
Actions
Add follow-up actions for the team.

Meet before 
the game 
submission and 
do an internal 
testing

Finalize and lock all game 
features this week
Allocate dedicated time 
for thorough testing
Review and update the 
Trello/Jira board daily
Assign one person to 
ensure final submissio

“Meet before the game 
submission and do an 
internal testing.”
 � This encourages 
teamwork and quality 
assurance by checking 
progress early.
“Integrate feedback 
given in the last re

Schedule a mid-week 

checkpoint to assess 

progress and reassign 

tasks if needed.

Ensure everyone has 

access to updated assets 

and knows their 

individual deadlines.

Add a final polis

Carry out the final 
improvement and 
correction of the 
game sample. 
Ensure the smooth 
operation when 
running the game

The Speed Car & The Abyss

(10 min timer suggested)

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.

Each person adds sticky notes to the four areas with ideas/feedback.1.

4. Add follow-up Actions taking into account the popular sticky notes from the session.

2. In turns, reveal sticky notes and discuss as a group.

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

Tip: click on a participant's icon in the top right to highlight their sticky notes!

Hint: Using the Reaction tool from the toolbar!

Parachute Engine Bridge

Abyss

Parachute
What is slowing us down?

Engine
What is driving us forwards?

Bridge
What can we do to overcome the risks?

Abyss
What are the risks coming up?

deadline and 
passion

The enthusiasm 
to finish the task 
and represent 
everyone as a 
team

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

Work on the 
assigned task for 
the game in the time 
given and make one 
complete level so 
that it is playable

Unclear roles at the start

Delays in team communication

Time spent figuring out 
Scratch features
Last-minute changes or 
rework
Limited time for testing and 

debugging

“Was juggling 
multiple 
priorities 
without a 
clear plan.”

Lack of clear role 

assignments at the 

beginning caused 

delays and repeated 

discussions about 

direction.

Identify risks early and 
track them in a shared 
register
Add buffer time in our 
schedule
Improve communication 
through regular check-ins
Assign risk owners for 
accountability
Test 

Without a 
clear plan

Last-minute bugs that 
may delay the final build
Team availability issues 
close to the deadline
Incomplete features 
due to time constraints
Lack of testing, leading 
to missed errors

Our weekly team 

meetings were 

effective in setting 

clear goals and 

deadlines, which 

motivated everyone to 

stay on track.
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“Create a weekly 
schedule and set 
reminders for 
homework deadlines.”
“Join a study group or 
check in with a peer 
for accountability.”
“Talk to the instructor 
to clarify expectation

With the deadline 

approaching, there’s 

a risk of bugs or 

incomplete features 

during the final 

demo due to limited 

testing time.

We can schedule a 

full team testing 

session and assign 

clear responsibilities 

for verifying each 

feature.

“Falling further behind 

in assignments if no 

changes are made.”

“Loss of participation 

marks or grades 

impacting final score.”

“Building a pattern of 

delay that could affect 

future

“Aiming to improve 
consistency and stay 
accountable.”
“I’m motivated to 
learn from this and 
do better.”
“I have support from 
classmates and 
access to resources.”

A shared excitement for 
the game concept
Strong teamwork and 
collaboration
Clear task breakdowns 
using our backlog
Regular check-ins and 
progress updates
Creativity and ownership

1

Risk of 
errors or 
bugs when 
running the 
game

“Create a weekly 
schedule and set 
reminders for 
homework deadlines.”
“Join a study group or 
check in with a peer 
for accountability.”
“Talk to the instructor 
to clarify expectation

The technical 
aspect of the 
gaming 
website

The technical 
aspect of the 
gaming 
website


