Preparations for

_B;Ldm.l.n.gl.ca.LSAfgty Game

Form groups of 4-5 people (no more, no less)
* | have 10 sets of the game so 50 people max

* Rearrange chairs to play game;
you need some space on the floor

e (et asetofthe material
from the table in front of the room

* Wewill start at 1:30 pm

* Look forthis slide:
https://twitter.com/hashtag/AVC2019



https://twitter.com/hashtag/AVC2019
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Game
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https://games.yattom.jp/safety

Tsutomu Yasui a.k.a. Yattom

twitter:@yattom https://www.facebook.com/yattom
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Programmer
Java Python Ruby JavaScript TDD
Agile Coach

Workshop, Introduction, Tech Assistance

Create games to play
Agile Treasure Hunt Game
The Kanban Game
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Psychological Safety Game

Y Ay &Y

Make groups of 4-5 people each. Considera group as ‘teamin
action’. (It’s better to form a group with real team members.)

Now think about situations where troubles or incidents hit the
team. How your colleagues react? And how those reactions affect
the team?

In this game, you play a role in those ‘situations.” With experiences
come from those situations in hand, let’s understand what is
Psychological Safety and how it works.

*There is no winning/losing in this game. The purpose of the
game is to understand through experience.

*Photographing are welcome. Please share them! I'll also take photos.



Let’s play
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@QVoice vz

Take it easy
Binh tinh
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Psychological Safety Game © 2018 yattom
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Help me out

I'm stuck and can someone
please help me?
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Pick one

(@ { Voice ™ || (2{ )Voice ™ || (D{ )Voice "™

Don't say it to me Let's think together (Click Tongue and

don't say anything)

Ding néi véi toi Chung taﬂcung suy (Tac |U”9’I ya ’khong
nght nhe noi gi ca)
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Pair with an Option
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Never mind
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Psychological Safety Game © 2018 yattom
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Flow of the game
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Flow of the game
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Help me out
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Help me out
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Flow of *+--
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Flow of *I-~ game
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Flow O (Express your feeling and
thought in short words.)
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Flow o (Imagine how the team

in the future looks like.)
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Flow o (Imagine how the team

in the future looks like.)
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Tips

s &J

« Shuffle Voice and Option altogether
« Your hand is same as the number of people (4 people -> 4
cards, 5 people -> 5 people)
« Your hand gets smaller
« After using an Option, take one from the stack
« Ifyour handis all gone, take some from the stack
« Stack up stones on the board (Never remove stones in a
game.)
« Leave used situations and voices on desk or floor






Tips

« Play and act with your voice and options
« Care about your “psychological” response —emotions,
feelings, and physical reaction —and express them

« Having a context makes playing game easier



Set up your context

Y Ay &Y

Make groups of 4-5 people each. Considera group as ‘teamin
action’. (It’s better to form a group with real team members.)

Make up your context of your team.
Ex)

® Scrumteam

® New Business Creation unit

® ateamorganizing a party

® Organizer team of Agile Conference
® Ateam in bookstore

® etc.



Instruction for D iStu rbe r
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Psychological Safety

I A &Y
“a shared belief held by members of a team that
the team is safe for interpersonal risk taking”

