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Erik Natzke 

 

Natzke is an interactive designer who blurs the borders between design and technology. 

He is a risk-taker with no fear of failure and an unflagging determination to never throw in 
the towel, Natzke's Midwest work ethic andrare talent serve him well as he pioneers the 
frontiers of art and science. 

Recently named one of the Top 10 Young Designers by HOW magazine, Natzke, along with 
his commercial and personal work, are applauded throughout the world of international 
design and advertising. 

 www.natzke.com 

Beyond the Knowledge: The Art of Play 

 

Sometimes the most effective way to captivate an audience is through delivering an 
experience that defies the convention. 

Pioneering the bleeding edges of technologies is not unlike spending countless hours building 
Legos? as a child. Knowledge being the foundation while imagination becomes the building 
blocks for the inventor and dreamer within us all.  
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Jer Thorp 

 

Jer Thorp is an artist and educator from Vancouver, Canada. A former genticist, his digital 
art practice explores the many-folded boundaries between science and art. 

Thorp's award-winning software-based work has been exhibited in Europe, Asia, North 
America, South America, and Australia and all over the web. 

Jer is an instructor in Langara College's Electronic Media Design Program, and a guest 
lecturer for the University of British Columbia's Department of Art History, Visual Art and 
Theory.ï¿½ 

In his previous life as a Flash developer and designer, Jer produced work for a broad base of 
clients including Honda, The Canadian Broadcasting Corporation, FOX, and the LA 
Kings.ï¿½blprnt.com, Jer'sï¿½unique collection of organic Flash experiments and generative 
artworks, has won numerous awards and has been featured in many design magazines both 
online and in print. 

www.blprnt.com 

Emergence 

 

Emergence refers to the way that complex systems and patterns arise out of relatively 
simple interactions. 

In this session we'll look into some of the ideas behind emergence, and will explore in detail 
the role it plays in the creative process. 

We'll talk about the effects of emergence in a variety of diverse areas, including economies, 
ecologies, and, of course, barrooms. 

Along the way, I'll show a variety of new generative works which tread into emergent 
territories, and will unravel some of the underlying code that brings these projects to life. 



6 
 

Carlos Costa 

 

Nando Costa is a Brazilian graphic designer and director. Nando has created a wide range of 
artworks for both print and interactive. 

With four years of traditional drawing and experimental photography and painting education 
at the well respected Brazilian Art School of Parque Lage, Nando gradually developed his 
own style as an illustrator and has made his work well-recognized all over the world. Over 
the following years Costa showcased a variety of graphic experiments involving a 
combination of illustrations, Flash and Music. 

Nando is Creative Director at Nervo, a design firm based in Portland. Nervo's diverse 
collective of digital artists create filmed and animated artwork for a variety of TV and online 
applications. The studio's wide-range of styles and techniques is influenced by their great 
interest in analog art. Nervo's have produced solutions for a wide range of names such as 
McCann-Erickson, Arnold Worldwide, Concept Farm, Microsoft, Timex, Dentyne Ice and 
Nike amongst others. 

www.nandocosta.com 

Motion Graphics, one frame at a time. 

 

For the last 8 years I have been focusing my time on designing and directing animation. 

Overtime the creative and technical challenges changed and the work morphed, re-defining 
my methods and creating new interests. 

I plan to share some of the process behind the work we do at Nervo, how the ideas 
materialize in a concise way, but still keeping the creative process very spontaneous. 



7 
 

Jonathan Harris 

 

Combining elements of computer science, anthropology, visual art and storytelling, Jonathan 
Harris designs systems to explore and explain the human world. 

He has made projects about human emotion, human desire, modern mythology, science, 
news, anonymity, and language, and documented an Alaskan Eskimo whale hunt. He was 
commissioned by Yahoo! to build the world's largest time capsule, and by MoMA to build an 
interactive installation about online dating. 

He studied computer science at Princeton University, and was awarded a 2004 Fabrica 
fellowship. The winner of three Webby Awards, his work has also been recognized by 
AIGA, Ars Electronica, Print, ID Magazine, and the State of Vermont, has been featured by 
CNN, BBC, NPR, Reuters, Metropolis, The New York Times, USA Today, and Wired, and has 
been exhibited at Le Centre Pompidou (Paris), and MoMA (New York). 

He has given lectures all over the world, including at Google, Princeton and Stanford 
Universities, the TED Conference, and on Bhutanese television. Born in lovely Vermont, he 
lives and works in Brooklyn, New York. 

number27.org 

The Art of Surveillance and Self-Exposure 

 

An exploration of artworks, concepts and techniques that use benign espionage to unearth 
honesty, candor, and beauty in the everyday lives of normal people, thereby crafting 
portraits of humans through secret analysis of their footsteps.  
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Robert Hodgin 

 

Robert Hodgin has recently switched coasts and now lives in San Francisco. 

He is a founding partner of the Barbarian Group and heads up its west coast office. 

He got his start with Flash but doesn't like to talk about it. What he does like to talk about 
is his love for Processing and audio-visual experimentation which he showcases at 
flight404.com. 

These experiments in no way reflect his schooling. He graduated from the Rhode Island 
School of Design with a degree in sculpture in 1998. He paid off his last school loan a couple 
months ago. Things are looking up. 

www.flight404.com 

The Best 8 to 12 Hours of my Life. 

 

On the 1st of November, 1991, I did something that changed the course of my life forever. 
Actually, I did four things at once that changed the course of my life forever. Since that 
fateful event, I have dedicated my life to the pursuit of synaesthesia. I have also dedicated my 
life to using the hybrid 'ae' character in as many words as I can maenage. 

During my presentation, I will talk a bit about this life-changing event and show the results 
of my endeavors. It will be a treat for both the cochleae and retinae.  
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Andreas Muller 

 

Rich Media Director at Hi-ReS! for a number of years before founding Nanika together with 
Hi-ReS! founder Florian Schmitt. 

Apart from his contributions to various award winning projects while at Hi-ReS!, in 2005 he 
was awarded the Tokyo Type Directors Club Grand Prix for his piece "For All Seasons", the 
first and so far only interactive piece to receive the Grand Prix. 

In 2007 Wind (see on session page) and SwimmingMessageSystem (see on session 
page) were selected by Wired magazine to go on display at the yearly Wired NextFest 
festival. 

www.nanikawa.com 

Tools and techniques at Nanika 

 

This session will take a look at some of the Open Source tools we use at Nanika, some 
common computer vision techniques and hopefully sprinkle some useful tips on top. 



 

Nicolas Lierman 

Nicolas Lierman works as Innovation Architect for Broadchoice, a San Mateo based 
software solutions company where he leads the development of the behavioral analytics 
platform. 

Prior to joining Broadchoice Nicolas has worked at a top Agency as a Flash platform 
developer, was a Flash video consultant for the movie industry in LA and created one of the 
first cross media experiences on national TV with an interactive dating sh

He is also the author of he Analytics Reporting Suite for Google Analytics, one of the most 
popular AIR apps at the moment.

www.aboutnico.be 

Revolutionizing web analytics with Adobe AIR

Little under a year ago I released the first beta of the Google Analytics desktop reporting 
tool for Adobe AIR. 

It's been a great journey, I learned a lot about web analytics and over a 100.000 users have 
installed the application. 

That's cool and all, but it doesn't have to 
at things differently, we're creative thinkers and we have those special skills that big vendors 
will never posses. 

It's not because we're suddenly also desktop developers we have to forget who we are. 
That's why I have been working on a new project that, in my opinion, will dramatically 
change to way we work with data and gather insights. It's web analytics on crack!
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Peter Elst 

Peter Elst is a freelance Flash Platform Consultant based in Belgium passionate
Internet Application development.

As an Adobe Community Expert and certified instructor he spends most of his time on the 
road doing consultancy and training on ActionScript 3.0, Flash, Flex and AIR and speaking at 
various industry events. 

Peter has had his work published in leading magazines and is the author of several books, 
including "Object-Oriented ActionScript 3.0" (friends of ED, July 2007). Whenever he finds 
the time you'll find him blogging news, events and various experiments on his s

www.peterelst.com 

AIR Beyond the Basics -

In this session we'll move beyond discussing the basic AIR APIs and start looking at how you 
can push the envelope and get some solid desktop in
Integrated Runtime. Through various example applications (ranging from fun and zany to 
downright practical) you'll get a feel for what is possible with Adobe AIR and get inspired to 
build your own cross-platform desktop a
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Carlos Ulloa 

 

Carlos Ulloa is an interactive designer & developer, currently based in London and working 
under the studio name of carlosulloa.com. 

