Lack of clear role
assignments at the
beginning caused
delays and repeated
discussions about
direction.

Parachute
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tofinish the task
and represent
everyoneasa
team =

The Speed Car & The Abyss

This variation on The Speed Car expands the metaphor to look not just at the past
but also the future. The Abyss represents forthcoming risks and danger while the
bridge represents solutions to mitigate these risks

1. Each person adds sticky notes to the four areas with ideas/feedback.
(10 min timer suggested)

2.In turns, reveal sticky notes and discuss as a group.
Tip: click on a participant's icon in the top right to highlight their sticky notes!

3. Add reactions to the sticky notes you agree or disagree with.

Hint: Using the Reaction tool from the toolbar!

4. Add follow-up Actions taking into account the popular sticky notes from the session.
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What is driving us forwards?

final demo needs
the game to be
playable and we
have to yet design
the dialogue
section
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Abyss

What are the risks coming up?

With the deadline
approaching, there's
arisk of bugs or

incomplete features.
during the final
den\gue tolimited

testing time.

impacting final score.*
“Bilding a pattern of
gelay that could affect

“create a weekly
schedule and set

“Talk to the instructor

+0 clarify expectation

oniiy rsks ety and
cci hem 1 2 sared

rrugh regar check-is
Assep v ourer
cccamanity

et

Bridge

\¥/hat can we do to overcome the risks?

Workonthe =
assigned task for
the game in the time
given and make one
complete level so
that tis playable
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We caffchedule a
full team testing
session and assign
clear responsibilities
for verifying each
feature.
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Add follow-up actions for the team.
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