
Room 1 Room 2 Room 3 Room 4 Room 5 Room 6 Room 7

9:45-
10:45

ustwo games: A Positively Playful Business
Host: Sam Loveridge, GamesRadar

Maria Sayans, Daniel Gray, Peter Pashley, ustwo
(Room 1)

Pixels to  
Performance  
Adele Cutting
Soundcuts

10:45-
11:00                                                                                   Coffee Break Free Roundtable  

Sessions Free Sessions

11:00- 
11:45

Building a Hit: LEGO 
Batman: Legacy of the 

Dark Knight
Jonatham Smith  

Mark Green
Dave Woodman 
Ruthie Nielsen  
Rian Walters
 TT Games

Defining & Achieving 
Visual Quality!

Erol Kentli
Flix Interactive

Hiring for Success 
Under the New 
UK Employment  

Rights Act
Liz Prince
Amiqus

Inside F1 Game 
Development: 

Dynamic Objectives
Paul Stefanescu
Electronic Arts

PERFORMANCE

Action Design and Stunt 
Coordination for Cinematics 

and Gameplay - Q&A
Nathaniel Marten

Lucky 13 Action Ltd

Develop: FTUE 
(First Time User 

Experience) 
Jazeena McCallum

CRITICAL REFLEX
Annabel  

Ashalley-Anthony
Melanin Gamers

UK Games Industry 
Census – What Have 

we Learned?
Mark Taylor 

University of Shefield
Cinzia Musio 

Ukie

11:45-
12:00 Break

12:00-
12:45

How to Work with 
your Ex Dev Partners 
to Resolve Blockers

Rikki Vitello 
Freelance

The Recommendation 
Era: What AI-Driven 
Discovery Means for 

Video Games PR
Ravi Vijh
Bastion

Criterion: 30 Years of 
Continuous Evolution 
and our Future as a 
Battlefield Studio

Amy Pejic & Danny Isaac
Criterion (Electronic 

Arts) 

Pitching to Publishers 
Sucks (& What We 
Learned Pitching 

Cabernet)
Arseniy Klishin

Party for Introverts

PERFORMANCE

How to Enhance your Mocap/
P-Cap Shoot: A Collaborative 

Guide for Game Devs and 
Performers
Gareth Taylor
Freelance &  

The Mocap Vaults

How Does One 
Freelance?
Lorna McFall

Freelance UI UX 
Designer

D2C’s Biggest 
Opportunity Has 

Nothing to 
Do With Platform Fees

Liam Wiltshire
Tebex

12:45-
14:00 Lunch

14:00-
14:45

Design for Change: 
Should Designers 

Be Letting AI Make 
Product Decisions?

Ayobami Aderemi
ReAssure

pARTy Composition: 
Building Balanced 
Art Teams in an 

Unbalanced Industry
Nader Alikhani 

Innovecs Games

BIG DUMB GAMES: 
Building an Indie Studio 

Without Waiting for 
Permission

Murray Pannell
BIG DUMB GAMES

From Potatoes 
to Super-chips: 