“Psychological Safety and Learning Behavior in Work Teams” Amy Edmondson, 1999

Amy C. Edmondson

https://twitter.com/amycedmondson

the

fearless
Organlzatlon

~~~~~~~~~~~~~~~~~~~~~~~~~~~~



https://twitter.com/amycedmondson

Google’s internal
research

-

0 Psychological Safety
Team members feel safe to take risks and

be vulnerable in front of each other.

« Project Aristotle

« Google tried to “discover
the secrets of effective
teams at Google.”

 Itwas found thatthe
most important factor is
Psychological Safety

https://rework.withgoogle.com/print/guides/5721312655835136/



https://rework.withgoogle.com/print/guides/5721312655835136/

Figure 1 “Psychological Safety: The History, Renaissance, and Future of an Interpersonal Construct” Amy C. Edmondson and Zhike Lei, 2014
https://www.annualreviews.org/doi/pdf/10.1146/annurev-orgpsych-031413-091305

Confidence

Leadership Psychological Voice, engagement,
behaviors safety knowledge sharing

— Creativity

Implicit voice
theories

Proactive
behavior

Figure 1

Relationships examined in individual-level research on psychological safety.


https://www.annualreviews.org/doi/pdf/10.1146/annurev-orgpsych-031413-091305

Figure 2 “Psychological Safety: The History, Renaissance, and Future of an Interpersonal Construct” Amy C. Edmondson and Zhike Lei, 2014
https://www.annualreviews.org/doi/pdf/10.1146/annurev-orgpsych-031413-091305

Commitment-based Psychological safety (and climate Organizational
HR practices of trust/climate of initiative) learning
High-quality Knowledge
relationships, exchange/
social capital combination \

Process v > Organizational
innovations performance

Figure 2

Relationships examined in organizational-level research on psychological safety. Abbreviation: HR, human resources.


https://www.annualreviews.org/doi/pdf/10.1146/annurev-orgpsych-031413-091305

Task uncertainty,
resource scarcity

Organizational
context

Team
characteristics

Team
leadership

Problem-solving
efficacy, task conflict,
social interaction

Interdependence,
virtuality, diversity,
task conflict

Figure 3

Trust

Psychological

safety

\

Team effort, monitoring,

problem solving Performance
Information sharing,
conflict frequency
. Learnin Decision
- 9 quality
N Innovation/

change processes

Relationships examined in group-level research on psychological safety.



Psychological Safety & Accountability

© | ©

Comfort Zone Learning Zone

high

PSYCHOLOGICAL
SAFETY

O ©

Apathy Zone Anxiety Zone

low
low high

ACCOUNTABILITY

THE POWER OF TEAMING
v

TEAM UP FAIL WELL LEARNS FAST
http://strongminded.nl/wordpress/wp-content/uploads/Teaming-Amy-Edmondson.pdf



http://strongminded.nl/wordpress/wp-content/uploads/Teaming-Amy-Edmondson.pdf

60 M. BAER AND M. FRESE

D « Research innovation, initiative,
/ climate of initiative,
§ psychological safety, and
ool performance of organization.
« Evaluate effectiveness of BPR,
- TQM, JIT, etc. by ROA (Return On
- | Assets) of organization
o - Data gathered by enquete from

47 companies of 100-900 people

_— in Germany.

g
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dp nnoval elurn on assels 1998

Copyright © 2003 John Wiley & Sons, Ltd. J. Organiz. Behav. 24, 45-68 (2003) httDS//OnllnellbrarVWIlevCom/dOI/abS/101002/|Ob 179



https://onlinelibrary.wiley.com/doi/abs/10.1002/job.179

Agile Leadership

Cynefin

£ Complex Complicated
:ﬁ Probe Sense

£ sense Analyze

‘s Respond

)

<

DISORDER

Chaos
Act
Sense egorise

Respond

Less visible
more powerful

learning
organisation

Requires
structural
and cultural
change

Valves

Principles

No more
HIPPO
decisions

 Catalyst Leadership
* Management 3.0
o Systems Thinking

Common lﬁi‘llﬂl“l Posters in the Free Agile in a Nutshell series from Dandy People
< = 1
Concents for Agile

i £

® Servant Leadershif

Leadership Styles
Q@& Catalyst leadershin

Intrinsic

Motivation “,( I W %/Q\
-

’ culture Coaching

Creates Safety & Trust

Creates Leaders
R People are

Transparent
valuable

@
Leads the \

Manage Way & Team Takes Engage &
the System  Enables  Responsibility Collaborate

Muny to
Many
Listens &

Integrates

(@1
Pull Ex;?.mem

Customer Focus
- Long Term

Ownership Focus
- Short Term

G

B WA

’
culture

Expert Leadership .- 2o

CX-N

I-to-l

People
are
problems

‘. Achiever Leadership

strated'c

2 Mampu|u'es

