev, Project Lead, Jetdogs

Psychology of Interaction of Game Objects

and How They Form Logical Connections

How to form logical connections in players' minds and teach
them to think freely within your game mechanics. As well as what
to do to make it work. Colour, shape and interactions of objects
are on guard of logical connections. ® ® ®

Ilcuxonorusi B3aIMOAEJICTBUS UTPOBBIX OOBHEKTOB

¥ KaK OHM 00pa3yIoT JIOTMYECKNE CBA3U

Kak cchopmmpoBaTb nornyeckme cBs3mn y UrpokoB 1 HayuYnTb UX CBOOOOHO
MbICINTb B PaMKax Ballen UFPOBOW MexaHUKW. A Tak >e 4YTo genatb,
4TOObI y Bac BCE nosyuunnock. LiBet, hopma 1 B3avmopencTansi 06bekToB
Ha cTpaxke norunyeckmx ceszen. @ @ @

Natalia Galkina, CEO, Univers-Consulting LLC

Neurotechnologies in Game Development

It is very important to create a commercially successful game in
order to avoid the loss of player’s interest, reduction of interest
while playing and to make an effective monetization, regardless
of the behavior strategy. Since the verbal evaluations are often
not representative, it is proposed to use methods that register
changes in player’s physiological reactions. These methods help
to estimate the emotional condition directly while playing and to
identify the moments of the game when a certain reaction
appeared and the cause of it. ® ® @

Hcnonp3oBanyue HeIPOTEXHOJIOT U

nMpu pa3paboTKe UTrp

[N KOMMEPYECKO YCNeLHOCTU KOMIBIOTEPHOMN MIPbl BaXKHO M36exaThb
NOTEPU 3aUHTEPECOBAHHOCTM MUIPOKA, CHUXKEHWS MHTepeca B npouecce
Urpbl U BHE 3aBUCMMOCTM OT MOBEfeHYeCKOo cTpaTernn caenatb sddek-
TUBHOW ee MoHeTM3aumio. Tak Kak BepbasibHble OLEeHKI YacTo He SABMISIOT-
Cl pPenpeseHTaTUBHbLIMY, MPe[IaraeTc UCMosb30BaTh METOb!, CBA3aH-
Hble C peructpaumen usMeHeHus GU3MONOrMYECKNX PeaKLWin Urpoka,
NO3BOSAIOLLME OLIEHWTb €ro SMOLMOHAIBHOE COCTOSHME HEMOCPEACTBEH-
HO B MPOLLeCce Urpbl U BbISIBUTH HE TOJTbKO MOMEHTbI UMpbl, UX BbI3BaBLUE,
HO U MPUYMHBI UX BO3HUKHOBEHUS. DHMEKTUBHOCTb MNpemaraembix
MeTo[0B ByfieT NoKasaHa Ha KOHKPETHbIX MpUMepax HeMpoTeCTUPOBaHUS
KOMMbIOTEPHBIX UIP Ha 3Tane paspabotkn. ® @ @

Roman Golovko, Business Development Manager, Paymentwall

Anatomy of Conversion:

Having Your Gamers Pay

Datcroft Games created amazing FRAGORIA — browser MMO
RPG based on Slavic fairy tales, that soon was admired
worldwide. Monetization became a key topic to discuss: how to
engage gamers globally including exotic markets and fit
monetization options it in games' unique style? How to make
players even more engaged and monetize even non-paying
traffic? There are tools and approaches by Paymentwall Inc. that
worked to receive payments globally, increase average payment
and optimize traffic; we would be happy to share successful
experience of cooperation with you. ® ® @

AnaTomMusi KOHBEpPCHUM:

KaK YBeJINMYUTD KOJINYEeCTBO IIaTALIMX I'POKOB
Datcroft Games co3ganu urpy FRAGORIA — 6pay3epHyto MMO RPG,
OCHOBAaHHbI Ha CNIAaBAHCKNX CKa3Kax, KOTOPble OYeHb ObICTPO NonyYmIn
npu3HaHWe nNo Bcemy Mupy. MoHeTn3aumsa ctana K4YeBor TeMon Ans
0b6Cy>XAeHWst: Kak 3aHsATb reiMepoB Mo BCEMY MUPY, BKJTIOYasi SK30TMYe-
CKMe PbIHKW, N KaK BCTPOUTb MOHETU3aLMIO B YHUKANbHbIN CTUAb Urp?
Kak coenatb urpokoB 6onee akTUBHbIMM U MOHTU3MPOBAaThL [axe
b6ecnnatHbii  Tpadumk? CyllecTBYlO WHCTPYMEHTbI U MOAXOA4bl OT
Paymentwall, koTopble mony4anu nnatexxu rnobanbHoO, yBenuM4muBamu
cpefHU nnaTex n onTuMmnsmpoBann Tpadduk. Ha npeseHTaumm oHn
NOAENATCS CBOUM YCMELLHbIM OMbITOM coTpyaHuyecta. @ @ @

Crigoriy Leschenko, Senior Project Manager, Skolkovo Foundation

Welcome to Skolkovo. How to Join the
Innovation Community and Get Funding for
Your Project.