Optimising Player 
Experiences Whatever 

the Mobile Device
Ian Bolton 
Arm Ltd

Đorđe Đurđević 
Nordeus

PERFORMANCE

Press Start, Mind the Gap: 
Bridging US and UK Game 

Casting & Production Pipelines
Lexington Vanderberg &  
Julia Bianco Schoeffling 

The Halp Network

One Year On: 
Progress, Gaps and 

Possibilities 
for LGBTQ+ 
Inclusion

James Dodd
Out Making Games

Stop Surveying, 
Start Listening: Why 

Real-Time Player 
Intelligence is 

Replacing How we 
Listen to Players

Tom Gaynor 
Levellr

14:45- 
15:00  Break

15:00- 
15:45

Games as Dreams: 
Using Symbolic 

Archetypes to Craft 
Powerful, Flexible 

Narratives
Lydia Cockerham

Creative Assembly

Shipping S.T.A.L.K.E.R. 
2 Our Way: Self-

Publishing, Game Pass, 
and 1 Million in  

36 Hours
Agostino Simonetta
GSC Game World

More Than Games: 
Unlocking New 

Funding & Creative 
Opportunities Outside 
the Consumer Market

Brian Baglow
Scottish Games 

Network Ltd 

Exploring the 80:20 
Rule in Concept Art

Gargi Roy
Lab42

PERFORMANCE

3:00-3:30pm
Performance

Skill Buff: Auditions, Agents, 
and Building a Career in Game 

Performance
Natalie Edwards

Nordlings 

3:30-4:00pm
Dungeons and Dialects: 
Implementing Authentic 

Accents & Artistic Tropes for 
Inclusive Narratives

Keith Higinbotham 
Voice with Keith

Overcoming Barriers 
to Mental Health 
Support in the 

Workplace
Izzie Micul

Safe In Our World

How to Stay Ahead of 
Cutting Edge Game 

Technology
David Smethurst 
Sumo Digital
Dario Jelusic 
Atomhawk

Terry Goodwin
Lab42

15:45-
16:00  Coffee Break

16:00- 
16:45

Designing Immersive 
and Explorable Open 

Worlds with Narrative 
Encounters

Shi-tao Fan (Maverick)
Cloud Imperium 

Games

The Ethics of Using AI 
in Games
Ben Byford

Nuclear Candy Games

On the Lore  
Around Art

Andrej Horoschun
Frontier 

Developments

Why Most PC Game 
Marketing Fails After 

Launch (and How 
to Build Systems 

that Actually Retain 
Players)

Mike Gallagher
Untitled Advertising 

Lab

PERFORMANCE

16:00-16:30
Performance

Authentic Casting: Why Do It, 
and Who Cares?

Susie Valerio 
Soundcuts

16:30-17:00
Developing Characters For 

Performance:
A Writers’ Panel
Daniel Bowditch  

Criterion Games

 A Decade Since BiG 
(BAME in Games): 
Ethnic Diversity in 

Games - Then, Now, 
What’s Next?

Kish Hirani
BiG (BAME in 

Games) 
Safiyya Ingar

VO Artist

Mastering the Funding 
Map: Capital Raising 
for Studios in 2026

Pamina Bou
Factortech

16:45-
17:00  Break

17:00- 
17:45

Shaping The Sims: 
The Tech Art Behind 
a Flexible Character 

Creation Tool
Jessica Hyland

Electronic Arts 
(Maxis)

Tech Raises Money 
Better Than Games. 

Here’s Why
Ella Romanos

Arcanix

The Quiet Things 
– How I Made and 

Shipped my Passion 
Project

Alyx Jones
Silver Script Games

Optimising 
Optimisation: Why 

it’s Still a Challenge 
and How Does the 
Industry Solve it?

Ken Noland 
AI Guys

Ari Arnbjörnsson 
Epic Games
Emily Bailey 

JECO

PERFORMANCE

17:15-17:45
Performance

VO Audition LIVE!
DB Cooper

DBCooperVO, LLC

 Sexism, Sexual 
Safety and Allyship 

in Gaming
Helen Race

Survivors’ Network

Designing ‘Addiction’: 
Can We Make a Game 

Too Fun?
Tom Colebrooke
Ground Shatter

19:00

Room 1 Room 2 Room 3 Room 4 Room 5 Room 6 Room 7

10:00-
11:00

How to Maximize Discovery, Reach & Momentum 
When Launching With Xbox

Guy Richards
Xbox

(Room 1)

10:00 - 10:15
Audio Track Welcome & 

Introduction
Matthew Florianz 

Frontier Developments

10:15 - 11:00
 Visual Approaches to 
Creative Sound Design

Ashton Mills  
& Andrew Dodd

Jagex

11:00 - 
11:15                                                                           Coffee Break Free Roundtable  

Sessions
Free Indie Power-Up 

Sessions

11:15 - 
12:00

Deduction as 
Exploration in TR-49

Jon Ingold
inkle

From the Ground Up:  
A First-Principles 
Approach to Art 

Direction
Gerben Pasjes

 d3t (Keywords Studio)

Product Validation: 
How to Spot a Flop 

Before it’s Too Late!
Amir Didarzadeh

NBI

From 0 to 100K 
Followers: Navigating 

the Wild West of 
Social Media
Anna Blewden

Games with DNA

Music Design  
Approach in Saros

Joe Thwaites
Sony Interactive 
Entertainment

This Is Fine: Managing 
Crisis in Game 

Production
Eline Muijres

Cohop Games
Sally Blake

Silent Games

 
Breaking Limits: How 

Mentorship Builds 
Better Studios

Anisa Sanusi
Limit Break

12:00 - 
12:15

                                                                                                                                    Break

12:15 - 
13:00

Mike & Rami Are 
Still Here: Live from 
Develop:Brighton

Mike Rose  
No More Robots

Rami Ismail 

Games Industry 
Outlook: Market 

Trends, Fundraising and 
Valuations

Julian Barklund  
& Imogen Glen

PwC

S.T.E.A.L. like a Game 
Designer: Why “Just 
add Crafting” Never 

Works
Annie Grudeva
Radical Forge

Postmortem - 
Shipping Godot VR 

and Porting to PSVR2
Claire Blackshaw

Flammable Penguins 
Games

A Decade of Audio  
for an Infinite Universe - 

No Man’s Sky Over  
Ten Years 
Paul Weir

Hello Games

What’s Concerning 
Under-35s Working in 
Games? The Top Five 

Issues
Gina Jackson

Pitchify

INDIE POWER-UP

A Beginners  
Guide to Tiktok  

(for Indie Games)
Molly Holmes

 Panda Cat Games

13:00 - 
14:00                                                                                                                                     Lunch

