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Ben Judd is head of the Japanese branch of DDM, the world’s largest video-game
agency. During his years at Capcom, he created their internal localization division,
voiced the main character 'Phoenix Wright' in the Ace Attorney series, and was the
first foreign producer at Capcom, credited for Bionic Commando 3D and Bionic
Commando Rearmed.

In addition, Ben has worked closely with many talented teams including Platinum
Games, DIMPS, and From Software, and partnered with Koji Igarashi to produce the
Kickstarter campaign for Bloodstained: Ritual of the Night, breaking the funding
records he established with the monumental Kickstarter for Mighty No.9.

Ben was the MC for the original BitSummit, and BitSummit 2016, and is excited to
host this year's show as well!
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James "Milky" Mielke spent over a decade in the gaming media, as editor-in-chief of
Electronic Gaming Monthly and 1UP.com, while contributing to publications like Xbox
Famitsu and GamesTM. He then moved into video game development as a producer
at Q Entertainment, working on acclaimed titles such as Child of Eden and Lumines:
Electronic Symphony.

After moving to Kyoto to join Q-Games as a producer, he hatched the idea that would
become BitSummit, acting as creative director since its inception as Japan's leading
event for indie game developers. He has since relocated to his hometown of New
York City and continues his career in the video game industry there, although his
love of Japan remains undiminished.
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Koji Igarashi joined Konami in 1990; while there, he worked as a programmer in the
Educational Software division before moving to the Consumer division. His work
includes enemy programming for Detana! TwinBee (PC Engine), story and
programming for Tokimeki Memorial (PC Engine), and story and programming, as
well as late-stage direction, for Castlevania: Symphony of the Night (PlayStation).
From Castlevania Chronicles onward, he worked as a producer for the Castlevania
series for several years before moving to the Social division at the end of 2011.

He left Konami in March 2014 and six months later on September 16, 2014, he
became a founding member and Executive Producer of ArtPlay. Now, in addition to
developing mobile games, Igarashi is getting ready to create another hotly
anticipated titte—Bloodstained: Ritual of the Night, a project made possible by the
generous backing of his fans through Kickstarter.
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Atsushi Inaba was born in Ishikawa Prefecture in 1971. After working for several
game companies, Inaba joined Capcom in 1998, and from 2000 he worked in the
game development division as a producer. In 2004, he was appointed CEO for
Clover Studio, a development-focused subsidiary of Capcom. In 2006, Inaba left
Capcom to form his own company, SEEDS, and in October 2007, SEEDS merged
with the company ODD and was rebranded as Platinum Games. Since this merger,
Inaba has served as the head producer for the development division, where he
continues today.
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Goichi Suda entered the game industry in 1993 as a project planner at Human
Entertainment, where he worked on projects including the Super Fire Pro Wrestling
series and Moonlight Syndrome. In 1998, Suda left the company and founded
Grasshopper Manufacture. Acting as director, scenario writer, and game designer for
many titles, the unique worldview created by the style of his games has earned him a
following of passionate fans.

Some of Suda’s most iconic titles include The Silver Case, Killer7, and the No More
Heroes series. His most recent project, Let It Die, was released as a PS4 exclusive
in 2016.
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Suda Goichi - Grasshopper Manufacture
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Game musician and composer, Professor Sakamoto has a knack for composing
tunes with an 8-bit flavor. His album, SKMT, topped the iTunes Store's electronic
charts in both the Albums and the Singles categories. He has performed on TV
programs such as Sekai Maru Mie! TV Tokusobu and Q-Samal!!. In 2012, he
performed overseas with appearances at Sweden's DreamHack and France's
JapanExpo. In 2013, he expanded his reach to pop culture by composing music for
Sakura Gakuin's Cooking Club band, Miniparti, as well as for a number of
smartphone apps such as Sangoku Tenka-Trigger. In 2014, Sakamoto released his
long-awaited REBUILD album. He continued to work relentlessly both at home and
abroad, and recently made a public appearance at the MIYABI JAPAN STORY
Japanese media festival in Stockholm, Sweden. Professor Sakamoto is also a
regular member of the Japan Synthesizer Programmer Association.
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Masaya Matsuura
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Matsuura was born in 1961 in Osaka. He is a musician and producer, and graduated
from Ritsumeikan University.

1983-1996: Leader of the cutting edge pop unit, PSY-S.

1996: Designed and produced PaRappa the Rapper, said to be the father of modern
music games.

1999: Designed and produced UmJammer Lammy and vib-ribbon.

2003: Produced the sound for Sony’s AIBO.

2004: Received the First Penguin Award at GDC.

2005-2014: Produced the Tamagotchi Connection: Corner Shop series, a total of 8
titles.

2012: Produced Haunt (XBLA Kinect).

2016 Produced Furusoma, for mobile platforms

Matsuura is often invited as guest speaker to various game industry-related events
around the world.