He has been passionately involved with interactive entertainment since the early 90s. During 
his experience in the games industry, while at Psygnosis and Sony, he oversaw and 
participated in the development of several titles for PC and PlayStation. 

In 1999, he moved into Flash development where he worked for OgilvyInteractive in 
Madrid, DoubleYou in Barcelona and Hi-ReS! in London, among other design and advertising 
agencies. During these years, his Flash work has evolved into the fields of graphic and 
typographic effects, motion design, interactivity and 3D. 

Carlos' recent commercial work includes major projects for Mercedes, Sony and BBC. He is 
also the creator and Project Lead of Papervision3D, an Open Source 3D engine for Flash. 

carlosulloa.com 

The best way to predict the future is to invent it 

 

This session will focus on the techniques, workflow and planning necessary to overcome the 
creative and technical challenges when creating interactive experiences in Papervision3D. 

Carlos will present the latest project of carlosulloa.com, a truly innovative research and 
development programme, giving an inside view of the entire creation process, from concept 
and planning, to development and art production.  
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Hoss Gifford 

 

Hoss Gifford is Digital Creative Director for Marque, dividing his time between their 
Glasgow, London and New York offices. 

He is the co-author of several books including New Masters of Flash and Flash Video 
Creativity and speaks at design and technology conferences around the world. 

With something to amuse and offend just about everyone, Gifford invites you to spank his 
monkey.  

www.hossgifford.com 

Abstract Narrative 

 

The three most important elements of compelling creativity are narrative, narrative and 
narrative — so why do so many of us dismiss narrative as a tool for toon animators and film 
makers? 

A careful examination of the most rewarding user experiences reveals a strong use of 
narrative. If you’re already creating successful creative work then you are no doubt imbuing 
that work with a rich story, even if you don’t realise that you’re doing it! 

Despite the title, this talk won’t examine traditional narrative usage, instead looking at how 
abstracted narrative can make the difference between success and mediocrity in everything 
from interactive animations to online games to RIAs to marketing microsites — with special 
attention given to the sharing of narrative between multiple users and how their interactions 
can enrich the story.  
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Julian Dolce 

 

Julian Dolce is Director of Creative Technologies with Fuel Industries in Ottawa, a company 
specializing in online branded entertainment that focuses on creating immersive and 
engaging web experiences for its clients and their customers. 

As a valuable contributor to Fuel Industries' successes, Julian directs his team to remain on 
the cutting edge of new design technologies in order to create the most original Flash and 
Silverlight Applications. 

In April 2008 Fuel help launch McDonald's first Digital Happy Meal Toy, with 81 million units 
in 30+ countries in Europe. 

www.fuelindustries.com 

Creating the Next Generation Happy Meal Toy 

 

From the initial creative to the distribution of 80 million units, join Julian, Director of 
Creative Technologies with Fuel Industries for an intimate look at the process driving 
development for McDonalds' next generation Happy Meal Toy. 

Explore the inevitable challenges that working with a highly inter-disciplinary team presents. 

Learn about the various tools and approaches adopted to ensure a smooth project work 
flow from conceptual to delivery, on time and within budget.  
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Koen De Weggheleire 

 

Koen De Weggheleire is a faculty member of the Technical University of West-Flanders 
(HOWEST) where he teaches Flash Platform Solutions (Flash, Flex, AIR) with a smile. 

As the Adobe User Group Manager for Belgium (http://www.adobeusergroup.be) and 
Adobe Community Expert for Flash, Koen is heavily addicted to the community and inspires 
the community by his blog at http://www.newmovieclip.com and by speaking at several 
events (Adobe MAX, FITC, 360 Flex, Flashbelt, Flash on the beach...). 

He coordinates the yearly Belgian multimedia conference "Multi-Mania" (http://www.multi-
mania.be) where 1000 people come together to learn from industry experts and to share 
knowledge.  

Koen is author for friendsofED and published the book "Flex for Developers". He is 
currently working on the book "Advanced AIR applications" which will be published later 
this year.For O'Reilly, Koen is also working at the "Adobe AIR cookbook". When there is 
still some time left you can find Koen at his company "Happy-Banana" doing Flash Platform 
consultancy on advanced award-winning Rich Internet Applications.  

When Koen is not talking ActionScript you can find him producing music, collecting goodies, 
eating pizza or renovating his 100 year old house. 

www.newmovieclip.com 

Play With Pixels, bitmap manipulation with AS3 

 

Maybe you've used a displacement or convolution filter but never understood how it 
actually works...maybe you need some inspiration for your next mashup or you just want 
some tips on how you can make your daily bitmapdata life easier. 

In this session Koen will explain in depth how to use Actionscript 3 to do real time image 
processing. 

Fasten your seatbelt for an inspirational hour full of displacement, manipulation, convolution, 
matrices, webcam and of course a lot of bitmapdata and FUN!!  
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Rich Shupe 

 

Rich Shupe is the founder and president of FMA — a full-service multimedia development 
company and training facility in New York City.  

Rich teaches Flash and other digital technologies in academic and commercial environments 
worldwide. He is proud to be a three-time presenter at Flash on the Beach, and presents at 
other industry conferences including Flashbelt, FlashForward, Flash on Tap, and Macworld, 
among others.  

He is also the author or co-author of several texts, including Learning ActionScript 3.0 
(O'Reilly), Flash CS3 Professional Video Training Book (Lynda.com/Peachpit), the 
Adobe CS3 Web and Design Workflow Guides (Adobe), and Flash 8: Projects for 
Learning Animation and Interactivity (Oâ€™Reilly). He also presents Flash video 
training for Lynda.com. He blogs about ActionScript at 
http://www.LearningActionScript3.com.  

Clients include McGraw-Hill, Lippincott Williams and Wilkins, WH Freeman, Worth, 
Thompson, Prentice Hall, John Wiley & Sons, Pearson Education, Apple Computer, IBM, 
Harley Davidson, Nickelodeon, Marvel Interactive, Loews Theatres.  

www.fmaonline.com 

ActionScript 3.0 for Designers 

 

ActionScript 3.0 is the latest version of Flash's internal scripting language, and has been 
rewritten from the ground up. It's faster and more powerful, and provides much better 
author-time error reporting to help you write your scripts.  

With all that power and performance, however, comes a somewhat steeper learning curve. 
This one-day workshop will help get you started using AS3 whether you have experience 
with AS1/AS2 or are just getting started. 

The workshop will begin by bringing everyone to a comfortable level of familiarity with 
programming basics, and then move on to ActionScript-specific syntax. Demo source files 
will be used in each major topic area, illustrating concepts in both timeline- and class-based 
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examples. This combination of language fundamentals and task-based learning will have you 
understanding and writing your own AS3 code by day's end. 

Highlights include: 

• A brief overview of AS3-coding tools and interfaces, focusing primarily on Flash CS3 

• An introduction to programming fundamentals including operators, functions, loops, 
and conditionals, among other concepts 

• Working with variables and strong data typing for vastly improved error reporting 

• Adding assets to the new AS3 Display List for improved dynamic asset creation and 
depth management 

• Using AS3's new event model for more consistent and more powerful event flow 

• An overview of how to write classes, including examples of how to migrate timeline 
code to class structure using Flash CS3's new Document Class 

• A brief introduction to object-oriented programming 

• How to deliver true multi-channel sound in AS3 projects 

• How to deliver compelling video in your applications, including full-screen support 
and captions 

• How to load external assets 

• ... and more!  
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Richard Lord 

 

Richard is an independent Actionscript developer and consultant. He works for a diverse 
range of clients, either leading the client's development team through a project or working 
as a sole developer. 

He spreads the word on the joys of Actionscript by training and mentoring developers in 
programming and speaking at user groups and conferences about various Actionscript 
related topics. His most requested talks are on the use of Actionscript in game 
development, particularly in relation to physics and AI. 

While most of his current time is spent programming Actionscript, over the last 16 years 
Richard has used a mulitude of different programming languages (12 at the last count). His 
work includes games for PCs, Playstation2, XBox and the web and installations at various 
museums and galleries. 

Richard is the developer of Flint - the open source Actionscript 3 particle system 
(flintparticles.org) 

He is not as geeky as this bio makes him sound - Richard has been described as a 
"renaissance man" because of his work with mathematics and contemporary dance. He is 
taking this as a compliment. 

www.bigroom.co.uk 

Creating particle effects with Flint 

 

Flint creates particle effects in 2D and 3D. 

Flint simulates gravity, drag, explosions, flocking, collisions and a whole lot more, and it 
handles thousands of particles in real-time. 

