[bookmark: _GoBack]  What do you consider your most important contributions and accomplishments during the review period?

Since the last review period, I’ve finished up work on Epic Island and joined the DragonVale team.  On DragonVale, I’ve been responsible for: writing the bulk of the text work through December, balancing day-to-day content, and implementing two events (Season of Goodies, Valentines), and most recently I’ve reworked Social Breeding to get it into a viable state.
 
  What personal skills, knowledge, or perspective have been most important in achieving those accomplishments? 

First and foremost, my ability to integrate into a team and adapt to new tools has made the transition to DragonVale relatively easy.  The project’s similarities to Epic Island also helped ease the transition some, but I also love immersing myself in new challenges in fast paced situations.  Asking questions, and getting out in front of problems has also been exceptionally helpful for my personal acclimation to the DragonVale team, and the DV team has been a great source of knowledge on the project.

  What feedback have you received from coworkers? 

Generally the kinds of feedback I receive from coworkers are suggestions, ideas of inspiration, or critiques about specific elements of a design.  Whenever I receive them, I try to address them at that moment, or work with my fellow coworkers to come to a solution or improve on an idea.  If we can’t come up with one on the spot, I’ll write it down for later and come back to it, if not with them directly, then in a meeting where we can hash out ideas as a group.  I love feedback, and I can never seem to get enough of it, even if the process takes time out of my day.

  How satisfied are you with your accomplishments during the review period?

I wish I could have handed off Epic Island in a better fashion (to Max), but due to the demands of a live product in DragonVale, I didn’t have a lot of luxury to do so.  Overall, I’m pretty happy with how DragonVale has performed in the last few events given its downward DAU trajectory.  I’m pretty happy that the team and I have developed a pretty solid plan for 2015, and now it’s just a matter of getting out in front of these goals with planning; which so far seems to be coming together.

  What have you been unsuccessful at and what have you identified as the reason?

I haven’t had a lot of luck at getting planning in for features that aren’t the current focus of the game.  There are a number of things that I’d like to plan for, but that keep getting sidetracked on the day-to-day operations or the next event, or Social Breeding.  As for Social Breeding, I would always love to get it agreed upon faster, but the necessary review and re-review has led to a better system overall.

  How has your performance improved since the last review period, if applicable?

I feel that my access to, and ability to work with, multiple departments has improved.  Or, at the very least it’s something I’m doing a lot more now by necessity.  Otherwise, I try to keep the same high standards of working that I always have, and I do my best to work as an effective member of the team in the project that I am in.

  How effective are you at communicating ideas and designs to fellow team members?

I see communication with the team as a three step process: documentation, meetings, and interaction during implementation of a feature (or design).  In my documentation I try to be as clear as possible about a given feature and its intended role, flow, and provide diagrams as necessary.  During meetings, I like to primarily listen and talk when necessary, as it’s more of the team’s time to voice concerns or questions that I can answer.  Sometimes it is required that I give a presentation on the material if it is new to them, in which case I’ll usually use visual examples to get my point across.

When it comes time to implement a feature, I’ll provide timely feedback on any questions or unforeseen cases that arise.  Generally I’ll meet in-person, though occasionally this is done through email if I am not available and I’ll follow up in-person later.  

Having this series of steps has seemed to help get clear designs across to the team in a way that nobody is surprised by the final product.  Having the team (including myself) be as included as possible also tends to produce a great final result, as everybody has some investment.

  How do you usually respond to critical feedback of your ideas and designs?

As I said earlier, I love feedback, even critical feedback.  If It’s a legitimate flaw in something that I’ve designed, I see it as an opportunity to rework an error or perhaps learn a lesson for the future.  If the feedback is merely an opinion, I’ll generally ask questions to see as to why that person feels the way they do.  I feel that every opinion has merit, even if I don’t agree with it.  If I know the underlying reasons of why they feel the way they do, generally I’ll come to a very useful bit of information that can help to improve a design, even if it’s down the road.

  How do you utilize your time when you do not have any immediate assignments?

When I have “downtime,” generally I’ll look at one of these things: I’ll try to help someone else on the project, I’ll start planning for the future, I’ll play the game I’m on, or I’ll look at our competitors.  Generally my process of what to do next is in that order.  I find one of the most unfulfilling times at work to be when I have nothing to do, so I’ll always try and find something.  Even if it means improving the game I’m working on in ways that nobody told me to or thought about.  Sometimes it’s just a neat experiment, and sometimes these things end up being in the game.  Though on DragonVale, I haven’t really had the luxury of “downtime.”

  What do you need to enhance your performance further?

I’d always love to have more hours in the day, but realistically having more automated scripts to set up some of the repetitive data work we do would also help.  For example, now that I know how events work, I’d love to find ways to set them up faster.  Though weighing the value of “just do it” vs. “script it” seems equivalent at this point.

  What do you see as your top priorities for 2015?

Continuing to keep DragonVale a relevant product in the marketplace is my top priority, and making sure that we have a good set of features and events to keep players interested seems like a good starting point.  From there, I’d also like to make sure that DragonVale 2’s launch is as successful as possible, but I don’t currently have any solid ideas on how I can directly help that at this point.

From a personal development standpoint, I’d like to get better at managing my time on a daily basis, as I often find that I’ll set off intending to work on one thing during the day, and have it be interrupted or priorities shift during the day.  This may be something that I really can’t do anything about given the nature of live development, but it’s at least something I’d like to work on.

  Given today's mobile gaming environment, what would you like to see Backflip do in 2015?
With so many Editor’s Choice awards in 2014, it’s clear that we don’t have a problem making games that people love to play.  But finding games with sticking power, that monetize, in a clear demographic doesn’t seem to have materialized for us in the last year.  This could be the volatile nature of the mobile gaming environment, but it could also be that we’re not hitting the dart board in the right spot.  For the games launching in 2015, we should really be asking ourselves what the target audience is for a product and what features specifically appeal to that audience.
For example: when DragonVale first released, “wither” was pretty common among “invest and express” games.  However, DV does not have wither mechanics – which ended up being appealing to players.  For DragonVale 2, finding things like this that improve the quality of life for players may actually be more important to a casual player than something else.
In any case, we’re very capable developers and I think it’s just a matter of delivering great products in a smart way.