Skolkovo Foundation recently expanded its strategic scope with a
new area dedicated to new technologies and middleware for
creating games. This session describes the benefits provided by
Skolkovo Foundation, and explains the application process for
obtaining the financial grants. ® ® ®

Ho6po nosxanosaTs B CkonkoBo. Kak BojiTy B c0006-
LIeCTBO VMHHOBATOPOB J1 NMOJIVYNUTH q)nnaucnpona-

H¥ie OJISi CBOEero IpPoeKTa.

@DoHp, «CKoNKOBO» HeaBHO PacLUMPUIT CMUCOK MPUOPUTETHBLIX Hampas-
NeHui, [o6aBMB B HEFO HOBbIE TEXHONOMMWN N MHCTPYMEHTbI st CO3Ma-
HUS Urp. OTa Npe3eHTaums pacckaxkeT O MpPerMyLLecTBax W JbroTax,
npepoctaBnsembix PoHpom «CKOIKOBO», a TakXKe O npouecce nogayu
3a8BKW Ha nony4veHne prHaHcpoBaHus. @ @ @
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SESSION DESCRIPTION

OIIMCAHMUE JIEKIIUA

Alexey Savchenko, Evangelist

Epic Games/Unreal Engine

Oksana Afonina,
Key Gaming Account Manager,
Russia and CIS

Facebook

Oleg Dorozhok,
Head of Mobile Marketing

Yandex

Dmitri Martynov,
Google Play Business Development

Google

Unreal Engine 4: Everything About Mobile
Session dedicated to best development practices for Unreal
Engine 4 when it comes to mobile platforms development. It
concentrates on the aspects of establishing and managing
development pipeline, will briefly touch on how and where to
use UE4 strongest sides for your game and company
advantages and will bring up a couple of actual UE4 mobile
games showcases to discuss. @ @ @

Oksana Afonina, Key Gaming Account Manager, Russia and CIS,

Unreal Engine 4:
Everything About Mobile

Workshop on Facebook
Marketing Campaign Optimization

Places are limited

RUS

Effective Launch for Mobile Application

Grow Your Business with Google Play
and Google AdWords

Alexey Savchenko, Evangelist, pic Games/Unreal Engine

Unreal Engine 4: Bce 0 MOOGMIIBHOJ pa3paboTKe

[oknag nocssileH nyywnmM paspaboTkam MobusbHbIX Urp Ha Unreal
Engine 4. B npouecce goknaga paccMOTPUM pasHble MeToAbl NOCTpoe-
HUSI MPOW3BOLACTBEHHOrO MpoLecca Ha OBWXKKE M BKpaTLe OCBETUM
nocsiefHMe TexHUYeckme u3MeHeHusl. Takxke pasbepem HeCKoNbko
CYLLECTBYIOLLUMX MOBWNbHBIX pPa3paboToK B KayecTBe HarfisgHoro

npumepa. @ @ @

Facebook

Workshop on Facebook Marketing
Campaign Optimization

Gaming marketing is one of the most fast growing and
competitive niches on Facebook. How can small developer
scale efficient international marketing? What mistakes can be
avoided and how to set up advertising campaigns? Based on
real examples, insights into advertising algorithm and gaming
best practices, we will discuss step by step way to optimal
advertising on Facebook. This workshop will be most useful for
marketers who just started to promote canvas and mobile
games on Facebook. @ @ @