Flint is open-source, is written in Actionscript 3, and while it integrates with Papervision3D 
and Away3D, it doesn't require either of them. 
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This presentation will look at what Flint can do, how to use it, and how to customise it. 
Richard will describe the underlying architecture for Flint, the choices made and why, and 
will walk through some of the core code. 

He will show you how to create a number of common particle effects including smoke, fire, 
explosions and flocking, how to extend Flint to create custom effects, and how to integrate 
those effects into a project in Flash or Flex. 

Richard is the lead developer of Flint. Flint is available on-line at flintparticles.org. 
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Mike Jones 

 

Over the years Mike has had the opportunity to produce high quality and innovative 
solutions for Adidas, Sony, IBM, PlayStation, BT, BBC, Macromedia, Hoffman La Roche, 
Novartis, RJ Reynolds, Shell, Diana Ross, The Beach Boys and Vanessa Mae to list a few. 

Some may remember some of his earlier work as one of the original members of Spooky 
and the Bandit. 

Mike also owns and runs FlashGen.Com which for quite a few years was the main focus 
point for Macromedia Generator information, articles and tutorials. 

Now he likes to spend his spare time developing Flash, Flex and AIR solutions as well as 
collaborating on mainstream RIA projects. 

www.flashgen.com 

Things To Make And Do 

 

While Flex has gone from strength to strength, there are still quite a few unanswered 
questions regarding ease of migrating to Flex if you are from a Flash development 
background. 

In this session you'll get a greater understanding of the Flex framework and how it 'ticks', 
focusing on the process of component development to illustrate or explain some of the 
main Flex concepts and in doing so will draw strength from Lego, small arms and fruit. 

While this session is aimed at competent ActionScript 2 or 3 developers anyone who has a 
passion for coding and an interest in finding out more than the Flex marketing blurb will 
benefit.  



 

Joa Ebert 

At twenty-one years of age Joa Ebert is one of the youngest professionals in the Flash 
business. 

He studied mathematics at the age of sixteen and went from school directly to the city of 
lights to work there as a CA until he came back to Germany
Hobnox ï¿½together with Andrï¿½ Michelle.

Besides that, Joa is continuously releasing a lot of his work as open
Flash community. This includes, the WiiFlash API and the popforge library.

www.hobnox.com 

Audiotool's Private Parts

The Hobnox Audiotool is a RIA allowing users to create music in CD quality using their 
browser. 
All started with a hack by Andre Michelle in 2005 allowing developers to synthesize sound 
in ActionScript at runtime. Several years later the work on an application began and resulted 
in the Audiotool. 

This session will take you into the details of how things work; problems we came across and 
how we solved them (MAKE SOME NOISE!?).

Joa Ebert will not talk about digital signal processing that much. Andre Michelle offers a 
great session with the new FlashPlayer 10 features on this.

Although it will get technical: lean back, get inspired, see how we work and hopefully avoid 
mistakes we made. 
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He studied mathematics at the age of sixteen and went from school directly to the city of 
lights to work there as a CA until he came back to Germany where he is now working for 
Hobnox ï¿½together with Andrï¿½ Michelle. 

Besides that, Joa is continuously releasing a lot of his work as open-source projects for the 
Flash community. This includes, the WiiFlash API and the popforge library.

Audiotool's Private Parts 

The Hobnox Audiotool is a RIA allowing users to create music in CD quality using their 

All started with a hack by Andre Michelle in 2005 allowing developers to synthesize sound 
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GMUNK Bradley Grosh 

 

Bradley Grosh is the Creative Head behind GMUNK, a one-man production house 
specializing in Motion Graphics for all media forms. 

Presently, Bradley has settled in the Hollywood Hills, freelancing for various Broadcast 
studios in Los Angeles. Before that, Bradley rocked the Aussie Broadcast Design scene for 
Sydney-based Engine Design. 

Before moving down under, Bradley jammed full-time for Imaginary Forces in Hollywood, 
doing mainly Broadcast and Film title design. 

Other engagements had Bradley pimpin' Broadcast Design at Heavy in NYC, Interactive 
Design at Vir2L Studios Europe, Freestyle Design at Interactive Planet Seattle, and a 
marathon Internship at Anderson Lembke Interactive. Bradley Studied Film, Fine Arts and 
Green+Bowls at Humboldt State University. 

www.gmunk.com 

GMUNKICKDOWN 08.9 

 

GMUNK will share his favourite projects, dissect them proper/tender and show loads of 
behind the scenes dirt so we can all learn something along the way.. 

We'd expect to see GMUNK's Design processors in fullFX, some rad Maya Dynamics, 3D 
TrickStiffness, and lotsa FastCuts to soothe the need for lotsa Fast Cuts... 

Older more dated works will surely be showcased and made fun of as well... Heaps visual, 
minimal BS, lotsa munkoLove... 

Audience: 
Anyone wanting to get into the world of Motion Graphix, Web Designers, Fine Artists, Print designers and 
anyone lookin' for some inspiration, them Industry Kickdowns and a most Lovely time... 
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Attain: 
A better understanding of how the broadcast design world operates, tricks of the trade using Photoshop and 
Maya, some fresh Inspiration and a SMILE dammit...  
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Seb Lee-Delisle 

 

Seb has been working in digital media for over 15 years and is now Technical Director at 
Brighton-based Flash specialists Plug-in Media. He combines his eye for design and animation 
with his understanding of maths and physics to give his work that extra flare and sparkle. 
Over the last 5 years he has specialised in Flash games, working with clients such as BBC, 
Sony, Philips, Unilever. and Barclays. 

Seb's work with Plug-in Media has pushed the boundaries of 3D and physics simulations in 
Flash, and he is now on the Papervision3D development team. 

He is a regular face on the international Flash conference scene, and has presented at Flash 
on the Beach, FITC, and FlashForward. He is known for his ability to communicate 
seemingly complex subject-matter in a friendly and accessible way. He is the manager of 
FlashBrighton, a Flash platform user group. 

www.pluginmedia.net 

Papervision3D Simplified 

 

Finally! Realtime 3D in Flash is taking off! Now that there are libraries like Papervision, there 
has never been more demand for 3D games, apps and websites.  

And naturally, with such a powerful library comes somewhat of a steep learning curve. But 
never fear! One of the Papervision3D development team, and Plug-in Media's Technical 
Director Seb Lee-Delisle is here to show you how to get started with the minimum of fuss, 
stress and bother.  

In this session he'll show you how to create 3D objects in code, import them from other 
3D apps and even make a simple game. 

Full source code will be provided and can be downloaded in advance from 
sebleedelisle.com.  



25 
 

Branden Hall 

 

Branden Hall is co-principal and CTO of Automata Studios, a consulting and development 
studio located outside of Washington D.C. 

Branden has been involved with Flash and the Flash community since 1998. 

He has been busy since then speaking at conferences, founding the Flashcoders mailing list, 
writing a number of articles and books on all sorts of web technologies, and, oh yeah, 
writing code. Branden lives in Maryland with his wife Patti, his two sons Kai and Finn, and 
three very ferocious (at least they like to think so) cats. 

www.waxpraxis.org 

Brilliant Ideas that I've Blatantly Stolen 

 

The world of Flash/Flex development may seem big, but it is just a tiny spec in the universe 
of software development. 

I have spent a lot of time over the past few years with digital pith helmet on exploring other 
languages, frameworks, and development strategies. 

Like any good old time explorer I then stole what I wanted and went back home! 

This presentation is all about sifting through that treasure and finding the real gems that 
make development easier, faster, and more fun.  
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Grant Skinner 

 

Grant Skinner is the CEO and chief architect of gskinner.com, a Flash development and 
consulting company. 

He works with leading new media agencies and progressive corporate clients to create 
cutting-edge applications, games and multimedia pieces. 

Grant's expertise in fusing coding with interface design, usability, marketing and business 
logic has garnered international acclaim and resulted in a number of prestigious industry 
awards, including Best Canadian Developer at FITC 2005. 

Skinner maintains an active blog at gskinner.com/blog/ , and an exhibit of his experimental 
work at incomplet.org 

www.gskinner.com 

Things Every ActionScript Developer Should Know 

 

Drawing from over a decade of experience working with Flash, Grant will share critical 
knowledge on a variety of aspects of ActionScript development. 

This session will focus on techniques, workflows, philosophies, and mental models that are 
important to understand, but difficult to learn from a book or website. 

While this session is targeted at beginner and intermediate attendees, experienced 
developers may find a lot of value in comparing approaches, and learning new techniques. 
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Mark Anders 

 

Mark Anders is Senior Principal Scientist at Adobe Systems where he is focused on making 
Flash a great platform for building the next generation internet user experiences. Prior to 
Adobe's acquisition of Macromedia, Mark co-founded and led the Flex Builder Team as Vice 
President of Engineering.  

