
Pu
bl

ic
at

io
n 

IS
BN

: 9
78

-9
0-

77
38

1-
54

-0
  

G
A

M
EO

N
-A

SI
A-

A
ST

EC
’2

01
0 

Ed
ite

d 
by

 W
en

ji 
M

ao
 a

nd
 L

od
e 

Ve
rm

ee
rs

ch

OrGANIzEd  By

SPONSOrEd  By

A PuBLICATION Of

GAMEON-ASIA’2010
2nd Asian Conference on Simulation 
and AI in Computer Games

ASTEC’2010
2nd Asian Simulation 
Technology Conference

Wenji Mao
and
Lode Vermeersch

March 1-3, 2010

EdITEd By