Macrep-xnacc 110 ONITMMNM3allIYl PeKJIaMHBIX

Kammnauuii Ha Facebook

MpomBuKeHe Urp sIBASETCA OAHOM M3 caMblX ObICTPOPACTYLMX U
KOHKYPEHTHbIX peKiaMHbIX HWW Ha Facebook. Kak Hebonbluomy
pPa3paboTunKy HacTpouTb IGPEKTUBHBIN MEXAYHAPOAHBIN MaPKETUHT?
Kakux owmbok MOXHO M3bexaTb U Ha 4YTO 0bpaTUTb BHUMaHWE Mnpu
HacTpomke peknaMHbIX KamnaHuni? Ha OCHOBe HacTosIMX MpUIMEpPOB,
0CcobeHHOCTeN peklaMHbIX anroPUTMOB Y JTyHLIMX NPaKTUK B MPOABIKe-
HUW P Mbl PACCMOTPUM LA MOCTPOEHMUS OMTUMaNbHOMO PEKTaMHOro
Facebook akkayHTa. MeponpusitTue 6yaet Hanbonee nonesHo A/t HaYMHa-
IOLLIX MapKeTOsIOroB, KOTOpble MPOABUraloT KaHBacHble U MOGWIbHbIE
urpsl Ha Facebook. @ @ @

Oleg Dorozhok, Head of Mobile Marketing, Yandex

Effective Launch for Mobile Application

During the workshop you will learn what landings give you
the highest conversion, where to buy traffic and how to
choose tracking and analytics tools, how to burst the app into
the tops and other hacks. By the end of the meeting together
we'll make a checklist for successful launch of your app. The
most active participants will receive free coupons for traffic

acquisition. @ @ @

SddeRTUBHBIN 3aITyCK MOOUIIEHOT'O IIPJIOIKEHNSA

Bo BpemMa MacTep-Kiacca Bbl y3HaeTe, Kakomn JIOHOWHI OacT BaM Hal/l60}'lb-
LLIyO KOHBEPCUIO, OTKyAa 6paTh TPadUK 1 KaKyto aHaIMTUKY MCMONb30BaThb,
KakK BbIBECTU MPUJTIOXKEHUE B TOM N Yero He CTOUT AeNiaTb HWU Mo, KakKum
npensiorom. K KOHLY MacTep-KJsiacca Mbl BMecTe cd)opMleyeM Yyek-inct
yCneLwHON noAroToBKM K 3anycky Ballero npuioxeHus. A camble
aKTVBHbIe y4acTHUKM NonyyaT 6ecnnaTHble KynoHbl Ha NOKYMKy Tpaduka.

Dmitri Martynov, Google Play Business Development, Google

Grow Your Business with Google Play

and Google AdWords

Developers are finding great success on Google Play. In this
session, we'll review developer success stories and the drivers
of revenue, and we’ll share tips for developers to get the
most out of Google Play. @ @ @

PocTt 6usneca c Google Play

u Google Adwords

Pa3zpaboTumky MOryT JOCTUIHYTb GonbLUMX ycrnexoB Ha Google Play. Ha
3TOM MacTep-knacce byayT paccMOTPeHbI UICTOPUM YCrexa, a Takxke paccmo-
TpeHbl Cnocobbl yBenvyeHuns npmbbinu. CiyLwaTeny nosyyar CoBeTbl O TOM,
KaK Nosly4nTb Makcmym oT Google Play. @ @ @
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-------- 12:30-14:00 Registration & Welcome coffee sponsored by Playkot @playkot
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19:00
19:30

Alegey Kraynoy, IRL Social Play:
General Director, Russia & CIS

Ross Sheil,
Mobile Lead for Twitter EMEA #BeyondThelnstall

Twitter

Leveraging Players' in Real Life Connections
Riot Games for Community Engagement & Growth

RUS & ENG

Mikhail Boldov, Product manager Future of Mobile Gaming on VK

VK.com

John Gargiulo, RUS & ENG

SVE Business Development + Marketing
BlueStacks

User Acquisition via TV —
A Hit in the East Moves West

------ 16:00-16:30 Coffee Break sponsored by Playkot @playkot

PANEL DISCUSSION: RUS & ENG
Social Networks from
Game Developers’ Point of View

Nevosoft, OverGamez, OK.ru,
Vk.com, Playkot, CCSoft, R] Games

RUS & ENG
Volker Dressel, CEO TV — The Next Phase
in User Acquisition for Mobile Games
Quaid Media
feney e
Director of International 5 Secrets of Successful
Business Development Expansion to International Markets
UCWeb
: : RUS & ENG
Julia Musienko, _ Segmentation of Users _
Lead Game Designer (Supercity project) by Comfortable Payment