14:00 - 
14:45

Embracing the 
Differences in 

our Talent is Key 
to Unlocking our 

Success
Sarah Brewster
Fresh Seed Ltd

Beyond Games: 
Architecture, Product 

Renders and More
Domingo Botteram
Silver Moon Labs

How a Small Indie Hit 
#1 New & Trending 
with a Steam Demo: 

Lessons from a  
Horror Game

Helen Carmichael
Grey Alien Games

Stealing from AAA  
for Fun and Profit:

Lessons in  
Code Quality

Séamus Ó Buadhacháin
Failbetter Games

 Learnings from 30 
Years in Game Audio

Nick Laviers
Respawn Entertainment

Making the Case for 
Accessibility
Cari Watterton

Scopely
Robert Macdonald

Freelance
Harriet Frayling

Many Cats Studios

INDIE POWER-UP

Fireside Chat with ZA/
UM - How Unionisation 
Empowers Everyone!
Spring McParlin Jones 

IWGB Game Workers
Declan Keane 

ZA/UM

14:45 - 
15:00                                                                                                                                    Break

15:00 - 
15:45

Telling Conflict-Less 
Stories

Christopher Morrison
Reality+, LLC

Technical Debt: 
Keeping your House

Clean and Tidy
Marion Not
Freelance

10 Commandments 
of Working with 
Content Creators
Timo Verschueren

Black Soup

Designing Moral 
Intelligence: 

What Ethical AI in 
Videogames Really 

Requires
Ambrose Robinson
Parable Studios

 Cairn: Moving Sound - 
Martin Stig Andersen in 
Conversation with Rob 

Bridgett
Martin Stig Andersen
 Interactive Tapes

Rob Bridgett 
Sony Interactive 
Entertainment

A Holistic Approach 
to Supporting Mental 
Health in the Games 

Industry
Katie Squires

South Westerly  
Games Ltd

INDIE POWER-UP

How to Start an Indie 
Game Studio From 

Your Home Bedroom
HaZ Dulull

Beyond The Pixels

15:45 - 
16:00                                                                                                                                  Coffee Break

16:00 - 
16:45

The Machete and 
the Broom: Two 
Roles of a Game 

Designer
Tristan Jacobs
Glowmade

The Dungeon Masters’ 
Guide To Production

Steven Golding
Radical Forge

The Creator 
Marketing Gut Check

Beth Wain
The Path

What Games Can 
Steal from Film 

Pipelines (and What 
They Shouldn’t)

Elif Ulasoglu
Pixomondo

 Designing the Perfect 
Musical Score: 
Fancy or Folly?
Benedicte Ouimet

Ubisoft

Story x Story Podcast: 
Live from the Coast  

@Develop
Nigel Twumasi 

& Tazziii 
 mayamada

INDIE POWER-UP

Making Ambitious 
Games from Scratch 

in the UK - Highs, 
Lows, Lessons and 

Resources
Alistair Hume

Full Dive Games

16:45 - 
17:00                                                                                                                                        Break

17:00 - 
17:45

Develop Endnote Quiz & Indie Showcase Winners Announcement
Jon Torrens

Communications Coach
Stevie Ward

Future Publishing
Everyone welcome!

Indiana Jones and 
the Great Circle: 
Adventures in 

Recording, Sound 
Designing and Mixing

Pete Ward
MachineGames

17:45 - 
18:30

Open Mic 2026 – 20th 
Anniversary Edition

Matthew Florianz 
Frontier Developments

18:30 End of Conference

Organised by

Headline Sponsors

Room 1 Room 2 Room 3 Room 4 Room 5 Room 6

9:45-
10:45

Powered by Players: Reforjing 4J Studios
Chris van der Kuyl & Joseph Garrett

4J Studios
(Room 1)

Games:Edu Track Intro & 
Keynote: Apprenticeships 
& the Tacit Knowledge of 

Game Development
Laurence Oldham

Digital Impact Incubator
Tom Cole

University of Greenwich
Jake Habgood

Freelance

10:45-
11:00                                              Coffee Break Free Roundtable Sessions

11:00- 
11:45

AI Wants to Play: A 
Game Designer’s Guide 
to AI in Every Stage of 

Development
Rob Davis

Wild Loop Games

 