Currently an emeritus board member of GDC.
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Greg Rice is the VP of Business Development of Double Fine Productions. He
previously served as the Producer of Broken Age, the result of the studios record
breaking Double Fine Adventure Kickstarter campaign. In addition to heading up
publishing duties on all Double Fine releases, Greg also handles the Double Fine
Presents external publishing label which has helped support a wide range of unique
independently developed titles like Gang Beasts, Gnog, and David OReilly's
Everything. Prior to Double Fine, he worked as an assistant to Seamus Blackley at
Creative Artists Agency.
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Luke Crane is the Head of Games at Kickstarter. In his tenure he's helped thousands
of games find success on the platform. He's worked with first time designers and
industry veterans to bring many beautiful games to life.
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Fumika Noichi - Alvion

TILI4A L DIF— x—,  TATa1—H—FEBLULTVET S —LERDT
Ea—(F, A0TUPzUMRTLRRITHEARL AT HAF—ELTI7A
V—IVILLEE DR I7AV—IVILLEEORELFIELLI-LIADDIFEY
FT. EDRTIVT4A VDRI (1ZEDY. Y—AT4T7ZIFLH3FAMIL SCERELD
ICHASLELR BERKRLAGT—LSHE ADTROY/NA—ELTHIDFILOMIE
DT —LBRFEZELENDL, RTY9orv—EL T AUDF DT —LOTTIERHEL
WITTWET ZRIETIE. PSAURD T T RT+—ILUZEEENLELT,

Fumika Noichi is a manager at Alvion, running production for the company.

S/he made his/her debut in games as Intelligent System's lead designer, first helming
Fire Emblem: Mystery of the Emblem and Fire Emblem: Geneology of the Holy War.

Afterward, __ helped establish Alvion and developed three titles, including
"Circadia," together with SCE.

Now, Alvion works with several game companies on both original works and
copyrighted titles, while still finding the time to work on works of their own as a
publisher.

The company has recently put out a PS4 version of their highly successful title,
"Malicious Fallen."
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Kayin is the creator of | Wanna be the Guy and | Wanna be the Guy: Gaiden. His
current project, Brave Earth: Prologue strives to strike a different, more classical type
of difficulty when compared to the reputation of his previous works.
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Joakim is a solo game developer from Sweden with a passion for exciting action
design, colorful characters and designs. There's a special place in his heart for
bosses.

Konjak
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"D-Pad Studio is a small indie game studio, best known for our flagship game
Owlboy, which is a story-driven platform adventure game where you can fly, explore
and discover new friends.

In 2013, they released Savant - Ascent, their first game. It's a fast-paced shooter for
PC and mobile.

The team is situated in Norway, the US, and Canada, consists of 5 people, and
started working together in 2007.

As a team, we are all inspired by the old video games that we grew up with, and we
want to create games that are as full of charm and interactivity as the old classics.
We greatly value our artistic independence and artistic and moral integrity, and try to
make games that inspire both thought and emotion."
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We're Radical Fish Games, a bunch of developers from Germany and closeby,
working together over the internet! We love doing fancy pixelart, polishing game
mechanics, and hiding puns in our games
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CEO of Grounding, Inc. and director of Enethief. Began working at Granding after
having served roles at Sega, SCE, and Microsoft Had a hand in shipping the Xbox
One launch title "Crimson Dragon"; known for such titles as Panzer Dragoon (Sega)
and Phantom Dust (Microsoft)
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Masayuki Onoue is a director at Game Freak who joined in 2010; he's known for his
involvement in the development of the Pokémon series and TEMBO THE BADASS
ELEPHANT, among others, and started off as the director of GIGA WRECKER
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Hiroto Itou is a planner at Game Freak who joined in 2010; known for his involvement
in the development of the Pokémon series and TEMBO THE BADASS ELEPHANT,
among others; worked out what concepts would make it into the GIGA WRECKER
game, and was heavily involved in planning out the game's design
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Hitomi Ogawa is a designer at Game Freak; started out by creating the effects for
GIGA WRECKER after joining the company in 2016. She helps determine the
direction of the design and user experience.
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Born on November 27th, 1975; game DJ and producer; joined ENIX (now SQUARE
ENIX) in April of 1998; started his own company, SHISHIRARA, in July of 2015; had
a hand in a wide variety of titles for multiple platforms, including the Suzuki Explosion
(PlayStation), Heavy Metal Thunder (PlayStation 2), Chaos Rings (iPhone/Android),
Kaku-San-Sei Million Arthur (iPhone/Android), and "Real Life" Million Arthur (TV
show). His most recent works are Cosmos Rings (Apple Watch) and Blazing
Odyssey (iPhone/Android)
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Ando Takehiro
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Nikita Mikros
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Nik is the co-founder and CEO of BumbleBear Games, LLC., a game design and development
firm specializing in local multiplayer and arcade games including Killer Queen.

