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A game of data gathering that is 
actually fun

The Game with No Name is a data-gathering 
exercise designed to help teams gather 
data on the culture of an organization and 
plan the actions they will take to transform 
it for a better future. It is excellent for 
separating aspirational culture from its daily 
manifestations. 

The game helps teams analyze what is 
working and where they have room for 
improvement, and then how they might 
shape that improvement. 

A minimum of 12 people, a maximum of 
30 per event are recommended for this 
online session. 

WHY THE GAME WORKS
The Game with No Name is a game of 
Bingo with a workplace twist - so everyone 
will immediately understand the rules. The 
game requires enough people to gather 
data in groups and then compete with other 
groups to complete lines and columns, 
which provides excellent motivation to 
produce the data. 

The more spaces people fill, the closer 
they get to completing BINGO lines, and 
the closer they get to  producing a data set 
sufficient for populating the report. 

The motivation to win the game 
provides the stimulus to produce the 
data.

HOW TO KNOW IF THIS IS 
RIGHT FOR YOUR TEAM
You need this experience if:

• You want to know your culture is 
contributing to healthy work life,  
engagement, and bolstering your brand.

• You want to know if anything in your 
culture is hindering productivity.

• You want a report packed with real 
data contributed by a team of your own 
people who experience it first-hand.

• You need access to subject matter 
experts in workplace culture, who can 
provide relevant research to inform efforts.

• You want a report that will equip you to 
strengthen what is working and phase 
out what isn’t.

• As part of your strategic plan, you need 
a report that will become an essential 
component of your success in the next 
five years and beyond.

IN THE REPORT
Barriers

Barriers include anything in your organization 
that might stand in the way of healthy cultural 
evolution. Barriers are in six categories: old 
beliefs and values, bad habits, outdated 
symbols, rules, isolation, and lack of creativity.

THE GAME 
WITH NO 
NAME

Ideas and Inspirations

With ideas, the best approach is to entertain and 
record many. You can later separate the good 
from the bad. The game encourages six varieties: 
getting started, events, micro-vacations, cultural 
identity, rituals, and installations.

Needs

Needs spaces will be filled with areas the team 
suggests as ripe for improvement or things they 
know the team needs. 

Good News

To encourage a variety of contributions, the 
spaces in the Good News column are left blank. 
This is meant for anything already being done in 
this workplace that the group is happy about. 

Openness and Opportunities

The last column is meant to gather data on 
places, people, and resources that are open to 
new opportunities. This might be open-minded 
leaders, new units and departments without 
established habits, or anything else that is either 
a clean slate, or has run its course and is ready to 
retire.

All the data gathered during this exercise is 
brought forward to a process of analysis in 
the second hour of the session. That process 
produces many more ideas that flesh out the data 
a little more. The second hour also helps bring 
the best ideas to the light, which reveals the path 
forward.  

All of this goes into the final report, produced 
by Workplace Culture Store and following 
this structure.
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