Mark has devoted his career to helping developers realize their vision. He is best known for 
his work at Microsoft, where, during his decade long career, he led the creation of ASP.NET 
from its inception in 1998 until 2003.  

www.andersblog.com 

A Preview of Flex 4 and "Thermo" 

 

Flex 4, which is currently under development, will introduce a number of new features to 
make it easier to build more highly customized and unique experiences and to enable a 
greater focus on design. 

This session will explore some of the key new additions to Flex such as the new graphics 
elements, enhanced skinning, the new states architecture and more. 

It will also provide a peek at "Thermo", which is the codename for a new tool from Adobe 
to enable visual and interactive designers to transform static artwork into interactive 
experiences and applications and to work seamlessly with developers using Flex 4. 
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Keith Peters 

 

Keith began playing with Flash in 1999. After a couple of years making really horrible Flash 
web sites and huge intros, he discovered ActionScript, and has not looked back. 

Keith's award winning personal experimental web site, www.bit-101.com features over 500 
cutting edge flash experiments, with source available. It also has a series of tutorials on 
ActionScript which have been downloaded countless times and translated into many 
languages. 

Keith has contributed to eight books on Flash and written several magazine articles on 
various Flash subjects. 

Keith lives near Boston, MA in the USA, and is the Engineering Guru at Infrared5 
(www.infrared5.com). 

www.bit-101.com 

Advanced ActionScript Animation 

 

The book Foundation ActionScript Animation: Making Things Move!, Keith described many 
of the basic techniques for coding animation in Flash - velocity, acceleration, easing, springs, 
3D, etc. 

There was a lot that didn't make it into that book though. In this session, Keith will 
introduce you to a few more advanced techniques planned for an upcoming sequel to 
Making Things Move.  
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Rob Bateman 

 

Rob Bateman is a London based developer who has worked with Flash since humble 
beginnings in 1999. 

He spent many years writing successful Flash games and applications for the BBC News and 
Sport websites, then moved to the multinational media agency AKQA in 2006 to produce 
cutting edge sites for the likes of Coca Cola, Nike and Johnnie Walker. He has won 
numerous awards for his past work. 

In 2007 Rob founded Away Media, a company that deals almost exclusively with 3d-based 
Flash work. He is chief architect and developer for the open source 3d engine Away3d, and 
offers training and consultancy on the interactive potential of 3d in Flash. 

www.infiniteturtles.co.uk 

Finding Away3d 

 

Since the creation of the open source framework Papervision, 3d in Flash has been an 
interesting collision of worlds - design and interaction on the Flash side, mechanics and 
maths on the 3d side. 

Away3d is a new open source framework aimed at extending the possibilities of 3d content 
creation while taking a more intuitive approach to the management of a 3d environment. 

As one of the core developers on the project, Rob explorers some of the advances Away3d 
has given the 3d Flash community in recent months, demonstrating a few features designed 
to save time and extend the functionality of the Flash Player's 3d capabilities. 

There will also be a sneak peek of some of the upcoming features in development, and an 
enticing look into the possible future of 3d in Flash.  
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Rob Chiu 

 

London based Chiu has worked under the alias of The Ronin for 8 years in the field of 
motion design working for clients such as Leica Cameras, BBC, Channel 4, idN, Hybrid 
Studios and Digital Kitchen. 

His short narrative based films have been featured in a number of film festivals including 
Edinburgh, OneDotZero and Resfest while gaining awards along the way. He has given talks 
on his work at various design conferences such as Adobe Max, OFFF Barcelona, OFFF New 
York, OFFF Lisbon, Flash on the beach, FMX, Toca Me and FITC Toronto and is regularly 
invited to run workshops at Universities and institutions around the world. 

Inspired by film, travel, and music, Chiu is constantly creating evocative stories with his 
work currently represented in the UK by Stem Agency and Agile Films and for Europe and 
America by Mr Hyde. 

www.theronin.co.uk 

"Intentionally left blank" 

 

Rob Chiu will showcase some of his most recent work including the OFFF title sequences, 
the Webbys, interactive movies for Leica and the Flash on the Beach intro sequence. 

Behind the scenes of each project will be discussed including alternative ideas and methods 
of working. 

Sound is a big part of Rob's work and this will be analysed specifically with how audio is 
integrated into each movie. In addition to this Rob's inspirations, photographic work and 
remote working methods will also be touched upon.  
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Andries Odendaal 

 

Andries Odendaal is an independent, Cape Town based creative working primarily - but not 
exclusively - as a designer and developer of interactive media. 

As a creative in this field, he has received wide spread recognition for his work, and been 
featured in - and contributed to - a number of printed and digital industry related 
publications. 

He is regularly invited to speak at design & interactive media conferences around the world 
and has served on a number of judging panels including D&AD and One Show. 

He has produced work - both independently and collaboratively - for a range of entities, 
includingï¿½Discovery Channel, National Geographic, GettyImages, Audi, Diesel, Hewlett 
Packard, BBC,ï¿½Sky and The London Science Museum. 

www.sumona.com 

Exploitable acts of playfulness. 

 

Using both commercial and R&D projects as backdrop, Andries will discuss his work, 
related thought processes, and how a playful and explorative attitude informed these. 

He will further outline how this attitude serves a broader strategy for producing interactive 
content that attempts to engage users by inviting them to do the same.  



 

Geoff Stearns 

Geoff Stearns is a Flash Engineer at YouTube and the author of 
detection and embedding script that has become the de
content. Before joining Google, Geoff worked on web projects for Adobe, MTV, New York 
's MoMA, XM Radio, Comcast, Sony Pictures Classics and taught fr
development at The Cooper Union in New York. Geoff also maintains a personal blog at 
blog.deconcept.com. 

blog.deconcept.com 

YouTube Lessons Learned

 

How would you build a Flash widget that is used by hundreds of millions of users every day?

In this session we'll talk about rebuilding the YouTube video players. Part case study, part 
tutorial, this session will talk about how we went about rebuilding what is po
internet's most used Flash widget.

This session will also include an overview of the YouTube player APIs which allow you to 
build your own custom player for playing YouTube videos and creating mashups.
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Geoff Stearns is a Flash Engineer at YouTube and the author of SWFObject
detection and embedding script that has become the de-facto standard for embedding Flash 
content. Before joining Google, Geoff worked on web projects for Adobe, MTV, New York 
's MoMA, XM Radio, Comcast, Sony Pictures Classics and taught front end web 
development at The Cooper Union in New York. Geoff also maintains a personal blog at 

YouTube Lessons Learned 

ld you build a Flash widget that is used by hundreds of millions of users every day?

In this session we'll talk about rebuilding the YouTube video players. Part case study, part 
tutorial, this session will talk about how we went about rebuilding what is po
internet's most used Flash widget. 

This session will also include an overview of the YouTube player APIs which allow you to 
build your own custom player for playing YouTube videos and creating mashups.

SWFObject, a Flash Plugin 
facto standard for embedding Flash 

content. Before joining Google, Geoff worked on web projects for Adobe, MTV, New York 
ont end web 

development at The Cooper Union in New York. Geoff also maintains a personal blog at 

ld you build a Flash widget that is used by hundreds of millions of users every day? 

In this session we'll talk about rebuilding the YouTube video players. Part case study, part 
tutorial, this session will talk about how we went about rebuilding what is possibly the 

This session will also include an overview of the YouTube player APIs which allow you to 
build your own custom player for playing YouTube videos and creating mashups. 
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Tink (Stephen Downs) 

 

Tink (a.k.a. Stephen Downs) is the founder and owner of Tink Ltd a small Flash Platform 
design and development company rooted in London. 

His primary focus is user interaction and interactive motion, integrating design and 
development using best practice methodologies with an attention to detail, although he's a 
stickler for best practices and clean code. 

He has spoken at various events around the world and runs the London Flash Platform User 
Group. 

He's loud, hairy, argumentative, suffers from slow equity release and one method short of a 
full working application. Who's round is it? 

http://www.tink.ws/blog 

Flex Effects: Transitions as Design Elements 

 

Flex can be interpreted as a rigid application framework, losing the emotional experience 
that has, for many years been conveyed with Flash. 

In this session we'll look at breaking down this barrier, utilizing Flex effects to create more 
engaging user experiences, with the intention of moving users from a mere understanding, 
to engagement, and ultimately immersion in your applications. 

We'll take a brief look at what effects are, how to apply them and the limitations of the 
effects that come as part of the Flex framework, moving on to effect classes I've been 
working on to overcome some of the limitations, enabling much richer effects. 

