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Agenda

DAY ONE OCT 12

3:00 A.M.

SCAN FOR DIGITAL

PROGRAM

© Registration & Morning Coffee

10:15 - 10:45 A.M.

11:85 - 11:20 A.M.
11:20 - 12:05 P.M.

12:85 - 1:45 P.M.
1:45 - 2:15 P.M.

2:20 - 2:50 P.M.
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:30 - 10:00 P.M.

» Bringing Mayhem to ARAM: R&D Processes for Systems Designers

Noor Amin (she/her) - Riot Games

Coffee Break
» Trust: The foundation for building UX Maturity

Jami Lukins (she/her) - Blizzard

Lunch Break

» When Better Isn't Better: Five Postknight 2 Improvements That Backfired

Png Yi Wei (he/nim) - Kurechii

¥ Pecha Kucha Session

» SAROS: The Final Year of UX/UI Development
Laura Elek (she/they) - PlayStation Studios

» Beyond Playtesting: Unlocking Deep Player Insights Through User Research
Ng Yiing Y'ng (she/her) - UOW Malaysia

» The Real Player Isn't the Ideal Player: A Tom Clancy’s Rainbow Six® Siege
Defuser Story

Abhishek Agarwal (he/him) - Ubisoft

Coffee Break

» Designing for Cultural UX: Maximizing the Global Appeal of Your Game
Kate Edwards (she/her) - Geogrify / SetJetters

» All Aboard: Inclusive Playtesting for Small Teams
Chloe Hodgson (she/her) - Freelance & Jozef Kulik (he/him) - PlaytestCloud

Coffee Break

» Crafting Ul for Marvel Tokon: Fighting Souls
Michelle Choi (she/her) - PlayStation Studios

» Keynote
Evva Karr (they/them) (Glitch)

® Wrap Up

®» Networking Mixer
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Agenda

DAY TWO OCT 13

8:30 A.M.
9:30 - 10:00 A.M.

10:85 - 16:56 A.M.
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11:50 - 12:15 P.M.
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2:15 P.M.
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4:45 - 5:00 P.M.

5:00- 5:35 P.M.

5:35 - 6:35 P.M.

6:35 PM

11:168 A.M.
11:45 A.M.

SCAN FOR DIGITAL

PROGRAM

Welcome Morning Coffee

Opening Keynote

Shafiq Husein (Gambir Studio / Asosiasi Game Indonesia (AGI))

Navigating UX and Game Design Collaboration in a Live Game Environment
Aurelie Bosc & Thomas Bodin - Ubisoft

Coffee Break

Insights Assemble : The Research Strategy behind Marvel Tokon: Fighting Souls

Luis Duarte - PlayStation

Typography in Video Games
Charlotte Couderc - CD Projekt Red

Lunch Break

Turning Feedback Into Features - How UX Shaped EVE Online’s New Map From
Discovery To Delivery
Fabiana Mascolo - Fenris Creations (CCP Games)

One Game, Six Audiences: Evolving The UX Of Upin & Ipin Universe

Stefan Marcus Baier & Andrew James Streamline Studious

¥ Pecha Kucha Session

Unconventional Game Design: Insights from UX Education
Foo Yi Chyuan - The One Academy

The Invisible Tutorial
Lydia Ho Lee Wei

Coffee Break
The UX Unicorn Myth: Staying Sharp in an Industry That Wants Everything

Kate Fomina - UX is Fine

Scaling Accessibility Through Shared Language
Greg Haynes - PlayStation Studios

Coffee Break
Field Notes: UX Research Methods and Cases in Chinese Mobile

Xingyu Zhang & Fan Yi - Tencent
Keynote
Frederic Markus (Feerik Games)

% Wrap Up

L.\l Game UX
C

B Summit



Speaker Line-up

Noor Amin Png Yi Wei Jami Lukins Laura Elek

(she/her) (he/him) (she/her) (she/they)
Senior Game Designer Founder & Director UX Director Senior UX/UI Designer
Riot Games Kurechii Blizzard PlayStation Studios

Kate Fomina Dr Ng Yiing Y'ng Abhishek Agarwal Kate Edwards
(she/her) (she/her) (he/him) (she/her)

UIUX Creative Director Senior Lecturer Principal UX Designer CEO / CX0 & Cofounder
UX is Fine UOW Malaysia Ubisoft Geogrify / SetJetters

o

£

Jozef Kulik Foo Yi Chyuan Lydia Ho Lee Wei
(he/him) (she/her) (he/him) (she/her)

Senior Research & UX Designer Digital Media Design Lecturer Game and Narrative Designer
ACCGSSlbl-thy Lead Fr\eelance The One Academy

PlaytestCloud

P CONTINUE
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Speaker Line-up

Aurelie Bosc Thomas Bodin Luis Duarte Michelle Choi
(she/her) (he/him) (he/him) (she/her)

Associate Producer Senior UX Designer Principal User Researcher Principal UI/UX Artist
Ubisoft Ubisoft Sony Interactive Entertainment PlayStation Studios

Fabiana Mascolo Charlotte Couderc Andrew James Stefan Marcus Baier

(she/her) (she/her) (he/him) (he/him)

Senior UI/UX Designer Senior UI Artist Publishing & Release Manager Co-Founder, Director of
Fenris Creations CD Projekt Red Streamline Studios Development

(CCP Games) Streamline Studios

Greg Haynes Xingyu Zhang Fan Yi

(he/him) (he/him) (she/her)

Senior Accessibility Game UX Researcher Game UX Researcher
Researcher Tencent Tencent

PlayStation Studios

LI, Simmit




Masterclass Speakers
DAY THREE OCT 14

A dedicated day of masterclasses, designed for deeper learning and more
focused discussion.