Building New Game Teams 
Before the Game Is Clear

Marco Colombo
Supercell

The Power of Stopping: 
Spotting a Sunk Cost 

Fallacy Before it Sinks 
your Project
Mark Shaw

Flix Interactive

A Frame’s Life: Frame 
Timing, Synchronization, 

and Latency in UE
Ari Arnbjörnsson

Epic Games

Developing Tomorrow’s 
Talent: Studio Strategies 

and Solutions
Laurence Oldham

Digital Impact Incubator

Develop: FTUE (First Time 
User Experience) 
Jazeena McCallum

CRITICAL REFLEX
Annabel Ashalley-Anthony

Melanin Gamers

11:45-
12:00 Break

12:00-
12:45

Finding the Balance: Big 
Team Process vs Indie 

Mindset
Michael Meaden
Athena Worlds

 
Mobile Games: When 

Approachability Rhymes 
with Accessibility

Améliane F. Chiasson
 Player Research  

(Keywords Studios)
Cari Watterton

Scopely

5 Easy Steam Store Page 
Tweaks to Boost Your 

Visibility
Jarvs Tasker

Happy Volcano

The Evolution of 
Interactive Storytelling 

Jane Millichip
BAFTA

Opportunities For Talent: 
Workshopping the 

Foundations of a Better 
Future

Dr Tom Cole
University of Greenwich

Too Many Ideas, One Game: 
ADHD Survival Guide for 

Game Dev
Rory Martin

Giraffe Head Studios Ltd

12:45-
14:00 Lunch 

14:00-
14:45

Scaling Without Breaking 
Your Studio

Tamsin O’Luanaigh
Wise Cat Strategy

 
Scaling Cross-Platform 
Delivery: From Mobile 

Bottleneck to Self-Service 
Platform

Vladimir Pronin
Holland & Barrett

How to Develop and 
Execute a Marketing 

Content Strategy Without 
Losing Your Mind

Najmah Salam
Panda Cat Games

Your Game is Better Than 
You Think: How to Find and 

Nurture the Soul of Your 
Game

Caspar Gray
Green Man Gaming

ignite

XDEV at a Crossroads: 
What the Best Teams are 

Doing Differently
Sam Carlisle
XDS Spark 

(XDS Ignite guests only)

Burnout: An Honest Chat 
About the Causes, Symptoms 

and Recovery
Cat Burton

Goth Boss Studios

14:45- 
15:00  Break

15:00- 
15:45

Interface as Identity: 
Designing UI That 

Complements the Brand
Agnes Kasilovska  
& Sam Thompson

Dead Nice Studio

Level Up In-Game 
Earnings Without  

Losing Players
Antoine Jullemier

Gadsme

Moving from 
Engineering to 
Management
James Foster

Rocket Science Group

How Rethinking Pay and 
Power Helped Us Build a 
Resilient Co-Dev Studio

Daph Janssens
Day III Digital

ignite

XDEV at a Crossroads: 
What the Best Teams 
are Doing Differently

Sam Carlisle
XDS Spark

(XDS Ignite guests only)

Raise the Game Roundtable
Cinzia Musio 

Ukie
Jonas Gawe 
Limit Break

15:45-
16:00 Coffee Break

16:00- 
16:45

Beyond Awareness: 
Supporting Neurodiverse 
Teams Without Burning 

Out Managers
Katherine Mould
People Can Fly

The State of Mobile 
Creativity in 2026  

Alice Bowman 
Fusebox Games

How to Make Whatever 
You Want and Still Get 

Attention
Stanley W. Baxton
Stanwixbuster

No, Puzzle Games Aren’t 
Dead, You Just Didn’t 

Realise They’re Emotional 
Experiences Too

Caroline Clark
Liney Games

ignite

External Development 
Keynote

Ben Jackson
Battlefield  

(Electronic Arts) 
(XDS Ignite guests only)

 
Graduate Journeys: 

Experiences, Breakthroughs 
and Insights From Both 

Sides
Laurence Oldham

Digital Impact Incubator

16:45-
17:00  Break

17:00- 
17:45

Scheduled Serendipity: 
Manufacturing Creative 

Aha Moments
Imre Jele

Atypical Types / Bossa 
Studios

Mobile Gaming: The Next 
Frontier for Accessibility

Sachin Sunil 
& Michael Nelson
SpecialEffect

Vibe Coding: Build 
an App in 60 Minutes 

with GenAI
Tyson Roberts

DeepMind

Steam Events in 2026 
(and Why You Want 

To Be a Part Of Them)
Gary Burchell

Fireblade Software

ignite

External Development 
Keynote

Ben Jackson
Battlefield  

(Electronic Arts) 
(XDS Ignite guests only)

 
Fixing the Talent Crisis: 

Moving From Conversation 
to Action

Dr Tom Cole 
 University of Greenwich

Laurence Oldham
Digital Impact Incubator

18:00 Ice Breaker - in Metropole Bar - everyone welcome!

Wednesday 15 July Thursday 16 JulyTuesday 14 July

www.developconference.com/conference-programme

FREE WIFI ACCESS  
FOR ALL DELEGATES! 