As technologies for creating interactive user experiences become more advanced we have 
the opportunity to draw upon a much wider visual vocabulary, making timing, pacing, 
rhythm and motion increasingly important.  
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Mike Downey 

 

Mike Downey is the Sr. Product Manager for Flash at Adobe Systems. 

madowney.com/blog/ 

The business side of AIR: how to sell your clients on AIR apps 

 

Adobe AIR, a downloadable platform for running web-friendly apps on any operating 
system, is still pretty fresh on the market, but it already has a healthy number of applications 
in development or near completion. 

While many of them are simply desktop translations of web interfaces that were easy to use 
already, a handful of AIR apps truly make work and play easier, or just more interesting.  

Mike is the Principal Evangelist for Platform Business Development at Adobe Systems and 
focuses on Adobe?s platform technologies including AIR, Flash, and Flex. As such he is 
perfectly positioned to pass on his knowledge of what clients are looking for, what they 
want from their AIR apps, and what turns them on when looking for their next AIR app. 
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Mario Klingemann 

 

Mario Klingemann aka Quasimondo is what you get when you cross the analytic mind of a 
coder with the creative fervor of an artist and add a little bit of mad scientist mentality to 
the mix. In his aim to surprise himself and his audience he constantly tries to explore 
uncharted territories in order to discover unseen beauty and unthought ideas. A key factor 
in his work is the drive to overcome limitations by creatively repurposing and recombining 
objects and by this revealing their hidden qualities. His creations have been exhibited in 
international art shows and won acclaim among critics as exemplary pieces of net art. 

He also shares his explorations and discoveries on design and technology conferences and is 
lead computational artisan at a.viary.com. 

www.quasimondo.com 

Here be Pixels 

 

The ability to manipulate pixels with Actionscript has been around since Flash Player 8 so 
one might be inclined to think that after all those years there are no more white spots left 
on the Bitmap and no new discoveries to me made. 

Far from it! Mario Klingemann will take you into the the uncharted backwaters of the 
unfashionable end of the BitmapData class and reveal the secret beauty of some unregarded 
methods that many might have overlooked in the first rush. 

He will show you how to harness the power of bitmaps for real-life applications and for 
visual pleasure.  
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Niqui Merret 

 

Niquiâ€™s focus in Flash development is accessibility for audiences with special needs. For 
the past few years she has researched user requirements, with the aim of reaching a better 
understanding of how users with different needs interact with computers and the Internet. 
Her background as a trainer, designer, and developer in the Adobe (and previously 
Macromedia) creative product range has provided her with a solid foundation for this 
specialisation. 

Niqui believes in giving back to the community. She is a speaker at conferences on her topic 
of Accessibility and Flash and maintains a blog â€“ niquimerret.com. 

www.niquimerret.com 

Accessibility - beyond the basics 

 

There are some rather basic steps to take in order to make a simple Flash project 
accessible. Those are covered in detail across the net, in books and in a selection of 
presentations. But what if your project is a little beyond the norm? How do you ensure that 
your project can be accessed by as wide an audience as possible? 

This session will look beyond the basics of accessibility. Covering a selection of key issues 
ranging from making Papervision3D content accessible to creating accessible custom 
components.  

As there are often specific issues that developers have run into on projects, Niqui will 
accept submission of specific questions prior to the session and select one or two of the 
more common issues to discuss.  
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Dr. Woohoo! (Drew Trujillo) 

 

Dr. Woohoo (translation: Serious Fun), is a New Mexico based artist, designer and 
developer creating work for a wide range of clients, including Adobe. 

Working with digital media since 1993, Woohoo's artwork is available at drwoohoo.com 
and at flickr.com/photos/drwoohoo. 

His personal projects include the web version of In The Mod: Color Analytics (ITM), 
inthemod.com, a site which analyzes, finds relationships between and includes downloadable 
color palettes of (in)famous paintings for Processing, After Effects, Flash, Illustrator, 
Photoshop and all other programs that can import .ASE files. 

In addition, Woohoo has mashed up Flickr and In The Mod into an AIR application that runs 
within Adobe Illustrator, making it easier for you to find and save beautiful color palettes 
directly into AI. 

Woohoo regularly posts new examples of custom AIR applications and swf Panels that he's 
creating to drive and enhance Photoshop, Illustrator, Bridge and After Effects at 
inthemod.com/bps. Woohoo is currently working on a set of new swf panels for Adobe that 
will target Photoshop and Illustrator. 

Dr. Woohoo creates art that fuse the intelligence of algorithms, the creative expressiveness 
of natural, organic media with behaviors found in natural systems. 

Woohoo sculpts the strings of code from an abstract artistic vision into color, painting and 
sculpting applications that he uses to generate his contemporary and sophisticated artwork 
into prints, videos, installations, glass, ceramic and metal sculptures. 

www.drwoohoo.com 

Transforming ideas to pixels to atoms 

 

The only way to allow my artistic vision to take form was to create applications and scripts 
that could intelligently analyze colors, influence brush strokes by music and other data 
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streams, control the behaviors and the form of the paint ? influencing the paint from natural 
dynamics like gravity and wind and shape-shifting the form into unexpected shapes like glass, 
and then paint it onto the surface or texture map of the digital 3d models. 

For the final transition from pixels-to-atoms, the form needed to embrace properties that 
allowed me to print it in a 2d plane on canvas or laser-cut/etched on acrylic, as well as cnc-
milled into a 3d physical model that I could use for casting that would eventually become the 
glass, ceramic and metal sculptures. 

Woohoo's presentation will explore the process and tools of tranforming ideas-to-pixels-to-
atoms as well as the end results.  
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Chris Allen 

 

With extensive experience developing for the Flash platform and Java, Chris Allen is a leader 
in the Open Source Flash community. 

Over the last 9 years he has been a software architect and developer for various companies 
including Cambridge Technology Partners, Mass General Hospital and Scholastic. 

Chris is currently president and CEO of Infrared5, a consulting firm built around services for 
the Open Source Red5 server, Papervision3D and the Flash platform, and is co-project 
manager and a Java developer for the Open Source Red5 project. He is also an author on an 
upcoming book on Open Source Flash development. 

www.osflash.org/red5 

Building Red5 Applications 

 

Take your Flash and Flex applications to the next level. 

Add streaming video, live interactivity and push technology to your projects, all using the 
acclaimed open source Red5 Flash server. 

Project leader Chris Allen will walk attendees though building a Red5 application using the 
Jedai Framework (http://jedai.googlecode.com), and how to use the new RED5 plugin. 

They will learn how to harness the power of RTMP in Flash to build cutting edge content 
including multi-user games, live video chat and more.  
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Carla Diana 

 

Carla Diana is a leader in the global design community. Her work focuses on the interplay 
between digital and physical forms and serves as a celebration of the innate human desire to 
shape our surroundings through control devices. 

Carla's career began with product design research at the Good Housekeeping Institute in 
New York City where she led a team of engineers and researchers who influenced many of 
the objects we use in our homes today. She went on to study design theory and apply her 
experience to projects ranging from housewares to consumer electronics, with a focus on 
interface and innovative interaction design. Carla has worked with some of world's best 
design professionals at frog design, Sarkissian-Mason, DDB Needham and Karim Rashid's 
studio, with clients such as HP, Microsoft and Mazda. She is a founding partner in the 
conceptually focused design consultancy, Spank, and the creator of the interactive sound 
project Repercussion.org, which has been featured in several design publications, art festivals 
and events throughout the world. Carla holds an MFA in Design from Cranbrook Academy 
of Art and a Bachelors in Mechanical Engineering from the Cooper Union. 

Carla has taught design at several institutions including Parsons School of Design, Savannah 
College of Art and Design and the Georgia Institute of Technology. 

She will join the Interaction Design Team at Smart Design in September 2008. 

www.carladiana.com 

Robots! The Interface Designer's Holy Grail 

 

In this session, Carla Diana will explore the importance of interface design in helping to 
humanize technology. 

By sharing case studies, experiments and examples of both virtual and physical systems, 
Carla will discuss design's ability to provide empathy through interface details. 

Finally, she will take the audience through some of the design process for S.A.M., an 
emotionally expressive robot (complete with eyeballs, lips and moving ear/antenna pods) for 
which she was the lead industrial designer. 
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The S.A.M. project is the brainchild of Andrea Thomaz, and is being assembled by a team of 
researchers at the Georgia Institute of Technology.  
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Paul Betlem 

 

Paul Betlem is a Sr. Director of Engineering at Adobe Systems. He?s worked at Adobe for 
the past 8 years and has led the Flash Player agenda for the past 6 years. 

