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Stage

20 - 21 October 2022 
 
 

Overview  
Featuring sponsors, exhibitors, and key partners of gamescom asia 2022, this 
programme provides actionable content and inspiring talks to all visitors of the 
exhibition. Access to this programme is free of charge for all attendees.   
 
 

Dates:  
 

20 October 2022 (Thursday), 10:30am – 5:00pm  
21 October 2022 (Friday), 10:30am – 3:30pm 

  
Venue:  
 

Suntec Singapore Convention & Exhibition Centre  
Level 4 
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Agenda Day 1 
Thursday, 20 October 2022 
 

Time Session 

9:30am Setup for 10:30am slot 

10:30am 

 
Fast-Cycle: Make Your Game Survive and Thrive 
 
More than a thousand games are released daily, but only a few survive. What is 
the best strategy to make your game survive and thrive? TentuPlay's fast-cycle 
game operation suite helps you realize the best-proven test and build strategy, 
increasing the success rate by 130%. In this talk, TentuPlay's CEO will show how 
TentuPlay analyzes and segments players, create personalized interaction at 
the customized journey, and see the result of action and game improvement. 
This talk will present real cases and demonstrations that can be applied to 
various games. 
 
Speaker: 
Hyeyon Kwon, CEO & Cofounder, TentuPlay (South Korea) 
 

11:30am Setup for 12:00pm slot 

12:00pm 

 
Made in SG Games Industry Showcase 
Presented by the Singapore Games Association (SGGA) 
 

1:30pm Setup for 2:30pm slot 

2:30pm 

 
Breaking Boundaries: Packing Light and Traveling through Transmedia 
Adaptation 
 
Core fundamentals of storytelling such as stakes, character relatability, tension, 
subversion of expectations, are transferable to any medium. But each medium 
has a different way to express those fundamentals. This session will provide keys 
for storytellers to learn the idiosyncrasies of each medium and bridge the 
cultural differences between the book and video game industries. If creators, 
publishing houses and video game developers want to play in the adaptation 
sandbox, they need to understand each other’s cultures and learn to speak a 
common language. 
 
Panelists: 
Ian Fun, Senior Narrative Designer, Area28 Technologies Limited (Singapore) 
Wayne Rée, Co-creator, Work-Life Balance (Singapore) 
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Etienne Bouvier, Senior Transmedia Content Manager, Ubisoft (France) 
Sybil Collas, Narrative Designer & Writer, Freelance (France) 
 
Moderator: 
Drew Pan, Founder and Game Developer, Neo Tegoel Games (Singapore) 

3:30pm Setup for 4:00pm slot 

4:00pm 

 
Connect with GenZ, Millennials Gamers through Memes and Creative Ads 
According to 9GAG annual survey response, Gen Z gamers spend twice as 
much time hanging out with friends in games than they do in real life.  With 
gamers spending 12.2 hrs per week playing video games versus 6 hrs hanging 
out with a friend in person. These gamers not only view their time in game as 
escapism but also an extension of real life. This talk will cover how to use 
creativity and build interactions while advertising games to Gen Z and 
millennials. This talk will walk the audience through real case studies and data 
that can be useful to all users. 
 
Speaker: 
Kevin Kwong, General Manager, 9GAG Ltd (Hong Kong SAR) 
 

5:00pm End of Day One Expo Stage Sessions 
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Agenda Day 2 
Friday, 21 October 2022 
 

Time Session  

9:30am Setup for 10:30am slot 

10:30am 

 
How to Attract Investors and Publishers? 
 
This session will provide you a greater insight into not just the industry as a whole, 
but how it relates to finding investors, publishers and also funding for your 
game. With a quick industry landscape and funding ecosystem overview, it 
explains the different types of funding you might receive as well as what to 
expect in your pitch. You will also get a chance to learn about what Xsolla is 
doing to help developers like you.  
 
Speaker: 
John Park, Business Development Manager, Investor & Developer Relations, 
Xsolla (South Korea) 
 

11:30am Setup for 12:30am slot 

12:30pm 

 
Data-Driven Game Opportunity Sizing 
 
Game developers are full of huge, exciting ideas. However, time and resources 
are finite, so they can often only focus on a few (or a single!) idea. In this 
presentation, Newzoo dives deep into how developers can use data to sift 
through the noise and decide on the best idea to pursue. Even during the 
concept stages, quantitative benchmarks can help developers evaluate new 
game concepts and their potential. Along with analysis techniques, attendees 
will gain insights into trends and unique data from all levels of the games 
market. 
 
Speaker: 
Guilherme Fernandes, Cloud Gaming Lead, Newzoo (Denmark) 
 

1:30pm Setup for 2:30pm slot 

2:30pm 

 
From Good Leadership to Great Leadership: The Role of Leaders in 
Advancing Gender Inclusivity in The Games Industry 
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We have invited women leaders to discuss the gender inclusivity in the games 
industry, with focus on Asia. The panel will review data on women 
representation in the game industry and provide their opinions on how 
organizations will benefit from gender inclusivity through various actionable 
initiatives. They will discuss the role of leaders in driving changes in workplace 
culture to attract, engage and retain women talents and enable the game 
industry to grow with diverse ideas and perspectives outside of the current 
norm. 
 