Playkot

Indie Game Cup Awards Ceremony

S



RED HALL, Saturday, June 27

Session Description

OnucaHue nexumumn

Ross Sheil, Mobile Lead for Twitter EMEA, Twitter

#BeyondThelnstall #HeTonbsKkoYCTaHOBKMU
Ross will talk about mobile marketing in real-time, trends and Pocc noBefaet o MapKeTMHre B peasibHOM BPEMEeHHU, TPeHAaX Y MeToaax
patterns that are see on Twitter's Mobile Platform and how to nosefeHus, KoTopble paboTatoT B MObUIbHON nnatdopme TBMTTepa, a
leverage this real-time environment as an app developer TakXe O TOM, KaK U3BfieKaTb 13 3TOro BbIroAy, Koraa Tel — pa3paboTyuk.
— An Introduction To Twitter For Mobile Games — TBUTTep 15t MOOWUIIbHBLIX UTP — BBeAEeHMEe
— Analysis Of Twitter's Mobile App Storyline — AHanu3 noBefeHuUs MOOUbHbIX MPUIOXEHU B TBUTTEPE
— How Can Twitter Be Best Utilised For Mobile Game Promotion? — Kak TBuUTTep MoxeT ObITb MCNOJIb30BaH
— Case Studies 07191 NPOABUXKEHNSI MOBUBbHBIX UTP?
000 — Jlyylwive npakTukn n NnprmMepsbl

(X X J

Alexey Kraynov, General Director, Russia & CIS, Riot Games

IRL Social Play: Leveraging Players' in PocT BOBIIEeYeHNs ¥ pa3BUTHE coobLIecTBa yepes
Real Life Connections for Community NMPOABIKEHNE UTPEI C APY3BAMI M3 PeaJIbHOM SKII3HI
Engagement & Growth Virpa c apy3bsimm — 6a3a MrpoBOro OrbiTa B OHIANH.

Social play is the base for online gaming. Can IRL Social Play Mo>eT /1 1rpa ¢ ipy36siMu, KOTOPbIX 3HaelLlb B peasibHow xun3Hm (IRL Social
provide better gaming experience and make greater impact on Play), npenoctaBnTs urpokam Gojiee KayecTBEHHBIM OMbIT U OKas3aTb
the community engagement and growth? We will share the B/IMSIHME Ha YPOBEHb BOBJIEYEHWS! 1 POCTa MUTPOBOTO coobLLecTBa?

vision, challenges, and results of IRL Social Play initiative and Mbl MofieMMcst CBOVM BUAEHWEM, MPOGIEMaMM U TEKYLLMMI pesysibTaTa-
Student Guilds Program of Riot Games in Russia & CIS. ® ® @ MU nHrupmaTmesl IRL Social Play n nporpammel CryneHueckmx Mmnsami Riot

Games B PoccunuCH. @ @ @

Mikhail Boldov, Product Manager, VK.com

Future of Mobile Gaming on VK Byayuiee moounsabix urp Ha VK
It's time to boost each and every game with the power of biggest ~ MpuLuno Bpems Kaxgow nrpe obutbes ycnexa ¢ NOMOLLbIO KpyMHeNLwen
Russian social network VK.com. @ ® @ pycckossblivHOM coumanbHonm cetn VK.com. Ha npeseHTaumm — pacckas o

TOM, KaK 3TO Ternepb MOXHo caenats. @ @ @

John Gargiulo, SVE Business Development + Marketing, BlueStacks

User Acquisition via TV — A Hit in the East IIpuBnevenue nonas3osaTreneii ¢ momoursio TB —

Moves West nepeHuMaeM ONnbIT A3unu

In this talk we'll look at what's made TV UA so successfulin Japan, B poknage 6yneT paccMOTPEHO UTO xe caenano npuobpeteHue nosb3o-
Korea and now the US and beyond. Machine Zone has spent80M  gatenein ¢ nomolubto TB ctonb nonynspHeiM B AnoHny, FOxHoi Kopee,
USD/4BN Rubles on TV for Game of War in the past six months.  CLLA n 3a ux npepenamu. Machine Zone notpatuna 4 mnpg pyénei Ha
What do they know that others don't? We'll talk about how to  tenesusunonHyio peknamy Game of War 3a nocneaHvie WecTb MecsLEB.
create, execute and track TV simply for a fraction of whatthe big  Yto onu BbISICHUAM? MbI Takke MOroBopyvM O TOM, Kak CO3faBaTbh U
guys are spending. @ ® @ TpekaTb TESIEBU3MOHHYIO peksiamy, TpaTs ropasno MeHblue JNAepoB

pboiHka. @ @ @



Nevosoft, OverGamez, OK.ru, Vk.com, Playkot, CCSoft, R] Games

PANEL DISCUSSION: Social Networks from

Game Developers’ Point of View
At this panel developers and social networks representatives will
gather together to discuss the following questions:

— which genres are most popular in different networks

— revenue volume

— which social networks are more open and more available for
developers

— why Russian social networks get a bigger share than Facebook

KPVIJIBIA CTOJI: CoummansHble CETH C TOYRM

3peHus pa3spaboTINKOB Urp
Ha Kpyrsiom crone co6epch9| paBpa6OT‘4I/IKVI n npencraBuTenn couce-
TePI, HTO6bI OGMEHﬂTbCﬂ MHEeHUAMU No cnegyoumnm Bonpocam:

— KaKwue >kaHpbl HanboJsiee NONyNsPHbI B Pa3HbIX CETAX;

— 06BbEM BbIPYYKY;

— TOHKOCTU paboTbl C pasHbIMK couceTamn (KTo Gonee [OCTyneH,
HaCKOJIbKO NIerko Nosy4mTh puyepeHmne, ectb i B HEM CMbICST BOOGLLE);
— noyeMy [0S PYCCKOA3bIYHbIX CeTel Bbille, YeM y Facebook.

Volker Dressel, CEO, Quaid Media

TV — The Next Phase in User Acquisition for

Mobile Games

With $15 million being spent on mobile game advertising on TV
during the 2015 Super Bowl — with zero spent the previous year
— something has fundamentally changed in the world of mobile
user acquisition. In this session, Quaid Media CEO Volker Dressel
will draw upon case studies, research and data to examine what
has driven this change, as well as exploring why TV is fast
becoming the new frontier for app marketing, and how
developers can harness the power of TV to market their apps and
acquire new users. ® ® @

Pexknama na TB — cnepmylomuii miar B mpuobpure-

HUMU IIOJIb30BaTeJen OJISL MOOMIIBHBIX Urp

YuutbiBasi, 4To BO BpeMms ¢urHana Cynep Kybka (Superbowl) 2015 6bin1o
notpayeHo $15 MUIIMOHOB AOIAPOB Ha peksiaMy MOBUbHBIX UTP Ha
TB, a B nNpedbloyLeM rofy — HOJb, MOXHO CKa3aTb, YTO CUTyaLMsi Ha
PbIHKe peKsiaMbl MO NMPUBIEYEHNIO MOBUIIBHBIX UTPOKOB M3MEHUach
yHoameHTanbHo. Ha aton npeseHtaumm CEO Quaid Media, Volker
Dressel, nokaxeT KeWcol, nccnefoBaHus v Lndpbl, YTobbl McCIefoBaTh
npuunHy npounsowegwero. ® ® @

Kenny Ye, Director of International Business Development, UCWeb

5 Secrets of Successful Expansion to
International Markets

— Mental Trap: what exactly distinguishes users in Russia, China,
India, Indonesia and other countries in their customer behavior

— Differences in the distribution of shares of mobile platforms in
markets of different countries — results of their own research

— Price adaptation and research of the solvency of different
audiences in international markets

— Alternate app stores, channels of publication and distribution in
markets of Asia

— Payment methods and barriers to purchase your application in
other markets

— A lot of practical case studies of successful adaptation and
localization for different markets, the main results and conclusions

5 CceKpeTOB YCNEUIHOTO BBIXOJA Ha MEXXAVHApPOX-

HBI€ PBIHKU

— MeHTanbHaa nosyllKa: YTO MMEHHO OT/IMYaeT rosib3oBaTesien B
Poccun, Kutae, NHann, HooHe3snn v gpyrux cTpaHax B MX MOJib30Ba-
TeNIbCKOM MOBEAEHUN.

— OTnnyma B pacnpefenieHnn Josien MobubHbIX N1aTopm Ha pbiHKaX
pa3HbIX CTPaH — pe3ynbTaTbl COOCTBEHHOM aHANUTUKN

— ApanTaums CTOMMOCTU NMPUSIOXKEHUN N MUCCNefoBaHWe niaTexecno-
COBHOCTM pasHbIX ayAMTOPUI Ha MeXAYHaPOLOHbIX PbIHKaX

— AnbTepHaTUBHbIE MarasuHbl MPUIOXKEHWU, KaHafbl Nybnukaumum mn
ONcTpnByLMmM Ha pbiHKax A3nmn

— Cnocobbl onnatbl U Gapbepbl B MOKYMNKe Ballero MpUIoXeHUs Ha
OpYyrux pbiHKax

A TaKKe MHOXEeCTBO MpakTUYeCKMX KenCoB yCMelHOoM ajantauun u
JNIOKanu3aumm MNpUIOXKeHUNn Mop OCOBEHHOCTU PAa3INUHBIX PbIHKOB,
rnaBHble pesynbTaThl 1 BbiBoasl @ @ @

Julia Musienko, Lead Game Designer (Supercity project), Playkot

Segmentation of Users by Comfortable
Payment

The story of how we changed our approach to user
segmentation and achieved great results. | want to share with
other developers some tips, which helped Supercity to get into
top-50 of Facebook Top Grossing (we are currently at 37).