Shared Vision,

Detailed Budgets Impact Goals & Activifies

V Extrinsic
Mofivaton

People are
uwns

Resource Opfimization Flow Opfimization

Strech
5 Goals
Practices Top - 1 think 0h\
Can be 3 B ﬂ I B |
" is the strate:
adopted Down N/ ) the strategy
Toshad in commond Push /\ we should
ool an o o A8 evens
Processes P Individual F
More vicible > Responsibility  Clone Me Io-Many Compete
less powerful
“Lazy Woriers” Turn the Pyramid Upside Down
me:u ;)mmed System built for Control diiciaasd Decisions made on Data Driven
sadentie \, (G nged o cros Tooms conmoke @ learn how fo mest Gut Feeling Decisions
Build a bridge. Controls with long = tactical data driven...  Customer customer needs
s ﬁ,m ]
term detailed
ou hoe. budgets and Cross Functional
r( projecs Agile Lean Teams & Support Teams Leaders
ar Communication Information 23 2 B BB ad J
S g ( | e gt N XD 8%58 5%y /) o vhe k| T Fal mens
- el — widdie £ be rom vemporet 2 8 B s e = ) (Fthtomst 7 33
€ against | = Managawendnt needs to reac 2
E he plan. (the more the merrier) ¢ " s Bl goals In Learning
& " i T 17 & 17 A
= T working on T p »
< m i W"ngbl A Front Line M:gpm |:)ndmg »:;w« :\:ﬂy Focus on - Trust
5 o s i o, . 4 A R e WHY Focus on Control & Learning
w w 4 ( “a) Collaboration between silos is not supported. Leaders focus.on < bobesy Mg
W = — five he sysiem gpiceesid Infographic Poster by
- ustomer onable best possible averyone :
Qﬁbﬂ W Top management those who have performance &7 mia.kolmodin@dandypeople.com MNM
¥ is too far away to make knowledge about h € o »
( : W : PEOPLE
good decisions based customer needs don't e " S ) Free download:
5w ‘Autonony on customer needs Qﬂ have mandate 1o act on it System built for Flexibility dandypeople. com/blog &

Cynefin by Dave Snowden  Agile Onion by AWA, Simon Powers  Alignment/Autonomy Leadership inspired by Henrik Kniberg  Expert, Achiever, Catalyst Leadership illus¥ations inspired by Peter Behrens

Mttps7/dandypeople-com/product/agite-teadership=-in-a-n



https://dandypeople.com/product/agile-leadership-in-a-nutshell-poster/

Behaviors which lead to

—Qrganizational learning

« Ask questions
« Share information
« Ask for help
« Try unproved actions
« Talk about failure

« Beopen foropinions




SECI Model

Ay &S

» Tacit knowledge

Socialization Externalization
Empathizing Articulating ¥
Tacit Explicit
knowledge Knowledge
Embodying Connecting
A
Internalization Combination
Explicit knowledge

https://sites.google.com/site/teacherknowledgeexchange/km-to-promote-learning/strategies-and-models/seci-model-for-knowledge-creation



https://sites.google.com/site/teacherknowledgeexchange/km-to-promote-learning/strategies-and-models/seci-model-for-knowledge-creation

Retrospect the game and play 2" round

Y A &
1. Look at the board. Talk about how do you like the board to look like.

2. Look back the situations and voice. Which one worked out and which one made
everyone miserable? Discuss over voices and options. Do you like / hate particular

cards? How do you want use them?
3. Play the game again.

* It’sfunto leave all Voice cards open and spread across the desk or floor to be
picked freely. No reuse.

* Ifyou're too confident, assign artificial roles like old manager, angry customer,
aggressive intern, tired engineer, arrogant boss, and such to each one. See

whether it will change how you voice.
4. Compare the resulting play board from the 15t round.
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Feedbacks Welcome!

s &J
https://forms.gle/Z5X544dbUASEUWYM6

And there is a download URL for the game PDF.
Feel free to printing out by yourselt.



Well, anyway, URLs

s &J

Game materials (multilingual):
® https://drive.google.com/drive/u/0/folders/17kb3d TOAIUBIc3Q1InKH

MVODBwbWYvi0?ths=true

Presentation, other stuff (mostly in Japanese):
* https://drive.google.com/drive/u/0/folders/1hK-
fUSWtAzZ30aKoTrncVR-PEEYGDXNa?ths=true

Game information (Japanese only for the time being)
* https://games.yattom.jp/safety

All of them are CC-BY-NC so feel free to
print out and play with your team!


https://drive.google.com/drive/u/0/folders/1Zkb3d_70AlUBIc3Q1lnKHmV0DBwbWvi0?ths=true
https://drive.google.com/drive/u/0/folders/1hK-fU5wtAzZ30aKoTrncVR-PEEyGDXNa?ths=true
https://games.yattom.jp/safety
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