Panelists: 
Sandhya Devanathan, VP, Facebook Gaming, APAC, Meta (Singapore) 
Uma Thana Balasingam, VP, Partner & Commercial Organization, APAC & 
Japan, VMWare (Singapore) 
Ksther Lim, Chief People Officer, Affyn (Singapore) 
Caroline Putri Pratama, Research Project Manager, Niko Partners (Indonesia) 
 
Moderator: 
Kah Hui Teo, Co-Director, Women in Games Asia (Singapore) 
 

3:30pm End of Expo Stage Sessions 

 
  



  

 
Agenda is subject to change 

6 

 
Speakers 
 

 

 
 

Hyeyon Kwon, CEO & Cofounder, TentuPlay 
 

Hyeyon is the Co-founder and CEO of TentuPlay. TentuPlay empowers 
the game service team to optimize their players' engagement with 
the fast cycle of test and analysis. With TentuPlay, games can provide 
a personalized gaming experience for players. Hyeyon also writes 
game stories and scripts with her passion for literature and games. 

 

 
Drew Pan, Founder and Game Developer, Neo Tegoel Games 
 
Drew is a jack-of-all-trades storyteller, with notches on his belt for 
screenwriting, visual effects, and indie game development. He 
created Gloom and Doom, a dark comedy visual novel about 
supernatural slackers and suicide prevention, and Teenage Textbook: 
The Series, a teen comedy nationally televised in Singapore. During 
the day, he helps brands tell their stories as an Account Director at 
creative and media agency VaynerMedia APAC. At night, when the 
emails finally end and the kids are asleep, he likes to scribble and 
doodle his own stuff. 

 

 

 

Ian Fun, Senior Narrative Designer, Area28 Technologies 
Limited  
 
After graduating (miraculously) from UC Berkeley with a BA in 
Comparative Literature, Ian has somehow managed to successfully 
eke out a living as a Narrative Designer and Scriptwriter over the last 
six years in the gaming industry. He has shipped indie as well as triple 
A titles like Assassin’s Creed Odyssey and Valhalla while at Ubisoft 
Singapore. Ian is also part of the Writer's Guild of America after AC 
Odyssey was nominated for best Narrative in a Video Game. Now he 
is involved in blockchain and web3 gaming with Area 28 as a Senior 
Narrative Designer. 

 
 

 

 

Wayne Rée, Co-creator, Work-Life Balance (Singapore) 
 
Wayne Rée is the co-creator of the prose/comics mash-up, Work-Life 
Balance, and its accompanying text-based game, Internal 
Damnation. He also co-created the comic, Worlds Apart: A 
Conversation About Mental Health, and the fan-favourite audio 
series, Ghost Maps. His short stories have appeared in numerous 
publications. Find him online at waynereewrites.com 



  

 
Agenda is subject to change 

7 

 

 

 
Etienne Bouvier, Senior Transmedia Content Manager, Ubisoft 
(France) 
 
Etienne has been working at Ubisoft for 6 years as a Transmedia 
Content Manager. Having previously worked on transmedia 
development, he joined Ubisoft in 2016 as Publishing Content 
Manager for French-language projects, and as editor for the graphic 
novels published by Ubisoft in-house publishing label, Les Deux 
Royaumes. He then joined the Global Teams, overseeing transmedia 
content development based on all Ubisoft franchises for the 
European and Asian markets. He describes his job as that of a 
creativity facilitator, enabling external creative partners to get a grip 
on Ubisoft franchises to deliver the best stories they can in their novels, 
mangas, webtoons and other fiction-related formats. 

 

 

 
 

 

Sybil Collas, Narrative Designer & Writer, Freelance (France) 
 
Sybil Collas is a narrative designer, writer, and consultant. They work 
with clients ranging from video games companies to television and 
advertising institutions (Don't Nod, Ubisoft, Warner Bros., TF1, We Are 
Social and more). Having navigated the ever-changing rules of 
interactive narration and authorial design for more than ten years, 
they now explore the stakes of new media storytelling - be it in 
extended realities, physical entertainment spaces, or virtual 
influencers. Furthermore, as a queer and neurodivergent creator, 
they hope to keep assembling a vision of the industry where 
interactive media would become the preeminent window on diverse 
realities, fictive or not. 
 

 

 
 

 
Kevin Kwong, General Manager, 9GAG Ltd 
 
Kevin is the General Manager of 9GAG, a publisher that focuses on 
creators and brands through content marketing. Kevin heads the 
commercial and product development of the company. Before 
9GAG, he worked with start-ups and crypto exchanges for over 15 
years.  
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John Park, Business Development Manager, Investor & 
Developer Relations, Xsolla 
 
Earned an MBA at the University of Southern California (USC) Marshall 
School of Business, John Park spearheaded new business initiatives 
with Fortune 500 companies at LG.  He then started his gaming 
industry career at Smilegate and brought tangible and meaningful 
revenue making opportunities.  He is bilingual, culturally competent, 
and a warm-hearted communicator.  Equipped with an in-depth 
understanding from a gamer's perspective, he analyzes, formulates 
and executes business strategies in line with the company's overall 
objectives and vision. 
 