CermeHnTanus 6alHKa UIPoOKOB o KoMdopTHOMY

IJIaTeKy

Mot pacckas o TOM, KaK Mbl MOMEHSIN MOAXOH, K CErMEHTUPOBaHMUIO
VIPOKOB W YBUAENW OT/IMYHbIE Pe3ynbTaTbl. S Xo4y NoAennTbes ¢ Apyru-
MU paspaboTumkamm Tem, 4yto nomorno CynepcnTy NonacTb B NepBsblit
nepsble 50 Ton-rpoccnHra Ha ©6. @ ©® @
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------------ 12:30 — 14:00 Registration & Welcome coffee sponsored by Playkot @playkot

Katerina Shapira,
Account Success Manager

AppsFlyer

llja Goossens,
Director of Market Development

TUNE

Moritz Zumbuhl,
President

Blindflug

Aleksey Rehlov,
External Producer

Creative Mobile OU

How to Optimize Your Game Retention
with Data-Based Analytics

How Can the Relationship
Between Paid and Organic Installs Reduce
Your Acquisition Cost?

The Story of First Strike —
How over 500'000 Players Destroyed
the Earth over 3 Million Times

Building In-game Economy:
Mathematical Foundation

-------------- 16:00 - 16:30 Coffee Break sponsored by Playkot @ playkot

Evgeny Marchenkov,
VP of Sales and Marketing

Datal.ead

Bogdan Nesvit, COO

Crystal Clear Soft

Timur Kulbaeyv,
Head of International Sales

HiConversion

18:00
James Crabb, EMEA Director of Sales
Bee?
18:30
19:00

Elena Kutsopal,
MD & Co-Founder

Harren Media

Worldwide Mobile Traffic:
How to Buy Facebook Mobile
Traffic Effectively

Controlled Chaos Methodology
in Game Development

ROI Based Advertising
Optmization: Case Study

Insights to Boost Monetization
and Retention

One Chance to Launch
Your App Successfully!
Would You Need a Burst Campaign?

ENG

ENG

ENG

RUS

RUS

RUS

ENG

ENG

RUS



GREEN HALL, Saturday, June 27

Session Description

OmnucaHue nexkuun

Katerina Shapira, Account Success Manager, AppsFlyer

How to Optimize Your Game Retention with
Data-Based Analytics

In today's hyper competitive mobile app environment, getting a
user to continuously open your app is a daunting task. After all,
there are dozens of apps on his device and potentially
thousands of relevant apps to compete with in the app store.
Luckily, retention can be increased by using a variety of
strategies which have one common denominator - they are
based on data to enable informed marketing decisions. Join us
to learn about the latest retention tactics and get exclusive data
on the best networks for gaming retention, LTV and more.

Kaxk noBsICHTH YPOBEHB YAEPSKAHUS UTPOKOB

C NIOMOILIBIO AHAJIUTUKN

Mpn coBpemMeHHOM KOHKYPEHLMN 3a BHYMaHWe Nosib3oBaTessi, 3acTaBUTb
€ro NoCTOsSIHHO OTKPbIBaTb Balle NPUIoXKeHWe — 3aada He U3 NpoCTbIX. B
KOHLIe KOHLIOB, Ha €ro ycTpomcTBe — [OeCSTKM pasHblX, a B CTOpe — TaK
Lienble ThiCA4M NMOTEHUMANbHO MHTEPECHBbIX eMy npunoxeHuit. K cyactbto,
peTeHLUH MOXHO YBeIMYNTb Pa3HbIMU crocobamm, 1y BCeX Y HUX ecTb
oblwee — B UX OcCHOBE UMDPbI, MO3BOMAKOLIME MPUHMMATL BEPHbIE
peLueHns. B npe3seHTaLmmn pacckaxyT 06 3Tux cnocobax, a Takxke Ha3oByT
pekaMHble CeTU ¢ Hanbosee KayecTBEHHbIM TPAUKOM C TOYKM 3PEHIUS €r0
yaepxxaHus, LTV u.n.

Ilja Goossens, Director of Market Development, TUNE

How Can the Relationship Between Paid
and Organic Installs Reduce Your
Acquisition Cost?

I'll explain the relationship between paid and organic installs,

and how you can optimise the impact of paid acquisition on
your organic growth.

