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ACTIVITY
NAME:

TOOB-Gb Ball game

OBIJECTIVES:

“Striving for perfection”;

Consult together, determine strategy. “First Time Right”, together influence the
process and flow. The group tries to improve the playing time in a number of
attempts. "

DESCRIPTION:

The ball symbolizes the service or product that the customer receives
There is 1 timekeeper and a quality controller (may be the same person). Others
follow the process and observe.

1. Explaining the rules:

The players of the group will first determine the order of the ball; this order remains
the same throughout the game. The ball circulates every round to all players in the
group and returns to the first player; the ball is NOT passed on to a neighbour and the
ball may not be touched by several people at the same time. Show the Powerpoint to
the students.

2. Play the game:

The ball must circulate 5 rounds. The game is finished when the ball has moved 5x and
the first player regains the ball. The time stops and is noted on the flipchart. The
quality controller monitors the number of rounds and monitors the rules of the game.
Errors are registered on the flipchart If the ball falls during the game, it goes back to
the last player who had the ball before it fell; these errors are also noted on the
flipchart.

3. Overall evaluation of the game:
Then 2 minutes improvement time for the group (with due observance of the same
rules)

Questions you could ask:
e What happened?
e How do you feel?
e Have we achieved the goal?
e Was it agroup process?
e Can we do better?
e How?
[ )

You can also do the next step at the end of the course as game 6a (Culture)

4. Improve and replay:
Repeat step 2 and 3 and play a minimum of 3 rounds of the game. The aim is to book
a minimum of 50% time reduction.
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EORIITER

TIME TO PLAY: Preparation time: 5 minutes
Playing time: 5 minutes
Evaluation and discussion: +/- 10 minutes maximum
Total time: 20 minutes maximum
If you want to use this game in chapter 6 (Culture), take at least the same amount of
time to reflect the whole course.

INDIVIDUAL or | Group

GROUP: Game is being played by 5,7,9 or 11 players (no even numbers).

MATERIAL FOR | Small ball, example tennis ball, foam ball, or something similar (egg)

TEACHER: Stopwatch, chronometer or phone
Flipchart and marker(s) to record the times and deviations
At least 10 m? of free space to play the game

MATERIAL FOR | -

STUDENT:

LAY OUT: Space with at least 10 m? of free space to play the game.
Central place for the flipchart, someone who keeps track of time, someone who
monitors the course of the game and the rules.
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