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Delphyq offers a unique Real-time Strategy & Tactics
experience, that puts you in the seat of the
"Mastermind.” It requires you to analyze the current
situation, evaluate available resources and choose
the missions wisely, before planning and executing
game-altering attacks.
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Dusk Wave Arts LLC
Dusk Wave Arts LLC

RTS Turn-Based Strategy RPG  Sirategy RPG 4
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e 8 Tips
e Not about remote benefits

e Focus on case studies
and experience

e Small to medium indie
startups

e Mostly for Producers and
Directors
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Tip 1: It's All Digital!




e Chrome: Tab groups

e Opera: workspaces
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Tip 2: Aim to Present

Always be ready to
present
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Designer Presentation
. Creates .
Designer Documents .. Presentation
Variations
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Tip 3: Centralizing Information
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estimates and targets

e Refactoring
o Lack of prior planning
Unforeseen depth
e Design updates
o Due to scope analysis
o Exploration of project
scope
e  Team member changes
e  Hiring impediments
o Lack of qualified
applicants

Estimation Efficiencl

8000

6000

4000

2000

150 200%
126.5
150%
100%
50%
0%
> 2 2 @ & 2
»S": é‘? %\‘? 8‘5 2 h(?
=Y & & Y & &
B Leaves [ Expected [l Remaining [ Done = Effort == Efficiency
EFFORT ALLOCATION EFFORT DISTRIBUTION
300 B Unallocated Story
W Allocated Meetings
@ Completion
W Done 29€ﬂ

Management

Technical

Estimate?7
B Estimate5
B Estimate3
B Estimate
B %Done
B Actual

- 1 o




Tip 4: Interface Customization

Web Page
Interface
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High Level Design Takeaways:

» Level Balance / Design Approach:
Dhoughts on Combat design:
» Things that still need to be balanced:
» Place objectives in a wide open areas to prevent players from

» Free agents are the only ones who can open doors.

Change Log / New Build

» vO-19/7/11 : Initial

» v1-19/7/18 - Initial objective distribution

@ Notion

High Level Design Takeaways:

» Level Balance / Design Approach:
¥ Thoughts on Combat design:

e Main levers we can adjust:

» Things that still need to be balanced:
» Place objectives in a wide open areas to prevent players from rushing.

» Free agents are the only ones who can open doors.
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Tip 5: Long Meetings




1ST HOUR

2ND HOUR 3RD HOUR  4TH HOUR

5TH HOUR

6TH HOUR

Director

Producer

Designers

Engineers
Artists

7/TH HOUR




1ST HOUR 2ND HOUR 3RD HOUR  4TH HOUR 5TH HOUR 6TH HOUR 7/TH HOUR

Director Producer

Producer Lead

Design Lead (Rest of Team)

Eng. Lead
Art Lead




1ST HOUR 2ND HOUR 3RD HOUR  4TH HOUR 5TH HOUR 6TH HOUR 7/TH HOUR

Director

Producer Producer

Leads Lerile

(Departments)




1ST HOUR 2ND HOUR 3RD HOUR  4TH HOUR 5TH HOUR 6TH HOUR 7/TH HOUR

Director Team Lead A Director

Producer
Producer Member X Team Lead A Producer

Producer
Team Lead A
Team Lead A Member Z Team Lead B

Team Lead B

Team Lead B
Member Z

Producer
Team Lead B
Member Y

Member X
Member Y
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RACI Matrix

Responsible

Consulted
Informed

Define Feature Scope

Assess risk

Create design

Execute Prototype

Approve Performance
Requirements

R

R

Scrum
Master

A

A

Lead
Engineer

Consultant




Tip 6: Familiarity = Speed

e Onboarding is crucial

=7 @®

O
e Regular checks b [ S— / : \
3
e Engage
~ N
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e Collaboration happens in
workspaces

e gets faster over time
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Tip 7: Attendance




e Allow for flexibility

e Acknowledge difference in
environments
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locker room for the combat
tutorial
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Tip 8: regular checkups!




O Geekbot ¥

Geekbot ArP 10:00 AM

Salut Kate! . It's time for Daily in #status. Please share [ Quick Action
what you've been working on. '

How do you feel today?

kate 10:18 AM
| am doing great! [

Geekbot AP 10:18 AM
What did you do since yesterday?

kate 10:19 AM
e Went over some new wireframes with Brandon
¢ Had a sync up meeting with Daniel for the new marketing campaigns

Geekbot ArPP 10:19 AM
What will you do today?

kate 10:19 AM
e Check current product metrics and re-create all dashboards
e Brainstorming meeting on how to boost internal user growth

Geekbot APP 10:19 AM
Anything blocking your progress?

kate 10:21 AM
When you can @brandon let’s talk about the status of the new landing pages

Geekbot APP 10:21 AM
Thank you! Have a great day =«
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Insights
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Group
Comparison
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Improve
Manage

Admin

Engagement Report

8.1

Great!
Benchmark

Champion

10 Metrics of Employee engagement
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Bonus tip: Watch out for features




Summary

e Automation as much as
possible

e Problem solving with the
team as much as possible

e Don't forget your team’s
morale
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Thank you!

Keep in touch!

Email: mars@embersail.com
Twitter: @hearthZ2mars
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