There will be also some tips on where to start with ASO. @ ® ©®

Kaxk orHomIenust MESKAY NJIaTHBIMMN 1 OPraHN4YeCKN-
MM YCTaHOBKaMI MOT'YT COKPaTHUTh PacXoAbl Ha
NOKYNKY Tpaduka?

Ha npe3seHTaumm 6yaeTt nokasaHbl OTHOLLEHWS MeXy NaTHbIMU Y OpraHun-
YeckKMMU YCTaHOBKaMM, a TakKe MpemjioXkeHbl MyTW MO OMTUMM3aLMN
B/INSIHWS MJIaTHbIX YCTAHOBOK Ha opraHuyeckun poct. Kpome Toro, Nnbs
[AcT COBETHI MO MOUCKOBOW onTumusauuy B App Store. @ @ @

Moritz Zumbiuihl, President, Blindflug

The Story of First Strike — How over 500'000
Players Destroyed the Earth over 3 Million
Times

The whole first year of nuclear war on tablets and smartphones,
some exclusive facts from First Strike Game and the story of its
creation and idea behind. Can games change the world? And
why aren't there any submarines in the game? @ © @

UcTopus First Strike — Kaxk 6onee 500 000 urpoxos
VHUYTOKWUIIN 3eMJII0 6oJiee

3 MMJIJIOHOB pa3

MepBbIN rofg, SAePHON BOMHbI LIE/IMKOM Ha MiaHLeTax U cmapTdoHax,
3KCKI03MBHbIe hakTbl 06 nrpe First Strike, a Takxxe nctopus ee coagaHus.
MoryT nn urpbl n3smeHnTs MUP? N noyemy B Urpe HeT HM OOHOWN NOABO-
nHon nogkn? @ @ @

Aleksey Rehlov, External Producer, Creative Mobile OU

Building In-game Economy:

Mathematical Foundation

Nowadays game designers are required to be able to create
viable within the game economic systems and resource flows.
This presentation will focus on mathematical foundations of
game system creation for different game genres. It will also
explain the stages of game design with examples. ® ® ®

MaremarnyecKkye OCHOBBI NMOCTPOEeHNUA

BHYTPUUTPOBOI SKOHOMMKMN

CoBpeMeHHble Urpbl TPebyloT OT reiiM-gusaniHepa yMeHWe co3paBaTb
>KN3HECNOCOOHbIE B paMKax Urpbl SIKOHOMUYECKME CUCTEMbI U PeCYPCHble
notoku. [laHHbIM fOKIaf NOCBSALLEH MaTeMaTUYeckM OCHOBaM CO3Aa-
HWUS NOA0OHbBIX CUCTEM OJ1A UTP PA3INYHBIX XXaHPOB W PackpbIBAET 3Tanbl
VX MPOEeKTUPOBKM ¢ npumepamn. @ @ @



Bogdan Nesvit, COO, Crystal Clear Soft

Controlled Chaos Methodology

in Game Development

1. Conditions for effective traditional recourses distribution
2. Conditions for effective Controlled Chaos

3. What is the Controlled Chaos?

4. Advantages of Controlled Chaos

5. Factors that allow you to control the Chaos

6. Gaps and "bottlenecks" of Controlled Chaos

000

Timur Kulbaev, Head of International Sales,

MeTozonorus ynpasiaseMoro xaoca

OIS pa3paboTKY MPOEKTOB

B pamkax foknafa byaeT onncaHa rubprgHas MeTofosiorus, npegHasHa-
YyeHHas Ons yrnpasfeHus npoekTamMmmn 1 obLwmUmM pyKOBOACTBOM KPYMHOW
nrpoBon komnaHuen. OcHoBHas ee Lenb - 3P EKTUBHOE MOCTPOEHME
paboTbl komnaHuu B ycrioBusix CHI pbiHKa.

ba3oBble NOMHTbI NpeanaraemMon MeTofoIorMn:

— Pa3paboTka 1 ynpaBneHne MHOXECTBOM MPOEKTOB OfHOBPEMEHHO;
— ONTMMK3aums YenloBeYECKNX PeCypPCOB BHYTPM KOHKPETHOIO NpoekTa
1 Mo NpoeKTaM B LiesloMm;

— TnbkocTb Noaxoda k paspaboTke NPOEKTOB, 3aBUCSLLAS OT BHELLHUX U
BHYTPEHHUX (akTOpoB (OT MOAWUTUKM KOMMaHWM OO TpeboBaHMN
ayTcopc-3akasumka). @ @ @

HiConversion

ROI Based Advertising Optmization:
Case Study

A successful case study of defining your target audience in social
networks with Infiplay. This report covers various ways of app
marketing in social networks, specifically myTarget. How many
audience segments you need to have and how to successfully
manage thousands of them? We will also share a case study of
Infiplay’s Demon Slayer. ® ® ®

INonyuenne ROI, oTTankuBasch

OT ONTMMMN3AlINM PEKIJIaMbI
Kak, TpaTa OeHbrn Ha peknamy, Nosy4ynTb Npubbliib, a He GecrnonesHble

3arpyskn. @ @ @

James Crabb, EMEA Director of Sales, Bee?