You can attend one of the masterclasses happening in parallel if you buy an
additional Masterclass Ticket. A Summit Ticket is required (masterclasses
have limited seats and are reserved for Summit attendees).

Masterclass A

Game Accessibility Masterclass

Jozef Kulik (He/him)
Senior Research and Accessibility Lead
(PlaytestCloud)

Masterclass B

Cognitive Science and Game UX Strategy
for Video Game Development

Celia Hodent, PhD (She/her)
Game UX Strategist
(Independent)

Masterclass C

Expanding Your Game’s Global Reach
through Culturalization

Kate Edwards (She/her)
CEO / CX0 & Cofounder
(Geogrify / SetJetters)
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Masterclass Speakers
DAY THREE OCT 14

SCAN FOR DIGITAL

PROGRAM

Masterclass Juniors

Game UI/UX Design Fundamentals

Sebastian Wang (She/her) & Laura Elek (She/they)
Senior UIUX Designer
(PlayStation Studios)

Level 3A Functlonal Room @ CCEC

Connexion Conference & Event Centre (CCEC)
7 Jalan Kerinchi, Bangsar South, Kuala Lumpur, Wilayah Persekutuan Kuala Lumpur
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Keynote Speakers

Shafiq Husein (They/them)
CEO of Gambir Studio & President
Asosiasi Game Indonesia (AGI)

Evva Karr (They/them)
CEO & Founder
Glitch

Frederic Markus (He/him)
President
Feerik Games




How to get there

Venue

Connexion Conference & Event Centre (CCEC)

7 Jalan Kerinchi, Bangsar South, Kuala Lumpur, Wilayah Persekutuan Kuala Lumpur

o =, L b T A
The 0Oak Room Nexus Main Entrance
Drop-off Point 1 Drop-off Point 2

¥ Grab App (Recommended)

Grab is Malaysia’s main ride-hailing app and the easiest option for door-to-door travel. Download and set it up before your trip—no local
SIM required. Pay by cash, card, or GrabPay.

P By Train + Bus Route

E Kerinchi

1"

Laluan Kelana Jaya
KELANA JAYA LINE

c® {Ke[,_-)

Kerinchli LRT Station KLIA Ekspres
16-min walk to CCEC, or take the Bangsar South Shuttle Bus. Take KLIA Ekspres to KL Sentral, then LRT to Universiti or Kerinchi.

Alternatively, take RapidKL Bus T631 from Mid Valley Megamall to The Continue by foot or shuttle bus to CCEC.

Village, Bangsar South.
u,: Game UX
Summit

Video guides from Kerinchi LRT to Bangsar South: Link 1 Link 2



https://www.youtube.com/watch?v=L-2iiMherbk
https://www.tiktok.com/@kaki.jalan.kaki/video/7652018351367277831?is_from_webapp=1&sender_device=pc

How to get there

B From Drop-off Point 1 (The Oak Room)

2. Once you are upstairs, take a left turn and the Auditorium will be on your left.

B From Drop-off Point 2 (Main Entrance)

2. 0Once you arrive at Level 3A, exit the lift and turn left towards the garden. You’ll see the Auditorium.

LI, Simmit



How to get there

B By Car

Nexus Bangsar South

@

2. 6o straight until you see the parking bay area.

B From Parking Lot
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2. Head straight towards the Garden and you’1ll see the Auditorium.
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Surau & Prayer Facilities

D From Auditorium

2. Exit the 1ift, turn right and head straight. You’1ll see the Surau.

LI, Simmit
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Code of Conduct

We're committed to providing a safe, respectful, and welcoming environment

for everyone. All participants are expected to read and abide by our
Code of Conduct.

We also encourage participants to familiarize themselves with
Malaysian etiquette and local customs before their visit.

Need assistance?

Event Support: support@gameuxsummit26.com
Emergency Contact: Chatbot Call / WhatsApp : +6011-28422349

|dentification and Dress Code

The dress code for Game UX Summit 2026 is smart casual. We want
everyone to feel comfortable throughout the three days, so dress in whatever

makes you feel at ease while keeping it presentable. Jeans, trainers and t-
shirts are perfectly fine.

Please note the venue is air-conditioned so we recommend bringing a light
jacket or layer as the rooms can get cool during sessions.
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https://docs.google.com/document/d/1-7y74X6447_YUxSULtUTXp0sF3fZIB0uYlkNgwn9JMs/edit?tab=t.0#heading=h.w4zeljwbdct
https://www.travelwithhello.com/blog/malaysia-cultural-guide
mailto:support@gameuxsummit26.com

Game UX

U?: Summit

D October 12-14,2026 B Connexion Conference
& Event Centre (CCEC)

Thank you for being part of
Game UX Summit 2026.

We could not do this without you.

P Nathan P Wafi Naguib
Project Director PlayStation Senior Producer
+60 11 5444 4038 +60 12 283 2523

Hosted by
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