Network: Develop Brighton 2026
Password: Develop26

SCAN  
TO DOWNLOAD  

TO YOUR DEVICE

TUES WEDS THURS

INDIE POWER-UP PERFORMANCE

Sponsors & Partners

www.developconference.com/awards

Developconference

Developconf 

Developconference

Developconf 

Developconference

Develop Conference

Room 1 Room 2 Room 3 Room 4 Room 5 Room 6 Room 7

9:45-
10:45

ustwo games: A Positively Playful Business
Host: Sam Loveridge, GamesRadar

Maria Sayans, Daniel Gray, Peter Pashley, ustwo
(Room 1)

Pixels to  
Performance  
Adele Cutting
Soundcuts

10:45-
11:00                                                                                   Coffee Break Free Roundtable  

Sessions Free Sessions

11:00- 
11:45

Building a Hit: LEGO 
Batman: Legacy of the 

Dark Knight
Jonatham Smith  

Mark Green
Dave Woodman 
Ruthie Nielsen  
Rian Walters
 TT Games

Defining & Achieving 
Visual Quality!

Erol Kentli
Flix Interactive

Hiring for Success 
Under the New 
UK Employment  

Rights Act
Liz Prince
Amiqus

Inside F1 Game 
Development: 

Dynamic Objectives
Paul Stefanescu
Electronic Arts

PERFORMANCE

Action Design and Stunt 
Coordination for Cinematics 

and Gameplay - Q&A
Nathaniel Marten

Lucky 13 Action Ltd

Develop: FTUE 
(First Time User 

Experience) 
Jazeena McCallum

CRITICAL REFLEX
Annabel  

Ashalley-Anthony
Melanin Gamers

UK Games Industry 
Census – What Have 

we Learned?
Mark Taylor 

University of Shefield
Cinzia Musio 

Ukie

11:45-
12:00 Break

12:00-
12:45

How to Work with 
your Ex Dev Partners 
to Resolve Blockers

Rikki Vitello 
Freelance

The Recommendation 
Era: What AI-Driven 
Discovery Means for 

Video Games PR
Ravi Vijh
Bastion

Criterion: 30 Years of 
Continuous Evolution 
and our Future as a 
Battlefield Studio

Amy Pejic & Danny Isaac
Criterion (Electronic 

Arts) 

Pitching to Publishers 
Sucks (& What We 
Learned Pitching 

Cabernet)
Arseniy Klishin

Party for Introverts

PERFORMANCE

How to Enhance your Mocap/
P-Cap Shoot: A Collaborative 

Guide for Game Devs and 
Performers
Gareth Taylor
Freelance &  

The Mocap Vaults

How Does One 
Freelance?
Lorna McFall

Freelance UI UX 
Designer

D2C’s Biggest 
Opportunity Has 

Nothing to 
Do With Platform Fees

Liam Wiltshire
Tebex

12:45-
14:00 Lunch

14:00-
14:45

Design for Change: 
Should Designers 

Be Letting AI Make 
Product Decisions?

Ayobami Aderemi
ReAssure

pARTy Composition: 
Building Balanced 
Art Teams in an 

Unbalanced Industry
Nader Alikhani 

Innovecs Games

BIG DUMB GAMES: 
Building an Indie Studio 

Without Waiting for 
Permission

Murray Pannell
BIG DUMB GAMES

From Potatoes 
to Super-chips: 