Insights to Boost Monetization

and Retention

The reliance on advertising or in-app purchases to make money
on mobile games, can sometimes come at the price of
compromising the user experience or driving users away to
another game. Often meaning doom for even the best games.
Bee7's insight into gamers reveals how fostering user led
discovery and rewarding gamer behaviour and interaction is a
more compelling approach to maximising retention and
multiplying existing monetization strategies. @ ® ®

CeKkpeTsI YBeNNMYEHUS PETEHIIeHa

U IIOBBINIEHVISI MOHETH3AallIN

3aBUCUMOCTb OT pekJiamMbl N MUKPOTJIATEXeN B NaHe 3apabaTbiBaHWs
[EeHer nopon UMeeT CBOI LieHy: yXyALleHMe Mosb30BaTesIbCkoro orbiTa
WV faxke Nepexof UrpokoB B APYryto Urpy.

WccnepoBaHme Urpokos, NpoBefeHHoe Bee7, 4eMOHCTPMpPYET, YTO NOOLL-
peHve MONb30BaTENIbCKOrO WMHTEpeca K Wrpe W HarpaxpeHue ero
LeicTBUI ABNsieTcs 6osiee MOLLHbIM MOOXOLOM B Aefie MaKCMMU3aLum
yOEPXKaHUS U YCUIIEHUS CYLLEECTBYIOLLMX MOHETU3ALMOHHBIX CTPaTeruii.

Elena Kutsopal, MD & Co-Founder, Harren Media

One Chance to Launch Your App Successfully!

Would You Need a Burst Campaign?

What is the best launch strategy:

— You have an app, but don "t have enough investment to market it?
— What would be the best marketing plan in this case.

— How you should launch the app internationally with maximum
benefits to your company.

— Do you need a burst campaign? The top-ranking strategy, how
guarantee the expectations. ® @ @

Teopus u NpakTHKa YCIELUIHOro 3aIrycKa IpIIoiKe-

uusi. Hy>KHO JIM MCIIONIb30BaTh CTPATErnio «<6épcT»?
— OAWUH LWaHC And ycnewHoro 3anycka. OCHOBHble Me,D,I/IﬁHbIe KaHabl

— Yy BaC eCTb NPUIOXKEHWE, HO HE XBaTaeT pecypCcoB A/19 UHBECTUPOBaHUA
B MapKeTUHT, KaKow nnaH 6y,EI,ET B 3TOM cnyqae OnNTUMaJibHbIM

— Kakyr MeXayHapOoOHY CTpaTeruto Hy>KHO BblIbpaTb, YTOObI O Ballem
NpUNoXXeHnn rosopunmn

— KTO 1 OJ1a Yero ncnosb3syet «GépCTbl». CTpaTervm nonagaHuna B Ton m
Balwm oxunaaHus. @ @ @
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Ruslan Grigoriev, RUS
Software Test Engineer Unity Android u Java:
Quick Facts + What's New in 5.0

Unity Technologies

SESSION DESCRIPTION

OIIMCAHUE JIEKIIU

Ruslan Grigoriev, Software Test Engineer, Unity Technologies

Unity Android u Java: Quick Facts + Unity Android 1 Java: KOpoTKO O IJIaBHOM +

What's New in 5.0 YTO HOBOrO B Bepcunu 5.0

Not so many users are aware about java-tech we support in Unity ~ Mano kTo 3Haet, yto Unity Android nmeet He Tonbko Nofaaepskky Java
Android, besides Java Plugins. Where as we support number of nnarMHOB, HO W MPUAMYHOE KOMMYECTBO APYrMX CMocobOoB paboThbl C
technologies, which allow you to work with java-side on Android. java-side Ha Android. O6 3Tom, 1 O TOM, KaK1e HOBbIE java-TEXHONOrMK

This talk will be about these quick facts and about new, added since  nosisunuce B Unity 5.0, 6yaet pacckasaHo B goknage. @ @ @
Unity 50. @ @ @



