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September 19
Team Kanban Practitioner (TKP) 
Learn core concepts of the Kanban Method. 

September 12 & 13

Kanban Systems Design (KMP I) - Design a Kanban 
system or improve an existing system for optimal 
flow and faster delivery.

September 26 & 27 

Kanban Systems Improvement (KPM II) - Managing 
with Kanban day to day; Feedback loops; Operating 
at scale; Effective metrics.

 

Management 3.0 (Personal Maps, Games, 
Fundamentals)mentals)

OKR Workshop

DevOps

Behavior Driven Development (BDD)

Agile Games & Kanban Pizza Game

#IamRemarkable Workshop 



KANBAN PIZZA GAME

LEARNING OBJECTIVES

• EXPERIENCE HOW A KANBAN SYSTEM EMERGES FROM AN EXISTING PROCESS
• EXPERIENCE A WHOLE KANBAN SYSTEM, AS OPPOSED TO FOCUSING ONLY ON 

THE KANBAN BOARD AND RELATED MECHANICS

• UNDERSTAND THE 6 KANBAN PRACTICES AND KANBAN PRINCIPLES

• UNDERSTAND THE EFFECTS OF LIMITING YOUR WORK IN PROGRESS

• EXPERIENCE TEAM SELF-ORGANIZATION AND ADAPTATION

• ADDRESS BOTTLENECKS AND ELIMINATE WASTE



KANBAN CHANGE PRINCIPLES

1. START WITH WHAT YOU DO NOW

a. RESPECT THE CURRENT PROCESS —ROLES, RESPONSIBILITIES 
& TITLES 

2. AGREE TO PURSUE INCREMENTAL, EVOLUTIONARY CHANGE 
3. ENCOURAGE ACTS OF LEADERSHIP AT ALL LEVELS 



LET’S PLAY!
Game Instructions

Round 1
(8 minutes)



Game Instructions
Round 1: Kanban Principles



Game Rules
• Everyone in the team should have at least one assigned 

role: 
• Crust
• Sauce
• Cheese
• Pepperoni
• Pineapple 
• Pizza “assembler”
• Oven/time keeper
• Point tracker

• No copy and pasting
•
• Add up the points at the end of every round
•
• Total 3 rounds: Each round lasts 8 minutes + 5 min team 

retro
•
• Oven baking time is 30 seconds 
•
• Max of 3 pizzas at a time in the oven at once

Hints for Miro:
• Remember to group your pizza items before putting them in 

the oven 
• You may need to “bring items to the front” when assembling



Round 1: Debrief - Let’s Measure & Do a Retro (5 min)



Kanban 6 Practices



OK, LET’S PLAY AGAIN!
Round 2

(8 minutes + 5 min retro)



Round 2: Kanban Practices
Improve flow, address constraints and bottlenecks, limit Work in 
Progress (WIP) & swarming



Round 2: Debrief - Let’s Measure & Do a Retro



OK, LET’S PLAY AGAIN!
Round 3

(8 minutes + 5 min retro)



Round 3: Kanban System

- Make pizzas based on orders
- Orders must be picked up from the stickies backlog in any order
- Orders must be delivered to the Done column organized by order

Like in Real life, things change...



Round 3: Debrief - Let’s Measure & Do a Retro



VISUALIZE THE WORKFLOW

With the production of the pizza, the workflow is always present and by drawing the workflow, 
we create a model that we can use for reflecting on the current process. 

The workflow can be represented in multiple ways. The fact that some pizzas go in the oven 
with toppings and some without can be described using tags, swimlanes, non-linear workflows, 
directed networks, cadences, and a number of other methods. 

The teams created a workflow that made sense in their own context of people, resources, and 
bottlenecks. There is no perfect board or one board fits all. 

LIMIT WIP
Throughout the game, the built-in bottlenecks caused queues to pile up. 
During the game, the teams introduced Limits on their Work in Progress (WIP) to make sure 
that they produced the right things and avoid losing points for unused materials. Teams 
experienced that WIP.  

Limits are more than simple limitations, they drive and change the behavior of people. People 
tend to interact more on the overall production, communicate more and help each other when 
needed. 

Game Debrief - Bringing it all together



MANAGE FLOW
Kanban works best when work is flowing nicely through the system. Normally you would 
increase the flow by measuring and minimizing the Lead Time. 
The scoring system in the game simulates this by penalizing inventory and triggering similar 
flow-optimizing behavior. 

MAKE POLICIES EXPLICIT (Team Agreements)
After the first round, each team documented their workflow and any changes in the system. 
We also set a common Quality standard by selecting a reference pizza. 
How did this help the work?
How about roles? Did people have clear roles?

IMPLEMENT FEEDBACK LOOPS
What did we collect feedback on? 
Think for a moment about what kinds of Feedback loops there were in the game or some 
examples 
What would have happened without each specific type of feedback? 

IMPROVE COLLABORATIVELY AND EXPERIMENTALLY
The game consisted of 3 rounds, with time for inspecting and adapting in between. 
What would have happened without the possibility to inspect and adapt? 
What conversations happened during the production of the pizza?





Q&A
Thank you! 