Optimising Player 
Experiences Whatever 

the Mobile Device
Ian Bolton 
Arm Ltd

Đorđe Đurđević 
Nordeus

PERFORMANCE

Press Start, Mind the Gap: 
Bridging US and UK Game 

Casting & Production Pipelines
Lexington Vanderberg &  
Julia Bianco Schoeffling 

The Halp Network

One Year On: 
Progress, Gaps and 

Possibilities 
for LGBTQ+ 
Inclusion

James Dodd
Out Making Games

Stop Surveying, 
Start Listening: Why 

Real-Time Player 
Intelligence is 

Replacing How we 
Listen to Players

Tom Gaynor 
Levellr

14:45- 
15:00  Break

15:00- 
15:45

Games as Dreams: 
Using Symbolic 

Archetypes to Craft 
Powerful, Flexible 

Narratives
Lydia Cockerham

Creative Assembly

Shipping S.T.A.L.K.E.R. 
2 Our Way: Self-

Publishing, Game Pass, 
and 1 Million in  

36 Hours
Agostino Simonetta
GSC Game World

More Than Games: 
Unlocking New 

Funding & Creative 
Opportunities Outside 
the Consumer Market

Brian Baglow
Scottish Games 

Network Ltd 

Exploring the 80:20 
Rule in Concept Art

Gargi Roy
Lab42

PERFORMANCE

3:00-3:30pm
Performance

Skill Buff: Auditions, Agents, 
and Building a Career in Game 

Performance
Natalie Edwards

Nordlings 

3:30-4:00pm
Dungeons and Dialects: 
Implementing Authentic 

Accents & Artistic Tropes for 
Inclusive Narratives

Keith Higinbotham 
Voice with Keith

Overcoming Barriers 
to Mental Health 
Support in the 

Workplace
Izzie Micul

Safe In Our World

How to Stay Ahead of 
Cutting Edge Game 

Technology
David Smethurst 
Sumo Digital
Dario Jelusic 
Atomhawk

Terry Goodwin
Lab42

15:45-
16:00  Coffee Break

16:00- 
16:45

Designing Immersive 
and Explorable Open 

Worlds with Narrative 
Encounters

Shi-tao Fan (Maverick)
Cloud Imperium 

Games

The Ethics of Using AI 
in Games
Ben Byford

Nuclear Candy Games

On the Lore  
Around Art

Andrej Horoschun
Frontier 

Developments

Why Most PC Game 
Marketing Fails After 

Launch (and How 
to Build Systems 

that Actually Retain 
Players)

Mike Gallagher
Untitled Advertising 

Lab

PERFORMANCE

16:00-16:30
Performance

Authentic Casting: Why Do It, 
and Who Cares?

Susie Valerio 
Soundcuts

16:30-17:00
Developing Characters For 

Performance:
A Writers’ Panel
Daniel Bowditch  

Criterion Games

 A Decade Since BiG 
(BAME in Games): 
Ethnic Diversity in 

Games - Then, Now, 
What’s Next?

Kish Hirani
BiG (BAME in 

Games) 
Safiyya Ingar

VO Artist

Mastering the Funding 
Map: Capital Raising 
for Studios in 2026

Pamina Bou
Factortech

16:45-
17:00  Break

17:00- 
17:45

Shaping The Sims: 
The Tech Art Behind 
a Flexible Character 

Creation Tool
Jessica Hyland

Electronic Arts 
(Maxis)

Tech Raises Money 
Better Than Games. 

Here’s Why
Ella Romanos

Arcanix

The Quiet Things 
– How I Made and 

Shipped my Passion 
Project

Alyx Jones
Silver Script Games

Optimising 
Optimisation: Why 

it’s Still a Challenge 
and How Does the 
Industry Solve it?

Ken Noland 
AI Guys

Ari Arnbjörnsson 
Epic Games
Emily Bailey 

JECO

PERFORMANCE

17:15-17:45
Performance

VO Audition LIVE!
DB Cooper

DBCooperVO, LLC

 Sexism, Sexual 
Safety and Allyship 

in Gaming
Helen Race

Survivors’ Network

Designing ‘Addiction’: 
Can We Make a Game 

Too Fun?
Tom Colebrooke
Ground Shatter

19:00

Room 1 Room 2 Room 3 Room 4 Room 5 Room 6 Room 7

10:00-
11:00

How to Maximize Discovery, Reach & Momentum 
When Launching With Xbox

Guy Richards
Xbox

(Room 1)

10:00 - 10:15
Audio Track Welcome & 

Introduction
Matthew Florianz 

Frontier Developments

10:15 - 11:00
 Visual Approaches to 
Creative Sound Design

Ashton Mills  
& Andrew Dodd

Jagex

11:00 - 
11:15                                                                           Coffee Break Free Roundtable  

Sessions
Free Indie Power-Up 

Sessions

11:15 - 
12:00

Deduction as 
Exploration in TR-49

Jon Ingold
inkle

From the Ground Up:  
A First-Principles 
Approach to Art 

Direction
Gerben Pasjes

 d3t (Keywords Studio)

Product Validation: 
How to Spot a Flop 

Before it’s Too Late!
Amir Didarzadeh

NBI

From 0 to 100K 
Followers: Navigating 

the Wild West of 
Social Media
Anna Blewden

Games with DNA

Music Design  
Approach in Saros

Joe Thwaites
Sony Interactive 
Entertainment

This Is Fine: Managing 
Crisis in Game 

Production
Eline Muijres

Cohop Games
Sally Blake

Silent Games

 
Breaking Limits: How 

Mentorship Builds 
Better Studios

Anisa Sanusi
Limit Break

12:00 - 
12:15

                                                                                                                                    Break

12:15 - 
13:00

Mike & Rami Are 
Still Here: Live from 
Develop:Brighton

Mike Rose  
No More Robots

Rami Ismail 

Games Industry 
Outlook: Market 

Trends, Fundraising and 
Valuations

Julian Barklund  
& Imogen Glen

PwC

S.T.E.A.L. like a Game 
Designer: Why “Just 
add Crafting” Never 

Works
Annie Grudeva
Radical Forge

Postmortem - 
Shipping Godot VR 

and Porting to PSVR2
Claire Blackshaw

Flammable Penguins 
Games

A Decade of Audio  
for an Infinite Universe - 

No Man’s Sky Over  
Ten Years 
Paul Weir

Hello Games

What’s Concerning 
Under-35s Working in 
Games? The Top Five 

Issues
Gina Jackson

Pitchify

INDIE POWER-UP

A Beginners  
Guide to Tiktok  

(for Indie Games)
Molly Holmes

 Panda Cat Games

13:00 - 
14:00                                                                                                                                     Lunch

