
 
 
 
 

 

 
ACTIVITY 
NAME:  
 

 
T001-G Card game       

 
OBJECTIVES :  
 

 
Stress the importance that the requirement of the clients must be fullfilled all the 
time 
 

 
DESCRIPTION:  
 

 
1. Explain the rules: 
 
A series of cards will be distributed among all the participants. The cards will be the 
products and will have to be administered following the client's instructions, which 
will not be clear or complete.  
 
The operators will not be able to talk to each other to determine the order of service 
and they will have to follow their instincts to choose the card that follows. They must 
stand in a circle looking to the outside. 
 
2. Play the game: 

 
The trainer is the client and demands a card in the following order: 
 
 
The customer wants…  

1. A red ace 

2. A two 

3. A King 

4. A red queen 

5. A “J” 

6. Penta-Black 

7. A red nine 

8. “King in the North” 

9. 8/4 + 4 – 4? 

10. Ace of hearts 

11. A Ace 

12. A nine  
13. A Six 

14. A Five 

 
 
 
 
3. Evaluation of the first round: 

 
Afterwards, the order that the client wanted will be shown , they can discover how 
well they did (and which mistakes they made) 
 



 
 
 
 

 

Questions you could ask:  
- What happened? 
- How did you feel? 
- Were there any unified criteria? 
- If there was a unified criterium, did it fill the client’s requirements? 
- Could you unify some criteria to follow the demands of customers? 
 

 
 

4. Improve and replay 
 

The workers will have to unify criteria and design some standard rules to be meet the 
client’s wishes. 
 
Finally, the cards will be mixed again and the client will repeat and ask the same 
sequence. This time the players will not follow their instincts but will follow their best 
unified criteria. 
 
Only for the teacher: 
Possible solutions: 
Card game 

1. A red ace 

2. A two 

3. A King 

4. A red queen 

5. A “J” 

6. Penta-Black 

7. A red nine 

8. “King in the North” 

9. 8/4 + 4 – 4? 

10. Ace of hearts 

11. A ace 

12. A nine  
13. A six 

14. A five 

If the client criteria is not specified (and more than one card can be chosen) we apply 
the following rules:  

 the first card is red, the second unspecified card is black 

 if there are two red cards, we first use the diamond 

 if there are two blacks, first we use the clover 
 
Alternative solutions: 

 Each operator memorizes the complete sequencing of all the cards. 

 Establish a series of detailed rules that are easy to remember in order to 
respond to the client's demands. 



 
 
 
 

 

 If the client's demands are not clear, ask and "actively communicate" until 
there is no misunderstanding and an agreement is reached for the request of 
the client. 

 
4. Overall evaluation: 

 
Draw conclusions from the game, regarding the LEAN principles: 
 
 Teamwork and communication between all the workers is very important. 
 Importance of having and respecting unified criteria. (Standard) 
 The importance of that the unified criteria fulfill the requirements of the client. 
 “There are no silly questions, the silly thing is not to ask”. 
 It is essential to maintain a fluid, constant and understandable communication 

between the customer and the company at all times. 
 Standardization of the order process with the customer.  

 

 
TIME TO PLAY:  
 

 
Preparation time: 5 minutes 
Playing time: 10 minutes  
Evaluation and discussion: 15 minutes 
Total: 30 minutes 
 

 
INDIVIDUAL or 
GROUP:   
 

 
Group, the explanation and instruction for this game is written for 2-14 students, but 
you can add more cards and more players.   

 
MATERIAL FOR 
TEACHER:  
 

 
Explanation of the game, two sets of cards 

 
MATERIAL FOR 
STUDENT:  
 

 
The group receives a set of cards (the cards the customer wants) 

 
LAY OUT: 
 

 
In the first round the group is placed in a circle, faces to the outside, so they don’t see 
each other. There is a table to put on the cards. 
 

 


