
  
 
 

 

 
ACTIVITY 
NAME:  
 

 
T003-Ga  Number game 

 
OBJECTIVES :  
 

 
Experience that processes go easier and with less mistakes when they are 
standardized. 
 

 
DESCRIPTION:  
 

 
1. Explain the rules: 

 
Every player gets a set of cards (numbers 0  to 9).  The group is divided into 
small groups with the same number of participants. 
The trainer says a number. Each player must show a number, which is added to 
the numbers of the other players in the group. The sum must be the number 
indicated by the trainer.  
No communication is allowed during het game AND all cards must be turned 
around at the same time. If the total is correct, the fastest group wins. Time is 
also important. 
 
2. Play the game: 

 
Every group brainstorms about the strategy they will follow. If every group is 
ready, the game starts. 
 
The trainer starts with simple assignments 

- Simple: name a multiple of the number of group participants 
(example: if there a 3 persons in a group, indicate ad 9 or 12) 

- In the next rounds you will make it more difficult, by naming higher 
numbers or numbers that are not divisible by the number of group 
members 

 
3. Evaluation and discussion: 

 
After a few rounds you can check which group got the best results.  

 
Questions you could ask: 

- What happened? 
- How did you feel? 
- Which strategy did you choose? 
- Are there other strategies possible?  
- What worked, what didn’t? 

 
4. Improve and replay: 
 
You can play another round if you like, so they can try out the new strategy.  
 
A well proved strategy (don’t tell, they have to find out for themselves): 

 If the trainer indicates a number between 0 and 9: the first member 
shows the indicated number, the other ones will show the number 0 



  
 
 

 

 If the number is between 10 and 18: the first member will show the 
number 9, the second one the rest and the other ones will show the 
number 0. 
  
 

 If the number is between 19 and 27:  the first member will show the 
number 9, the second one 9, the third one the rest and the other ones 
will show the number 0. 

 Etc. 
 
5. Overall evaluation 
 
Draw conclusions from the game, regarding the LEAN principles: 

 Principle 1: What is the value for the customer? 

 Principle 3: Standardisation: if you make good agreements about the 
strategy and you do things in a standardized way, this is the most 
effective approach, faster and with less errors. 
 

 
TIME TO PLAY:  
 

 
Preparation time: 5 minutes 
Playing time: 5 minutes per round 
Evaluation and discussion: 5 minutes per round 
Total time per round 15 minutes 
 

 
INDIVIDUAL or 
GROUP:  
 

 
Group: the group will be divided into groups of three students 

 
MATERIAL  FOR 
TEACHER: 
 

 
Explanation of the game 
Whiteboard, flip-over to write down the results 

 
MATERIAL FOR 
STUDENT: 
 

 
Each member receives a set of 9 cards ( numbers 0 to 9), see appendix 
 

 
LAY OUT: 
 

 
The groups are spread over the room. They can sit at a table, but it can also be 
played in a circle, as long as it is clear which members form a group.  
 

 

 

 



  
 
 

 

 


