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Keynote Speaker: David Lightbown

User Experience Director, Ubisoft, Montreal

David Lightbown has been working professionally in computer graphics for 20 years.
He has spent the majority of his career focusing on the efficiency of game development
pipelines and tools. David has presented at the Game Developers Conference, Siggraph,

and the Montreal International Game Summit on multiple occasions.

In 2010, he received the Autodesk Master award, which recognizes people who have
made a significant contribution to the digital content creation community.

David's new book, "Designing the User Experience of Game Development Tools", was
released in 2015. He currently holds the position of User Experience Director for the
Technology Group at Ubisoft Montreal.