 

 
Guilherme Fernandes, Cloud Gaming Lead, Newzoo 
 
Guilherme is the Cloud Gaming Lead at Newzoo, the world's most 
trusted and quoted source for games market insights and analytics. In 
addition to his responsibilities as the product owner of Newzoo’s 
annual Global Cloud Gaming Report, Guilherme manages Consulting 
projects with some of the company’s largest clients. He keeps a close 
eye on the latest trends in the overall games business, advising clients 
and making sure that Newzoo's models accurately reflect them. 
Currently, Guilherme is based in Denmark, but he has previously lived 
in the Netherlands, Singapore, and Sweden. Originally from Portugal, 
after completing his MSc in Economics at NOVA School of Business 
and Economics, Guilherme kick-started his professional career in 
Consulting at PwC in Lisbon. He is passionate about games and 
exploring what the future of the industry may shape up to be. 

 

 

 
 

 
Kah Hui Teo, Co-Director, Women in Games Asia (Singapore) 
 
Kah Hui Teo is the Global Localisation Manager at Keywords Studios. 
She currently serves as a council member of the Keywords Studios 
Global Diversity, Equity, Inclusion & Belonging Council. Kah Hui was 
appointed a Women in Games Ambassador in 2020 and became the 
Co-Director of the newly established Women in Games Asia Chapter 
in May 2022. Kah Hui was elected to the Executive Committee of 
Singapore Games Association in June 2022.  Currently, she is also 
serving on the Singapore National Translation Committee Chinese 
Resource Panel and as the Mentorship and Education Manager of 
Women in Localization Singapore Chapter. 
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Sandhya Devanathan, VP, Facebook Gaming, APAC, Meta 
(Singapore) 
 
Sandhya Devanathan leads the Global Gaming Business for 
APAC at Meta. Prior to joining Meta, she worked in the 
banking sector where she ran both business and product 
teams for Standard Chartered and Citi across India, 
Singapore, the US and the Philippines. Together with the 
organization UN Women, Sandhya helped launch the 
Girsl2Pioneers STEM program in Singapore. Furthermore, she is 
on the advisory board of the Women’s Forum Asia as well as 
being the executive sponsor for Women@Meta APAC. 
 

 

 
 

 

Uma Thana Balasingam, VP, Partner & Commercial 
Organization, APAC & Japan, VMWare (Singapore) 
 
Uma Thana Balasingam is Vice President & General Manager – 
Partner & Commercial Organization, Asia Pacific & Japan at 
VMware. In this role, Uma is responsible for driving the regional 
commercial segment strategic plan and revenue attainment, in 
addition to driving execution of route-to-market plans with VMware’s 
ecosystem across 48 markets.  
She was recognized in CRN’s The Most Powerful Women of the 
Channel global list in 2018, 2021 and 2022 and Singapore’s Top 100 
Women in IT in 2020. She was also named LinkedIn’s Top 10 Voices in 
Gender Equity in 2022.  
Uma is also the co-founder of Lean In Singapore and the founder of 
Lean In Women in Technology Asia & Women In Technology 
Singapore. LeanIn.Org was founded by Facebook COO Sheryl 
Sandberg to empower women to achieve their ambitions. Lean In 
Singapore, founded in 2016, is a community of 4000 women, men 
and others that comes together to be inspired, empowered, and 
educated with a focus on driving gender diversity in the workplace. 
 

 
 

 

Ksther Lim, Chief People Officer, Affyn (Singapore) 
 
Ksther Lim, is the Chief People Officer of Affyn, a blockchain 
metaverse gaming company. Before this, she was Vice President 
Human Resources in ComfortDelGro, a global conglomerate as well 
as one of the largest land transport companies in the world. Prior to 
that, she set up and headed the Young Talent Office in GovTech 
Singapore, one of the top 10 employers with IT graduates. 
Other than building practical and sustainable people practices and 
solutions, she is passionate about Diversity, Equity and Inclusion. She 
drives and incorporates DEI into HR Philosophy and practices, and 
started initiatives like Girls-in-Tech in the past. 
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Caroline Putri Pratama, Research Project Manager, Niko 
Partners (Indonesia) 
 
Based in Jakarta, Caroline is responsible for managing the analysis 
process in Niko’s research projects and deliverables. While her 
background is in research and academic writing, over the years, she 
had expanded her expertise in a multitude of subjects, including 
project and stakeholder management. Previously, she worked as an 
Advisor at the Deutsche Gesellschaft für Internationale 
Zusammenarbeit (GIZ) GmbH for the ASEAN-German PROTECT 
project. Caroline obtained her master’s degree from the Graduate 
School of International Studies (GSIS), Seoul National University. She is 
fluent in English, Indonesian and Korean. 
 

 