This role offers him the unique opportunity to work on a core technology that enables the 
Flash community to share their creative endeavors with millions of people across the web. 

The Flash Player team has a long standing commitment to delivering a very compact runtime 
that offers consistent cross-platform experiences, rich, expressive capabilities, and 
unsurpassed availability. 

As new versions of the Flash Player are developed, Paul takes great pride in supporting 
these tenets that made the Flash Player so vital to the Web. In his spare time, Paul enjoys 
mountain biking, working on his home, and photographing the incredible beauty of the Bay 
Area. 

www.adobe.com 

The Ying and Yang of Flash 

 

Flash player 10 and Adobe Creative Suite 4 ? a match made in heaven? 

This session, with Richard Galvan Flash Product manager and Paul Betlem Flash Player 
Engineering Manager will explore how the recently announced Flash CS4 and FP10 are going 
to enable a whole new level of creative expression for designers.  

Come along to see what?s new in Flash CS4 and Flash Player 10 and get the insiders view on 
what when in to the making of these products.  
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Richard Galvan 

 

Richard Galvan is the technical product manager for Flash at Adobe Systems. 

Formerly a senior field evangelist focusing on Flash, Richard has been educating and 
consulting customers about interactive media and Flash technologies since joining Adobe 
(formerly Macromedia) in 1999. 

He got his first taste of the web in the late 1980s, and has never looked back. Since then he 
has spent most of his time helping customers find ways to display their imagination and 
creativity on the web. 

Richard has presented to thousands of users, developers, and designers around the world, 
letting them experience what Flash has to offer, and helping grow and support the Flash 
community. 

blogs.adobe.com/rgalvan 

Flash Now and in the Future 

 

Learn how to get the most value out of Flash Professional. 

This session will cover new Features added in Flash CS3 Professional and latest Flash Player.  

Features like the new ActionScript 3.0 UI components, AIR publishing and support for 
H.264. 

Richard will also look at important updates in less obvious areas. As an added bonus Richard 
will show you a sneak peak of what's coming next in Flash.  
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Andre Michelle 

 

Andre Michelle is flash developer since 1998 (Flash4) recently moved to Cologne Germany. 
He is working at Hobnox.com 

Most of his output is either game related or just experimental programming. His newest 
playground is audio processing in Flash. 

Andre Michelle is always trying to push the limits of Flash programming and shares his 
knowledge on international conferences. 

blog.andre-michelle.com 

Adobe made some noise! 

 

Finally Adobe provides a tiny new SoundAPI in the FlashPlayer 10. 

Learn how it works and explore a new universe of digital audio signal processing. 

Andre Michelle will describe the basics of digital sound and present the Hobnox AudioTool, 
a music application entirely built in Flash.  
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Lee Brimelow 

 

Lee Brimelow is a Platform Evangelist with Adobe and an award-winning interactive 
designer. 

He has worked in the past for companies such as America Online, Netscape, eBay, Stanford 
University, and frog design and has a passion for developing new and innovative ways of 
using the Flash Platform to create rich user experiences. 

He runs the popular technology blog at theFlashBlog.com, produces the free Flash tutorial 
resource at gotoAndLearn.com, and has a regular column on Flash in Layers Magazine. 

Lee is also the author of several titles for Lynda.com including Flash Professional 8 Video 
Integration and After Effects 7 + Flash 8 Integration. 

On the personal side, Lee lives in the San Francisco Bay Area with his girlfriend Giovanna 
and son Ethan. He is an MMA junkie and spends his days trying desperately to keep up with 
his son at Guitar Hero. 

www.theflashblog.com/ 

Platform Jiu-Jitsu 

 

The Flash Platform has blown up over the last year and it shows no sign of slowing down 
anytime soon. This session will cover the latest Platform tools and technologies that you 
need to know in order to KTFO your career. 

Flash Player 10, Flash CS4, AIR, Pixel Bender, and AS3 can be your enemy if you are 
uninformed. Be sure to attend this session so you can take them down and force them to 
tap out or black out. 

Time permitting, non-Platform techniques like the kimura, RNC, omoplata, and triangle will 
also be covered. 
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Since I'm an Adobe employee, maybe, just maybe, they will let me show some things that 
haven't been seen before. 

You can find me at http://www.theflashblog.com.  
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James Paterson 

 

James lives and works in Montreal, Canada. 

At the heart of James Paterson's work, there is little formal separation between drawing, 
animation and programming. His imagination clouds are filled with free-floating imagery- ice 
cream fountains, rains of numbers, and shooting star snowflakes. Scuba gear and dancing 
ladies morph into wriggling lines that twist into space. 

Paterson brings his characters to life through a natural synthesis of modern drawing tools. 
The results resemble a graffiti that seems to write itself. Departing from traditional 
techniques, Paterson experiments with code and authors programs to assist him with all 
areas of his work. His drawings are scanned from sketchbooks, and form a vast digital 
library of source material for Paterson?s collages. 

Both Paterson's solo works and his collaborative works with Amit Pitaru have been 
exhibited worldwide at venues including Centre Pompidou in Paris, the Museum of 
Contemporary Art at Taipei, ICA in London, the Seoul Museum of Art in Korea, the Israel 
Museum in Jerusalem, GGG Gallery in Tokyo, Kunsthalle Wien in Austria, Centro de 
Cultura Contemporanea de Barcelona, the London Design Museum, Beurs van Berlage in 
Amsterdam, The Second Seoul International Art Biennale, and Muvim in Valencia, Spain. 

Paterson's work exist online at two sites: Presstube.com (his personal space), and 
insertsilence.com (the space dedicated to his collaborative work with Amit Pitaru of 
pitaru.com). James is represented by bitforms gallery in Chelsea NY (bitforms.com). 

www.presstube.com 

Modulating a Lot 

 

A behind the scenes peek into the imaginary world of Presstube & friends.  
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Ben Stucki 

 

Ben Stucki is an independent Flex developer and consultant with a background in standards 
based web development. 

After a long love affair with Flash experimentation, Ben downloaded Flex and posted some 
of the first fluid and interactive custom Flex components to the otherwise grey-blue world 
of Rich Internet Applications. 

Today Ben continues to post sample code through his blog at www.benstucki.net and 
contributes to many well known Flex projects including OpenFlux, Degrafa, FlexLib and 
Metaphile. 

Occasionally he writes for publications or speaks at conferences because it makes him feel 
cool. 

www.benstucki.net 

Advanced Flexing for Flash Developers 

 

Girls only want boyfriends who have great skills. You know, like nun-chuck skills, bow 
hunting skills, Flex hacking skills... It seems like everybody's looking for Flex developers 
lately, but you'd have to be into Java and MVC patterns to like using Flex right? 

In this session, Ben will take you past the grey/blue world of everyday Flex, and into the key 
areas of the framework where Flash skills separate the men from the boys. This isn't a Flash 
Component Kit walk through or a Flex skinning session. This is a sixty minute guide to 
turning your knowledge of the Flash Player into killer Flex know-how. Walk in as a Flash 
developer, walk out as a Flex pro.  
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Aral Balkan 

 

Aral Balkan is a web developer, conference organizer, and Flash Platform veteran with over 
a decade of experience in building web applications.  

This year, Aral is organizing the <head> web conference, a new global web conference 
where sessions are delivered via the Internet to local conference hubs around the world 
using Flash Media Interactive Server, Flash, and Google App Engine technologies. 

Aral is an active contributor to the Flash and web communities. He is co-founder and 
coordinator of OSFlash, author of the Arp framework, and the creator of the native data 
format for Flash, SWX. His open source contributions this year include The GAE SWF 
Project, and OpenCountryCodes. 

Aral is a published author and has contributed to several books and magazine articles, 
including the new Essential Guide to Open Source Flash book published by Friends of ED 
and the Adobe Flex 2 QuickStart Guides. 

Aral blogs on aralbalkan.com and on O'Reilly InsideRIA. 

www.aralbalkan.com 

Grab the Low-Hanging Fruit (or 5 Rules for Hedonistic Creatives) 

 

This session is for creatives — developers, designers, and artists — who make things, want 
to make things, haven't a clue where to start making things, or feel frustrated trying to make 
things and procrastinate. Aral Balkan has been there and done that. Come by for a 
humorous and inspirational talk from a creative who has made all the mistakes and enjoys 
making a conscious effort everyday to keep making new ones. 

Learn the 5 Rules for Hedonistic Creatives: grab the low-hanging fruit, create, share, profit, 
and play! Create experiences that give joy and delight and start down your own path to 
becoming a happier creative. 

