
What’s your 

Favorite Game?
Connection Activity





Today, we’re here to talk about one of our favorite games, 

Agile Product Delivery



The Game has Changed



Embracing the 

“New Meta”
AI and the Agile Gamer Mindset



Players

Operations Leader, The People Side

Principal Coach, Diller Coaching & Consulting 

I help teams and leaders better understand 

their work, each other, and themselves

AI Product Manager, Blue Cross Blue Shield of 

Minnesota

I help teams make better things in better ways 

to make the world a better place

Chris Diller Dan Bliss



Intellectual Lineage
The real heroes.

Catherine Price Cy Wakeman Brennan Lee Mulligan 

Marissa Fogal Michael Migliacio Dr. Ashley Godbold

Thanks to Simon Halder, Greg 

Dosh, David Klaus, and Ree 

Thompson 



What is a “meta”? 

”Most Effective Tactics Available”

• From the term “metagaming” or “the game 

outside the game”

• The community’s collective knowledge 

about what it takes to win in the current 

environment

• Driven by environmental disruption; 

changes to the rules and tools of the game.



Play the game!



Embrace an

Agile Gamer Mindset
Work is a complex, everchanging, multiplayer game.

We take a gaming approach to harness change for the 

customer’s competitive advantage

Study the rules, experiment, grind, and face each challenge 

and change as a gamer would, with curiosity and fun



The Meta is discovered through fun

But what is FUN?



The Meta is discovered through fun

“The feeling of having a special, 

shared experience with someone 

(or something) else.”

“A spirit of lightheartedness and 

freedom—of doing an activity just for 

the sake of doing the activity and not 

caring too much about the outcome.”

Playful Connected
“When you are fully engrossed 

and engaged in your present 

experience to the point that you 

lose track of the passage of 

time.”

Flow

”True Fun” Definition from Catherine Price

Author of The Power of Fun: How to Feel Alive Again



Activity: Fun Audit

How often does your work feel 

playful?

In which activities do you feel 

genuinely connected to your 

team?

What are some activities or 

tasks that “capture you in a 

flow state”?

Around your table, in groups, and/or as a large group, answer these questions: 



Constraints aren’t 

dead ends, they're the 

playing field

“Your circumstances aren't 

the reason you can't succeed 

— they're the reality in which 

you must."

*Based on the work and ideas of Cy Wakeman, 

author of Reality-based Leadership, No Ego, and 

Life’s Messy, Live Happy”



Navigate constraints through 

Iterative Rule Testing



Play is built on affordable failure





“What D&D allows people to do is practice 

making heroic decisions… It’s not about 

escapism, “Let me do some stuff that I’ve 

never done in real life”, it’s about exploring.”

Brennan Lee Mulligan 

Game Master & Host of Dimension 20 



Failure is data, not defeat

How risky is failure? 

How visible or actionable is the data?



Is your data a HUD or a Distraction?





From Ready Player One (2018)



Play is social. 
Iterative Rule Testing is accelerated when we work together

Communities of Practice

Golden Patterns or Best 

Practice Libraries 

Playbooks

Lunch & Learns



AI is not the boss battle. 

Failure to try, to test, to learn is. 



Roll Initiative! 

1. Perception Check. Discuss what is holding your team/organization back 

from embracing AI through iterative rule testing (e.g., Lack of Sandbox, 

Heavy Process Lag, Resistance to Experimenting). Pick one to fight. 

2. Set the Stage: Elect a "Scrumgeon Master" to interface with the AI. 

Copy the provided prompt into your LLM, insert your challenge, and meet 

your AI-generated boss.

3. Fight! Use Agile principles, Scrum values, and your team's collective 

skills to "defeat" the monster in a text-based RPG combat loop. 

4. Loot the Room: Debrief. What tactical maneuver or agile practice did 

you use to win that you can actually apply to your real-world job 

tomorrow? 

Based on “Agile Pests’ game, taught to us by Marissa Fogal, Michael Migliacio, Ashley Godbold

theagilegamer.com/ai-prompt



Debrief

1. What monsters did you fight? 

2. How did you defeat them? 

3. Who asked for help? 

4. What would have to change to implement your strategies in the real world? 

Based on “Agile Pests’ game, taught to us by Marissa Fogal, Michael Migliacio, Ashley Godbold

theagilegamer.com/ai-prompt



Build Systems for Play



o Are teams safe to fail? 

o Have we provided the right tools to play (test & 

iterate)? 

o Do we have enough players to play the game?

Leaders have a 

hand in designing 

and monitoring the 

system



Innovation is a co-operative game



Innovation is a competitive game



Play systems involve skill-based match 

making (self-organizing teams),



Build Your Character Sheet

Feel free to fill in what you’d like (Don’t’ worry about 

finishing)

Once you’re done, introduce yourself/character to your 

table/party. 

• What do you notice about your party? 

• What skills are shared? 

• What are you the expert in? 

• Where do you have gaps? 

Discuss: How might this type of tool affect how you plan 

work as a leader or as a self-organizing team? 

Take a minute to look over the provided worksheet

theagilegamer.com/character-sheet



The Big Idea
AI is changing the 

meta of our favorite 

game

We adopt an 

Agile Gamer 

Mindset to 

respond

We iteratively 

test the new 

rules and tools 

of the game

And continuously 

improve our systems 

that enable this play

Surprise to no one, it’s a collection of incremental ideas…



What are you 

going to do to 

have fun?
We’re not asking you to take AI less seriously; 

we’re asking you to take play more seriously. 



Let’s Play Together

/in/cddiller/

Unleash your Awesome

/in/danielsbliss/

Make work more 

Blissful

Chris Diller Dan Bliss

theagilegamer.com/new-meta

All materials, including 

slide deck available for 

download
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