Nik has been making games professionally since 1997 and as a hobby since 1983. He has
worked on numerous platforms including PC, Mac, iOS, GBA and live action “street” games. The
focus of his work currently is the intersection between local multiplayer arcade games and
e-sports. His hit 10-player arcade game Killer Queen (killerqueenarcade.com) has received
numerous accolades including Indiecade’s Developers Choice award, as well as an IGF
nomination for best game design. The game continues to build communities at arcades across
the country. In November of 2016, the first national tourmanent (BumbleBash) was held in Austin
Texas, where 34 teams from around the country came to compete. BumbleBash Il in Minneapolis
Minnesota looks to be even bigger and more awesome.

Nik is a graduate of the MFA Computer Art Department at SVA Class of 1993. Before that he
studied painting at Queens College. He has been teaching at SVA since 1995 as well as CUNY
Citytech, Seton Hall University, Sarah Lawrence College, Mercy College and Harvestworks.
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Takuya Aizu (45) is the president and CEO and Inti Creates Co. Ltd. and hails from
Inuyama in AichiPrefecture.

In 1996, Aizu and 10 of his comrades left their jobs at Capcom and joined together to
form Inti Creates.

He has over 24 years of experience developing games for home consoles, which
includes his work on the Mega Man Zero series (published by Capcom), Mighty No. 9
(published by DEEP SILVER), and many other titles. He has also produced over 50
titles, including his latest title released for theNintendo Switch/3DS, Blaster Master
Zero (published by Inti Creates).

Takuya Aizu - Inti Creates



Chyado Sensei - Twitch Streamer

RERD2011FEIC, FEASSBLTRZIZAZLFELZ, 22X EFHEoTHSLLKD
MOBREFEICRVBAEL . BEEERS —LSIIPEYMEIYNEETIRY
FrDWFIEZRAD R THR—,SETIALTLVET, Twitch® 2K/ A\—~F—T.
Twitch Japan¥I D5 O—/NILETL—E—TEHYE T 5—IU T EVNSBKREHEIL
ENSAARTBEHZATLNET, £f=. Japan_StreamDIAZIa=F4!)—5—&LT
YouTubeT. FEBARUNDEIZENS —LETLALEALY —LRNAEOETHE
REETELCELHYET S

Chyadosensei: 6 years ago (2011), | decided to make a dramatic life decision. | went
to Chiba, Japan to do the full 4 years of college to get my Bachelors degree. Now,
I've had a few different jobs here from translating to content creation to hosting huge
events like Tokyo Game Show and BitSummit.

I'm a partnered Twitch streamer (The first global moderator for Twitch Japan which
I'm very thankful for!) who enjoys teaching others Japanese and while enjoying my
hobby of gaming. I'm also the community leader for Japan_Stream and often do
[translation videos] on YouTube for games that have yet to been put into English.
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| started my YouTube channel 2.5 years ago in Japan. | mostly play horror games,
but what sets my channel apart is that | provide full bilingual playthroughs of games
that either only release in Japan, or release sooner. With a Masters degree in
Japanese, | translate and edit these (horror) games myself, which is an extremely
time consuming, but very gratifying experience. Some of my translations for indie
developers are now being used to localize games for English speakers.

GirlGamerGab - Twitch Streamer
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My name's Robynne, or RobyLou on Twitch.

I'm 23 years old and | major in Japanese Studies in the United Kingdom, but am
currently studying at & & X% on a year abroad. | may be studying Japanese but
because | spend so much time playing video games instead of studying my
Japanese level isn't very good!

| first became interested in Japan at the age of 10 when | watched the Japanese
Final Fantasy X-2 trailer and heard "Real Emotion" by Koda Kumi. Since then I've
been a massive JRPG and MMO fan, with over 1,500 hours in Final Fantasy 14 : A
Realm Reborn. Recently, thanks to streaming, | have also started playing other game
genres like First Person Shooters, Visual Novels and Indie games.

I've been streaming on Twitch for a little over a year now, and | am currently playing
NiER:Automata and

Persona 5.
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Baiyon - Q-Games, LTD Creative Producer
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Kyoto’s Baiyon creates works of experimentation and is minimal. His passion as a
music producer and love of video games led to an interesting career move; directing
unique, experience-oriented video games. Now under the Q-Games banner, Baiyon
is bringing new ideas, visuals, and gameplay to the world.

Baiyon is an accomplished art and sound director for titles such as PixelJunk Eden
and PixelJunk 4AM, and also created sounds for the title LittleBigPlanet 2 to name a
few. He has performed all over the globe on stages of all sizes and released several
solo albums, and has even contributed the soundtrack to the critically acclaimed
Moog, a synthesizer documentary film.



