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Tinkertoys

An Organisational Game
Purpose:

· To explore key relationships and roles in organisations
· To experience some classic dysfunctions in conventional organisations

· To understand the importance of diverse communications in organisations

· To understand the role of feedback in organisational functioning
· To build common understanding of organisational dynamics
· To build better communication and teamwork
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Number of players:  
8 to 24  or  2 to 4 teams of 4 to 6 players each
Time needed: 
90 to 120 minutes

Brief overview of the game:

1. The Facilitator builds a prototype using a child’s construction kit – could be a helicopter, a car etc.- and places it behind a screen
2. The task of each team is to build an exact replica of this prototype.

3. However only one of each team (the Looker) gets to see the prototype.  The Lookers from the different teams each look at the same prototype, behind the screen.
4. The Lookers have to explain to each of the Runners in their teams how to build a replica of the prototype – using only words, without hand signals.
5. The Runners have to explain to each of their Builders how to build a replica of the prototype – using only words
6. But the Runners may not see the prototype or the replica being built (it also lives behind a screen).
7. The builder has to build a replica, behind a screen, assisted by a Supplier (optional role)
8. Each team has a Feedbacker who may go anywhere but may only answer Yes or No to questions asked.

9. Each team gets 10 minutes to prepare, to plan, assign roles and examine the supplies.

10. Any member may call meeting to discuss team dynamics or process, The prototype or replica may not be discussed.

Resources required:

Identical children’s construction kits for each team plus one for the Lookers. 
A table for each team plus one for the lookers.  A chair for each looker, builder and supplier and two chairs for each runner.  Feedbackers do not need chairs.
A screen for each team plus one for the Lookers – cardboard boxes are useful.
Gameplay
1. The facilitator explains the game, its purpose and rules and hands out the instruction sheets (see below)
2. The teams get 10 minutes to plan, assign roles and examine the supplies.

3. The game starts.  The facilitator enforces the rules.  If a player asks a question for which there are no rules the facilitator should answer “There are no rules for that.”  (e.g. A builder may ask “Can we look at another team’s replica?” – they can but don’t tell them.  They tend to assume this is a competition, which can emerge as a learning in the debriefing.)
4. Each team should be allowed to complete their replica.

Debriefing and drawing learning

Once the game is over the teams can be given questions to debrief their experience.  
You can give them each a copy of the “Action Learning Cycle – Guiding Questions” on page 110 of the Barefoot Guide and suggest they use the questions there, starting with the action questions.
 Download this as a handout.
If the players are members of the same organisation, then it may help to ask them if anything that happened in the game reminds them of dynamics or behaviours in their organisation

Once each team has had time to debrief and draw learnings you can bring the teams together to share their findings and look for ways to deal with any questions that have emerged.
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Instructions for Tinkertoys

Aim


Each team must build a perfect replica of the prototype as quickly as possible.

Roles and responsibilities

Looker
Looks at the prototype and describes it to the Runner.  Can only talk to the Runner and Feedbacker. May swap roles with the Feedbacker once in the game.
Runner
Listens to the description of the prototype from the Looker and explains to the Builder.  Cannot see either the prototype or the replica, but can talk to anyone. May swap roles with the builder  or supplier once in the game.

Builder
Listens to the Runner, gets the necessary pieces from the Supplier and builds the replica. Can talk to anyone except the Looker.   May swap roles with the runner or supplier once in the game.
Supplier
Controls the supplies and gives them to the builder. Can talk to anyone except the Looker.  May swap roles with the builder or runner once in the game.

Feedbacker
Looks at the replica and at the prototype.  Can respond to any question but only by saying “Yes” or “No”.  Cannot initiate any communication. May swap roles with the Looker once in the game.

Regulations

· Each team has 10 minutes to plan, assign roles and examine the supplies.

· A team process meeting may be called by anyone, at any time, to discuss team dynamics and talk about how things are going.  However, the prototype and replica cannot be discussed at these meetings.
· The replica must be an exact copy of the prototype – colours may differ.

· The Looker and Feedbacker can see the prototype.  The Builder, Supplier and Feedbacker can see the replica.  The Runner cannot see either the prototype or the replica.
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