14:00 - 
14:45

Embracing the 
Differences in 

our Talent is Key 
to Unlocking our 

Success
Sarah Brewster
Fresh Seed Ltd

Beyond Games: 
Architecture, Product 

Renders and More
Domingo Botteram
Silver Moon Labs

How a Small Indie Hit 
#1 New & Trending 
with a Steam Demo: 

Lessons from a  
Horror Game

Helen Carmichael
Grey Alien Games

Stealing from AAA  
for Fun and Profit:

Lessons in  
Code Quality

Séamus Ó Buadhacháin
Failbetter Games

 Learnings from 30 
Years in Game Audio

Nick Laviers
Respawn Entertainment

Making the Case for 
Accessibility
Cari Watterton

Scopely
Robert Macdonald

Freelance
Harriet Frayling

Many Cats Studios

INDIE POWER-UP

Fireside Chat with ZA/
UM - How Unionisation 
Empowers Everyone!
Spring McParlin Jones 

IWGB Game Workers
Declan Keane 

ZA/UM

14:45 - 
15:00                                                                                                                                    Break

15:00 - 
15:45

Telling Conflict-Less 
Stories

Christopher Morrison
Reality+, LLC

Technical Debt: 
Keeping your House

Clean and Tidy
Marion Not
Freelance

10 Commandments 
of Working with 
Content Creators
Timo Verschueren

Black Soup

Designing Moral 
Intelligence: 

What Ethical AI in 
Videogames Really 

Requires
Ambrose Robinson
Parable Studios

 Cairn: Moving Sound - 
Martin Stig Andersen in 
Conversation with Rob 

Bridgett
Martin Stig Andersen
 Interactive Tapes

Rob Bridgett 
Sony Interactive 
Entertainment

A Holistic Approach 
to Supporting Mental 
Health in the Games 

Industry
Katie Squires

South Westerly  
Games Ltd

INDIE POWER-UP

How to Start an Indie 
Game Studio From 

Your Home Bedroom
HaZ Dulull

Beyond The Pixels

15:45 - 
16:00                                                                                                                                  Coffee Break

16:00 - 
16:45

The Machete and 
the Broom: Two 
Roles of a Game 

Designer
Tristan Jacobs
Glowmade

The Dungeon Masters’ 
Guide To Production

Steven Golding
Radical Forge

The Creator 
Marketing Gut Check

Beth Wain
The Path

What Games Can 
Steal from Film 

Pipelines (and What 
They Shouldn’t)

Elif Ulasoglu
Pixomondo

 Designing the Perfect 
Musical Score: 
Fancy or Folly?
Benedicte Ouimet

Ubisoft

Story x Story Podcast: 
Live from the Coast  

@Develop
Nigel Twumasi 

& Tazziii 
 mayamada

INDIE POWER-UP

Making Ambitious 
Games from Scratch 

in the UK - Highs, 
Lows, Lessons and 

Resources
Alistair Hume

Full Dive Games

16:45 - 
17:00                                                                                                                                        Break

17:00 - 
17:45

Develop Endnote Quiz & Indie Showcase Winners Announcement
Jon Torrens

Communications Coach
Stevie Ward

Future Publishing
Everyone welcome!

Indiana Jones and 
the Great Circle: 
Adventures in 

Recording, Sound 
Designing and Mixing

Pete Ward
MachineGames

17:45 - 
18:30

Open Mic 2026 – 20th 
Anniversary Edition

Matthew Florianz 
Frontier Developments

18:30 End of Conference

Organised by

Headline Sponsors

Room 1 Room 2 Room 3 Room 4 Room 5 Room 6

9:45-
10:45

Powered by Players: Reforjing 4J Studios
Chris van der Kuyl & Joseph Garrett

4J Studios
(Room 1)

Games:Edu Track Intro & 
Keynote: Apprenticeships 
& the Tacit Knowledge of 

Game Development
Laurence Oldham

Digital Impact Incubator
Tom Cole

University of Greenwich
Jake Habgood

Freelance

10:45-
11:00                                              Coffee Break Free Roundtable Sessions

11:00- 
11:45

AI Wants to Play: A 
Game Designer’s Guide 
to AI in Every Stage of 

Development
Rob Davis

Wild Loop Games

 

