


02:15
Wow.	So	are	you	the	director	of	the	development	department?

02:19
Yeah,	only	in	operations	and	production.	I	supervise	like	what	DevOps	pipelines	are	looking	at
their	performance	metrics,	and	give	recommendations.	Is	Dinah's	similar	to	like	our	faculty,	I
guess	not	so	much.	Actually.	I've	been	applying	a	lot	of	the	things	that	I've	learned	from	the
faculty.



If	you	asked	me	this	question,	years	ago,	I	w��	



05:50
you	have	played	so	many	doors	in	the	past	experience,	and	which	one	is	your	favorites,

05:56
I	would	say	I	was	very	happy	before	with	leading	a	design	team.	It	was	still	stressful,	but	not	as
stressful	as	like	the	business	side	of	things.	But	the	decisions	were	always	about	were	trying	to
find	good	ways	and	proper	design	and	like	working	with	designers	and	to	critically	think	about
what	makes	good	product	design	or	Good	Game	Design.	I	enjoyed	that	experience	a	lot,
because	there	was	a	lot	of	testing	going	on	prototyping	and	like	validating	our	ideas.	And	being
designers	as	well,	we	had	opportunities	to	work	with	almost	every	department,	because	we	will
be	making	decisions	both	on	the	creative	side,	the	visual	side,	and	even	in	the	technical	side,
when	there's	a	lot	of	perspectives	to	consider	for	designing	products.	I	really	enjoy	that.	But

06:47
how	do	you	choose	to	go	towards	the	business	direction?	Why	did	you	decide	to	go	for	�Ƞ	 	bn?	Why	did
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to	five	games	a	year	being	done,	because	like	it	was	just	sometimes	really	fast.	That	also
means	like	the	scope	isn't	as	big	as	if	you	were	doing	like	a	pupil	a	project,	which	would	take
more	than	a	year.

11:45
Amazing.	You	think	the	gaming	industry	has	a	really	fast	pace,	in	integration.

11:52
In	some	platforms	specifically	for	for	mobile.	I	think	I	started	out	in	my	career	as	doing	flash
and	web	games.	And	even	there	was	this	product	before	called	Macromedia	Director.	Before	it
was	bought	by	Adobe.	I	did	a	lot	of	Macromedia	products	as	well.

12:12
All	of	your	gaming	projects,	which	one	is	your	favorite?

12:16
I	remember,	we	were	creating	a	fantasy	strategy	game	for	steam.	We	were	building	it	from
scratch,	and	we	went	to	all	the	designs,	we	had	to	pitch	it,	it	was	kind	of	like	my	first
experience	in	directing	a	game	and	at	the	same	time,	having	to	look	for	like	business	partners
and	publishers	can	like	we	were	running	our	own	studio	back	then.	But	it	was	more	of	like	an
r&d	project.	But	we	had	to	go	through	that	experience.	So	I	learned	a	lot	there.	And	like	the
team	that	I	worked	with,	were	very	supportive.	We	didn't	get	to	release	it.	But	I	learned	so
many	things	about	how	to	take	care	of	your	culture,	per	diem	and	like	the	things	that	you	need
to	be	focusing	on	what	the	director	position	actually	means.

13:04
I	see	the	people	were	essential	in	this	project.	And	compared	to	the	CDM	experience,	Have	you
learned	anything	similar?

13:13
I	realized	that	aside	from	having	good	product	design,	what	matters	a	lot	is	really	the	team.
And	if	there's	one	thing	that	I	think	works	really	well	when	we're	doing	projects	in	Sudan	is	that
we're	getting	the	experience	of	working	with	other	people	who	have	been	put	into	themes.	And
we	have	to	deal	with	all	the	challenges	of	coming	up	with	products.	And	you	know,	every
product	is	going	to	be	different.	Every	project	is	going	to	be	different.	If	I	had	to	start	a
company,	again,	my	biggest	challenge	is	always	to	look	for	the	right	team	and	making	that
team	work.	I	think	that	has	highlighted	that	part	of	the	way	I'm	thinking	of	running	a	business
right	now.	The	most	important	part	of	the	project.
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