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PLAY
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Maturity Card Game

You will get points, but the 
most important thing is 

learning how to solve 
organizational problems.

Play and learn

The game is adaptable to 
different contexts and it is 

simplified for everyday problems.

Adaptable to any context
During the game list different 
scenarios and find the problems 
in them

No more than your context

Cornucopia and Dixit games 
using Kanban Maturity Model 
(KMM).

Created based on
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KMM - Kanban Maturity Model

https://kmm.plus/ 

https://kmm.plus/
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The cards

Points Dimensions

Scenario



Let’s play

8

Choose: 4 to 8 players or pairs

Suggested timebox 1h30 to 2h (TODAY: 45min)

Evaluate the maturity from the group point of view 
(TODAY: table players average) 

Sort out one card and answer: “Does this scenario happen in my job 
environment?”

If 50% of the group members disagree discard the card



Preparing
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Groups of 5 players

Deal 7 cards to each player

Each player can read their cards, but keep them secret

Someone will score the points (in the computer)



Register and Score
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Report
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Each round
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Each player pick a card from this 
dimension and place it face down

If you don’t have the dimension, return 
any card to the deck (and shuffle)

Turn all selected cards up and read 
each of them

“Does this scenario happen in my job 
environment?”

Choose 1 card dimension Vote on the cards, reflecting: “most 
benefit with less effort”

Score points: Card value + 2 per vote + 3 
if unanimity

J = 12       Q = 14       K = 17       A = 20

Distribuite a new card to everyone, so 
they have 7 cards again

1

2

3

4

5

6

7

8

9

New round 
begins…
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http://www.youtube.com/watch?v=jzzhy09TMEA


Results

14

Time is up!

Who is the winner?
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The cards

Points Dimensions

Scenario

Solution

Level



https://kmm.plus/en/book/practice/VZ%202.7/
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Play online
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https://en.maturitycard.com/ 

https://en.maturitycard.com/
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More cards here

Discarded



Some cases
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One team in an 
Industrial sector



What’s next
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● APP redesign

● Other maturity versions (DevOps, UX, 
Security, etc.)



EVOLVE



TO SCALE: EXPECTATION



TO SCALE: THE REALITY



THE CAUSE: QUEUES



CONSEQUENCE: BOTTLENECKS

Backlog Analysis   Prioritized              Build        Test   Approve      Homologation         Deploy
     Accept     Done



THE CAUSE: CONCENTRATED KNOWLEDGE

| Parceria e Transformação Ágil



CONSEQUENCE: SUPER-HEROES



THE CAUSE: DEMANDS VERSUS CAPACITY



CONSEQUENCE: LACK OF ACCOUNTABILITY



UNIFIED FLOW
- SCALING THE MATURITY - 



35

Unified Flow* - Definition

“Multiple teams working on multiple projects (product demands) in a 

shared flow, single backlog and preset workload (flow pressure)” 

* Term coined by Taller – http://taller.net.br based on the teachings from Don Reinertsen – ‘The Principles of Product Development Flow’ – and practices observed at Objective
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Strong WIP Limits

Shared Queues

Systematic Knowledge Sharing

Pull System

Workload Management

Slack

Automation

Unified Flow



UNIFIED FLOW
- HANDS-ON - 



The Game - Task types

Art Logic Math

60+[ 35 +( 7 x 9 + 7) : 14] =



Roles

P.O.

Team

LeaderManager



The Game >24 attendees

● Organization with more points is the winner

● 3 task types

○ ART: 40 points if all tasks done

○ LOGIC: 8 points each 3 tasks done

○ MATH: 2 points each task done

● If a task has a bug, it returns to ‘To Do’

● 2 Organizations
● 1 Manager per organization

○ Set the workload
○ Can see the backlog
○ Move from ‘Backlog’ to ‘To Do’
○ Support the teams

● Leader - 1 per team (up to 4 teams)
○ Review the tasks
○ Deliver the tasks
○ Support the teams

● Team (Everyone else, +3 per team)
○ Do the tasks
○ Must respect:

■ Workload
■ Priority
■ Limited WIP (slots)

http://www.youtube.com/watch?v=3iZg1xBW4tA


The Game <24 attendees

● Winner: 70 points or more

● 3 task types

○ ART: 40 points if all tasks done

○ LOGIC: 8 points each 3 tasks done

○ MATH: 2 points each task done

● If a task has a bug, it returns to ‘To Do’

● 1 Manager
○ Set the workload
○ Can see the backlog
○ Move from ‘Backlog’ to ‘To Do’
○ Support the teams

● Leader - 1 per team (up to 4 teams)
○ Review the tasks
○ Deliver the tasks
○ Support the teams

● Team (Everyone else, +3 per team)
○ Do the tasks
○ Must respect:

■ Workload
■ Priority
■ Limited WIP (slots)

http://www.youtube.com/watch?v=3iZg1xBW4tA


The Game - Playing

● Manager can change the workload 
definition everytime

● Manager and Leaders can help the 
team as needed.

1. Pull one task from ‘To Do’ (from top)

2. Show the task to P.O. and accept the job

3. Put the card on Doing

4. Execute the task

5. Move the card to ‘To Review’

6. Leader review the card (moving the card to 

‘Reviewing’)

7. If ok, Leader deliver the solution to Client
a. If not, fix the problem

8. If approved by Client. , Leader move the card to 

‘Done’
a. If not, open a new card in ‘To Do’

9. Return to the 1st step

Steps Tips

http://www.youtube.com/watch?v=UiS9LMziSt8


INSIGHTS



● What is the purpose of each player?

● What is the purpose of the manager and 

leaders?

● What we need to do to have the same 

approach in our jobs?

Debriefing



A REAL CASE



8 teams
17 projects/products



pull system



slots: limited WIP



shared queues



| Parceria e Transformação Ágil

visualization
- automation -  



pairing and 
moving people around 



slack
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SHOW ME THE NUMBERS!



RESULTS

~2100

~3000
Limited WIP

Unified Flow

7%

~4000



RESULTS
(agile teams)

• productivity:  +-6x

• predictability: >98%    

• quality (bugs): from 40% to <10% 

• turnover: <1% (over 5 years)    



RESULTS 
(waterfall teams)

• productivity:  +-11x

• predictability: >90%    

• quality (bugs): from 60% to <10% 

• overtime: from 1000h to <50h    



“The only company I 

ever saw evolve 

empirically to KMM 

level 4!” 
Rodrigo Yoshima | AKT - AKC





More cases in other 
companies…

Taller
Software House

30 members

+productivity
+quality
+focus
-waste

Dafiti
Largest Fashion e-commerce 

(Latam)
120 IT members

+productivity
+visibility

+data-driven
+time-to-market

Natura
Biggest Care Cosmetic 

(World)
450 Product members

+productivity
+visibility

-bottlenecks
+efficiency
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● Have fun while measuring your maturity 
level;

● Follow your evolution path;
● Use Dynamic Workloads to steer your 

focus;
● Work with Unified Flow to leverage your 

throughput and lead-time.

Takeaways



CALL TO ACTION 

● Maturity Card Game

○ Schedule a  free match with one consultant!  

● Unified Flow

○ Get 50% off in a 2 days training!
(pay only U$ 600)

○ Discount cupom: KGS22



SÃO PAULO | SP

Rua Peixoto Gomide, 996
6º andar | Cerqueira César

CEP: 01409-000 
+55 11 3176-8100

CURITIBA | PR

Av. João Gualberto, 1740
9º andar | Juvevê

CEP: 80030-001 
+55 41 3122-9100

MARINGÁ | PR

Av. Horácio Raccanelo Filho, 5355 
Sala 1 | Zona 7

CEP: 87020-035 
+55 44 3032-9150 

CHICAGO | IL | USA

222 Merchandise Mart Plaza Suite 
1225 | Chicago | Illinois

60654
+1 312 885-7619

Marcelo Luis Walter
mlwalter@objectivegroup.com
https://www.linkedin.com/in/mlwalter/

Pedro Martins
pedro.martins@objectivegroup.com

https://www.linkedin.com/in/pedro-luiz-m-cruz/

Let’s talk!

www.objectivegroup.com