Building New Game Teams 
Before the Game Is Clear

Marco Colombo
Supercell

The Power of Stopping: 
Spotting a Sunk Cost 

Fallacy Before it Sinks 
your Project
Mark Shaw

Flix Interactive

A Frame’s Life: Frame 
Timing, Synchronization, 

and Latency in UE
Ari Arnbjörnsson

Epic Games

Developing Tomorrow’s 
Talent: Studio Strategies 

and Solutions
Laurence Oldham

Digital Impact Incubator

Develop: FTUE (First Time 
User Experience) 
Jazeena McCallum

CRITICAL REFLEX
Annabel Ashalley-Anthony

Melanin Gamers

11:45-
12:00 Break

12:00-
12:45

Finding the Balance: Big 
Team Process vs Indie 

Mindset
Michael Meaden
Athena Worlds

 
Mobile Games: When 

Approachability Rhymes 
with Accessibility

Améliane F. Chiasson
 Player Research  

(Keywords Studios)
Cari Watterton

Scopely

5 Easy Steam Store Page 
Tweaks to Boost Your 

Visibility
Jarvs Tasker

Happy Volcano

The Evolution of 
Interactive Storytelling 

Jane Millichip
BAFTA

Opportunities For Talent: 
Workshopping the 

Foundations of a Better 
Future

Dr Tom Cole
University of Greenwich

Too Many Ideas, One Game: 
ADHD Survival Guide for 

Game Dev
Rory Martin

Giraffe Head Studios Ltd

12:45-
14:00 Lunch 

14:00-
14:45

Scaling Without Breaking 
Your Studio

Tamsin O’Luanaigh
Wise Cat Strategy

 
Scaling Cross-Platform 
Delivery: From Mobile 

Bottleneck to Self-Service 
Platform

Vladimir Pronin
Holland & Barrett

How to Develop and 
Execute a Marketing 

Content Strategy Without 
Losing Your Mind

Najmah Salam
Panda Cat Games

Your Game is Better Than 
You Think: How to Find and 

Nurture the Soul of Your 
Game

Caspar Gray
Green Man Gaming

ignite

XDEV at a Crossroads: 
What the Best Teams are 

Doing Differently
Sam Carlisle
XDS Spark 

(XDS Ignite guests only)

Burnout: An Honest Chat 
About the Causes, Symptoms 

and Recovery
Cat Burton

Goth Boss Studios

14:45- 
15:00  Break

15:00- 
15:45

Interface as Identity: 
Designing UI That 

Complements the Brand
Agnes Kasilovska  
& Sam Thompson

Dead Nice Studio

Level Up In-Game 
Earnings Without  

Losing Players
Antoine Jullemier

Gadsme

Moving from 
Engineering to 
Management
James Foster

Rocket Science Group

How Rethinking Pay and 
Power Helped Us Build a 
Resilient Co-Dev Studio

Daph Janssens
Day III Digital

ignite

XDEV at a Crossroads: 
What the Best Teams 
are Doing Differently

Sam Carlisle
XDS Spark

(XDS Ignite guests only)

Raise the Game Roundtable
Cinzia Musio 

Ukie
Jonas Gawe 
Limit Break

15:45-
16:00 Coffee Break

16:00- 
16:45

Beyond Awareness: 
Supporting Neurodiverse 
Teams Without Burning 

Out Managers
Katherine Mould
People Can Fly

The State of Mobile 
Creativity in 2026  

Alice Bowman 
Fusebox Games

How to Make Whatever 
You Want and Still Get 

Attention
Stanley W. Baxton
Stanwixbuster

No, Puzzle Games Aren’t 
Dead, You Just Didn’t 

Realise They’re Emotional 
Experiences Too

Caroline Clark
Liney Games

ignite

External Development 
Keynote

Ben Jackson
Battlefield  

(Electronic Arts) 
(XDS Ignite guests only)

 
Graduate Journeys: 

Experiences, Breakthroughs 
and Insights From Both 

Sides
Laurence Oldham

Digital Impact Incubator

16:45-
17:00  Break

17:00- 
17:45

Scheduled Serendipity: 
Manufacturing Creative 

Aha Moments
Imre Jele

Atypical Types / Bossa 
Studios

Mobile Gaming: The Next 
Frontier for Accessibility

Sachin Sunil 
& Michael Nelson
SpecialEffect

Vibe Coding: Build 
an App in 60 Minutes 

with GenAI
Tyson Roberts

DeepMind

Steam Events in 2026 
(and Why You Want 

To Be a Part Of Them)
Gary Burchell

Fireblade Software

ignite

External Development 
Keynote

Ben Jackson
Battlefield  

(Electronic Arts) 
(XDS Ignite guests only)

 
Fixing the Talent Crisis: 

Moving From Conversation 
to Action

Dr Tom Cole 
 University of Greenwich

Laurence Oldham
Digital Impact Incubator

18:00 Ice Breaker - in Metropole Bar - everyone welcome!

Wednesday 15 July Thursday 16 JulyTuesday 14 July

www.developconference.com/conference-programme

FREE WIFI ACCESS  
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