Here's what preview audiences in Amsterdam and Belgium thought of this session: 
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"It put things in perspective again. Next thing I'll be making will be fun!" - Jankees van 
Woezik 

"Experience the simple life of a developer and how easy it all should be." - Jonas De Smet 

"Amazingly funny and inspiring talk . . . a life lesson" - Rob Slegtenhorst 

"Was a blast, so inspiring!" - Cyril Hanquez 

"Great and inspiring performance" - Bert Hagendoorn 

"I had tears of laughter in my eyes . . . The session was not stuffed with revolutionary 
guidelines, but everyday things that people forget because they are afraid of sharing, of being 
different, of creating what they want, rather then what other people want them to create." - 
Sarah Deforche 

"It was a real pleasure to see someone on stage really, and I mean _really_ caring about 
what they had to say. It's not so common to hear voices nowadays without a clearly 
commercially or enterprise (yuck) driven agenda . . . Your session was insightful, inspiring, 
but most of all fun. Just like life should be." - Theun de Bruijn  



51 
 

Chris Orwig 

 

Chris Orwig is a freelance interactive designer, developer, photographer, and digital media 
faculty member at the Brooks Institute of Photography. 

He has worked with a wide range of clients, including Adobe, Peachpit Press, Nissan, 
Activision, J-Records, and others. He is a regular contributer to various national 
publications. 

A highlighted speaker and author. His most recent best-selling publication is "Photoshop 
CS3 for Photographers" produced by Lynda.com 

Check out his title on Lynda.com: 
Enhancing Digital Photography with Adobe Photoshop CS2 

www.brooks.edu 

The Art and Craft of Photographic Impact 

 

Photography, when studied as a language, has been argued to be one of the most impactful 
and purest form of communication: it trandscends verbal and written language, objectifies 
both time and space, and is at the same time both art and fact; both beauty and information. 

How then does one create (or use photographs in a way) so that they have impact? Well 
that is exactly what we will explore in this creative inspiration session. 

If you enjoy the visual art of photography and want to learn how to create more compelling 
and more intriguing photographs you will enjoy this session. 

It will be a mix of the how and why of photography as well as some practical digital imaging 
techniques. 

In sum, the session will help you to get more out of life and photography. As the famous 
French photographer Marc Riboud once said, â€œPhotography is about savoring life at 
1/100th of a second.  
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Ralph Hauwert 

 

Ralph Hauwert is a dutch Flash / Flex expert focused on creating compelling expressive 
content for the Web. 

Ralph is a freelance consultant and developer on rich internet applications and websites, 
focusing on Flex, AIR and Flash. 

Currently his work resides in the field of creating new and innovative experiences online, 
combining technologies like Papervision3D, AS3, AIR, Cairngorm, to create stunning and 
well architected applications. 

Ralph focuses on innovation and cultivating Flash and Flex competence. He has 9 years of 
Flash Platform coding experience, has presented at several events like Adobe Live, Spark 
Europe and the dutch launch events for Flash 8 and Flash Communication Server. 

Ralph is working on Papervision3D as one of the core team members, together with project 
founder Carlos Ulloa and John Grden. He maintains a weblog at UnitZeroOne which is also 
his outlet for highend Flash solutions. 

www.unitzeroone.com/blog 

Papervision3D Workshop 

 

In this workshop we'll look at the possibilities and features of Papervision3D by examining 
and doing hands-on work on a set of examples and experiments. 

Next to looking at basics, we'll also look at common pitfalls, 3D workflow and optimisation. 
You'll learn how to make efficient creative use of the Papervision3D library. Most 
importantly we'll have fun exploring the Papervision3D library and will play with the given 
examples 

Some ActionScript 3 knowledge is a pre, although we will also be looking at designer 
workflow.   



 

Doug McCune 

Doug is a Flex developer and active contributor to the open
the co-founder of the FlexLib (
Flex components. Doug dabbles in pretty much every open
get his hands on, since there's nothing better than taking advantage of the hard work 
everyone else has already done to make yourself look good.

For his real job, Doug works as Principal Software Engineer for Universal Mind, where he is 
currently developing some pretty kick
has shifted his focus to explore complex data visualization with Flex. He keeps a record of 
his location every five minutes, because maybe one day when he's 80 he'll be able to 
visualize an entire life's worth of data.

Doug is also the co-author of the upcoming 
at can be found at his blog. 

dougmccune.com/blog 

Steal this code: Decompiling SWFs for fun and profit

In this session we'll learn how to decompile ActionScript 3 SWF files and 
people's code. Decompiling a SWF is often seen as an evil tactic that should be punishable 
by death, but regardless of your moral opinion, every SWF you create can be decompiled 
into often beautifully readable source code. If you've produ
someone has decompiled it (hell, chances are I've decompiled it myself).

In this session you'll learn what you get when you decompile a SWF and what you don't. 
We'll cover how far you can get piecing a decompiled application
share a few real-world stories of how decompiling has proven invaluable in my development 
career. 

This session will focus on ripping apart some large
source (we'll see if I can get sued by
that are important when you decompile a Flex app (Flex framework classes, generated 
MXML code, data binding code, etc). But decompiling AS3 SWFs is just as applicable for 
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developer and active contributor to the open-source Flex community. He's 
founder of the FlexLib (http://flexlib.net) project, which is a premier collection of 

components. Doug dabbles in pretty much every open-source Flash/Flex project he can 
get his hands on, since there's nothing better than taking advantage of the hard work 
everyone else has already done to make yourself look good. 

s as Principal Software Engineer for Universal Mind, where he is 
currently developing some pretty kick-ass web-based geospatial software. In this role, Doug 
has shifted his focus to explore complex data visualization with Flex. He keeps a record of 

ation every five minutes, because maybe one day when he's 80 he'll be able to 
visualize an entire life's worth of data. 

author of the upcoming Flex 3 For Dummies. His ramblings about Flex 

Steal this code: Decompiling SWFs for fun and profit 

 

In this session we'll learn how to decompile ActionScript 3 SWF files and 
people's code. Decompiling a SWF is often seen as an evil tactic that should be punishable 
by death, but regardless of your moral opinion, every SWF you create can be decompiled 
into often beautifully readable source code. If you've produced something cool, chances are 
someone has decompiled it (hell, chances are I've decompiled it myself). 

In this session you'll learn what you get when you decompile a SWF and what you don't. 
We'll cover how far you can get piecing a decompiled application back together and I'll 

world stories of how decompiling has proven invaluable in my development 

This session will focus on ripping apart some large-scale Flex applications and diving into the 
source (we'll see if I can get sued by the end of the session). I'll cover some Flex
that are important when you decompile a Flex app (Flex framework classes, generated 
MXML code, data binding code, etc). But decompiling AS3 SWFs is just as applicable for 

source Flex community. He's 
) project, which is a premier collection of 

source Flash/Flex project he can 
get his hands on, since there's nothing better than taking advantage of the hard work 

s as Principal Software Engineer for Universal Mind, where he is 
based geospatial software. In this role, Doug 

has shifted his focus to explore complex data visualization with Flex. He keeps a record of 
ation every five minutes, because maybe one day when he's 80 he'll be able to 

. His ramblings about Flex 

In this session we'll learn how to decompile ActionScript 3 SWF files and peek inside other 
people's code. Decompiling a SWF is often seen as an evil tactic that should be punishable 
by death, but regardless of your moral opinion, every SWF you create can be decompiled 

ced something cool, chances are 

In this session you'll learn what you get when you decompile a SWF and what you don't. 
back together and I'll 

world stories of how decompiling has proven invaluable in my development 

scale Flex applications and diving into the 
the end of the session). I'll cover some Flex-specifics 

that are important when you decompile a Flex app (Flex framework classes, generated 
MXML code, data binding code, etc). But decompiling AS3 SWFs is just as applicable for 
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SWFs produced in Flash Authoring as well, so there should be plenty of information for 
everyone. 

And for all the paranoid folks out there, in addition to decompiling code, I'll also cover a few 
techniques to protect your source code to make it harder for people to steal. 
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Geoff Lillemon 

 

Geoff Lillemon is a Netherlands based surrealist working in the net art movement producing 
fine art on the domain (oculart.com). 

In 2005 he had his first solo exhibition at the Museo Tamayo, Mexico City, was the invitï¿½ 
d'honneur at the Centre Pompidou, Paris, performed his collaborative music project 
l'Orchestre de Oculart at CCCB Barcelona /OFFF, New York, Toronto, and Mexico. 

Recently he has implemented his unique art into a successful research lab called Champagne 
Valentine with long time collaborator Anita Fontaine, they are currently producing art 
projects and commercial exhales with award winning advertising agency Modernista! in 
Amsterdam. 

www.oculart.com 

Stop and Smell the Internet with Geoff Lillemon and Anita Fontaine 

 

We will talk about exploring fine art in an innovative yet primitive digital gallery space. 

Then expanding the new emerging medium and becoming an Amsterdam based surrealist 
whose celebrated work quickly influenced the Net Art Movement incorporating romantic 
old world art processes with high end new media performances, interactive art, and motion.  

With hyper-stylized electronic paintings fuse the traditional processes of creating art with 
the limitless capabilities of the computer. 

This repertoire will be dissected into an evolving presentation going through the 
experimental process of each piece of art and then into the concept of the website being a a 
voyerstic view into the mind of a life long artistic exploration.  
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Carlo Blatz 

 

Carlo Blatz specialized himself in Flash in 1997. Since then he has shared his acquired 
knowledge in various workshops and international lectures. 

The author of the first professional German book about Flash is known as one of the most 
dedicated Flash pioneers of the German Flash scene. His agency, POWERFLASHER, 
develops multimedia applications and is with more than 1000 references one of the leading 
European supplier for Adobe Flash solutions and surrounding technologies. 

The team of over 40 specialists has positioned itself as a service provider for creative and 
technological innovative Flash content with clients like AOL, Bayer AG, IBM, LG, Lycos, 
Sony and many more. POWERFLASHER earned international reputation for public releasing 
of their flash development eclipse IDE 'FDT' 

www.powerflasher.com 

How to be a webinnovator - Experience matters? 

 

From the creator of Powerflasher.com and one of GermanyÂ´s most well-respected web 
innovators, Carlo Blatz shows to mystify and amaze visitors the world over. He and his 
team at Powerflasher is specialised to build innovative webcontent since over 11 years.  

So he will share what they have learned. What are the spaces to be creative? Where to get 
all the unique ideas? What are the technics for brainstorming?  

In this presentation. Carlo reveals how to be think like an innovator when designing and 
programming Flash content, and how make your Flash designs more creative and 

interesting.  
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Stefan Richter 

 

Stefan is an Adobe Certified Trainer and Developer who has been working with Flash Media 
Server since its inception. 

His company muchosmedia.com handles a variety of projects for an international client base 
including ITV, Unilever, Tate Modern and CNET. 

Stefan has spoken at many industry events and his website Flashcomguru.com is one of the 
largest resources on Flash Media Server and related technologies. 

He is the co-author of the Hands-on Guide to Flash Video, published by Elsevier in 2007, 
and has published many articles for various print publications and online magazines. 

www.flashcomguru.com 

Building Collaborative Applications 

 

I continue to be impressed by how sticky web applications can become when you add some 
collaborative features to the mix. And by that I don't mean message boards, super pokes 
and the like, but real time interaction which allows people to experience the presence of 
other users.  

Over the years I have built many Flash and Flex applications which incorporate real time 
collaboration features, and I've usually done so with the help of Flash Media Server (FMS). In 
my session I will show you some of those examples and also take a closer look at the 
underlying FMS features such as Remote Shared Objects, NetStream and remote procedure 
calls that make that functionality possible. 

Oh yeah, and don't forget to bring your laptop to join in on some of the examples... 
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Neil Webb 

 

Neil Webb is a senior Flex application developer from the beautiful city of Bath, England. 

He has a passion for teaching and the ability to make complex topics simple with the aid of a 
little Photoshop, humour and the odd stretched analogy. 

He started out writing tutorials for ActionScript.org, won a copy of Flash 7 and has never 
looked back (heady days indeed). He has since written tutorials for various publications and 
websites including Adobe Devnet, and regularly posts on his own blog at nwebb.co.uk. 

Recently he has been pimping himself out on the Flex conference circuit and enjoys amassing 
all those free bags and stickers, but is still looking to match that high of winning Flash 7. 

Neil has worked for clients as diverse as FIFA, VIP, Hutchinson Whampoa and Cambridge 
University. His current role requires security clearance and if he told you more about the 
project he'd probably have to kill you.  

nwebb.co.uk 

Cairngorm For Beginners (Architectural frameworks 101) 

 

Cairngorm is an open source architectural framework for Flex, created by Adobe. 

This talk is appropriate for you if (1) You've never heard of Cairngorm or don't know what 
an architectural framework is, but you plan to contract as a Flex developer at some point in 
your career (2) You've tried to learn Cairngorm but find the concepts too difficult (I have an 
analogy which should help) (3) You've read up on Cairngorm but haven't yet got to the 
stage where you're confident enough to architect your own applications around it (4) You 
develop projects as part of a team and realise the need for better organisation but are not 
sure where to turn next (5) You've got nothing better to do until your next session ;) 

I explain about frameworks (architectural frameworks in particular) from the ground up and 
why you may want to consider using one. I then get in to the specifics of Cairngorm in 
which I go over a basic example, talk about both the good and bad points of the framework 
and how best to deal with some of the aspects which are less popular.
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Marco Casario 

 

Marco has been passionate about informatics since he was little more than a child and used 
to program games in Basic for Commodore 64 before dedicating himself, while still very 
young, to innovative projects for the web using Flash and Director (as far back as versions 3 
and 5.) In 2001, he began to collaborate with Macromedia Italy. Since that year he has 
produced and headed a long series of presentations, conferences and articles, which you can 
find listed in detail in his blog entitled "hands on Adobe world" (casario.blogs.com,) which is 
currently receiving several thousands of unique visitors every day. 

In 2005, Marco has founded Comtaste a company dedicated to exploring new frontiers in 
Rich Internet Applications and the convergence between the web and the world of mobile 
devices?MobyMobile and YouThru are representative of their recent work. 

Another example of Marco's achievements is that he is founder of the biggest worldwide 
Flash Lite User Group and of www.augitaly.com, a reference point for the Italian community 
of Adobe users, in which he carries out the role of Channel Manager for the section 
dedicated to Flex http://www.augitaly.com/flexgala/ 

He is author of AIR Cookbook (O'Reilly), Advanced AIR Applications ( FriendsOfED), The 
Essential Guide to AIR with Flash CS4, Flex Solutions: Essential Tecniques for Flex 2 and 
Flex 3 developers ( FriendsOfED). and is the co-author/technical editor of Essential Flash 8, 
Professional Flex 2, Flash Application for mobile devices 

casario.blogs.com 

Mash-up widgets with Adobe AIR 

 

The "mash up" term was initially referred to the music field and represented the act of 
producing a new sound  by mixing two or more existing pieces together. 

In the web field, a mash up is an application that combines data from two or more sources 
into a single integrated tool.  

A mash-up application traditionally runs in a client web browser. By using Adobe AIR you 
can now easily port your mash up applications outside the web browser and the sandbox 
security restrictions onto the desktop. 
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A simple mash-up application can leverage the Adobe AIR APIs to save your Flickr's 
favourite images locally, capture a frame image from a YouTube video, or storing the history 
of your Twitter messages in a local database . 

In this session you'll learn how to set up your application to consume some of the most 
popular web services to make your AIR desktop applications sexy and to provide useful 
functionalities to end users.  
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Tom Baker 

 

Tom Baker Freelance character animator and illustrator. Tom Baker did a science degree 
before earning a Postgraduate Certificate in Character Animation at Central Saint Martins. 
He is priamarily a character animator which usually means breathing life into other people's 
characters and ideas. 

He has animated on a number of very different productions including the comedy Modern 
Toss (created by John Link and Mick Bunnage), the animated trailer for the PS3 game 
Heavenly Sword (created and directed by Ben Hibon),  and the Paramount Comedy 
Channel as well as creating Combat Wombat. 

Other work includes Paramount Comedy, Paramount TV spots(produced by 12foot6), E-
stings comp, Geekboy(created and by Jake & Unit9) and Couch dog. 

He is currently working on the third season of the BAFTA-nominated Cartoon Network 
series Skatoony (created by James Fox). 

www.bakeranimator.com 

Life in Cartoons (as seen on TV) 

 

This session is for anyone interested in working on animated Cartoons, commissioning a 
cartoon, who has seen a Cartoon or knows someone who has seen a cartoon. 

I will explain what it is like to work as a freelance 2D character animator in London, how I 
became one and how you can go about becoming one. 

We will look at the studio system (or working for various studios), who the bigs boys of 
animation are and what it is like working on large projects such as TV series and small 
projects such as web banners. 

The session will outline some of the characters you might encounter along the way, some of 
the pitfalls and clever ways around them both. 
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To make this all interesting I’ll also be showing tonnes of cool clips from cartoons and 
animations I've worked on and tips on how it was done. 


