
Agile Games Matrix
Games →  

Simulations →  
Activities →  

Learning Objectives ↓  
Debriefings ↓  
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REMOTE x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x REMOTE

IN-PERSON x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x x IN-PERSON

Batch Size (Reduction) x x x Batch Size (Reduction)

Building Trust x x x x x x x x x x x x x x x x x x x x x Building Trust

Business Value x x x x Business Value

Closing x x x x Closing

Communication x x x x x x x x x x x x x x x x x Communication

Complex Systems x x x Complex Systems

Continuous Integration x Continuous Integration

Cost-of-Delay x Cost-of-Delay

Cross-functional Teams x x x x x x x x x x x Cross-functional Teams

Elephant in the Room x Elephant in the Room

Empirical Process Control x x x x x x x Empirical Process Control

Energizer x x x x x x x x x x x x x x x x x x Energizer

Fun x x x x x x x x x x x x x x x Fun

Getting to know the group x x x x x x Getting to know the group

Idea Generation x x x Idea Generation

Identify and overcome impediments x x x x Identify and overcome impediments

Initiating Action x x x x Initiating Action

Iterative and incremental development x x x x x x Iterative and incremental development

Kanban x Kanban

Lean Principles x x x x x x Lean Principles

Multitasking x x x x x Multitasking

Opener x x x x x x x x x x x x x Opener

Positive Mood x x x x x x x x Positive Mood

Presenting x x x Presenting

Prioritization x x Prioritization 

Product Discovery x x Product Discovery

Product Vision x x x x Product Vision

Push-vs-Pull-Prinzip x x x x x x x Push-vs-Pull-Prinzip

Refactoring (continuous) x x x Refactoring (continuous)

Reflection x x x x x x x x x x x Reflection

Requirements x x x x x Requirements

Scrum x x x x x Scrum

Self-organization x x x x x x x x x x x x x x x x Self-organization

Servant Leadership x x x Servant Leadership

Stimulating Creativity x x x x x x Stimulating Creativity

Teambuilding x x x x x x x x x x x x x x x x x x Teambuilding

Teamwork x x x x x x x x x x x x x x Teamwork

Technical Debt x x x x x Technical Debt

Technical Excellence x x x Technical Excellence

Utilization x x Utilization

Work-in-Progress Limit x x x x x x Work-in-Progress Limit

Workflow Visualization x x Workflow Visualization
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From learning objective to debriefing:

1. LEARNING OBJECTIVE: Choose learning objectives for participants. What is the challenge for the group? What do you 
want to convey? What is the underlying observation or behavior? 
2. DESIGN: Identify possible games and simulations for these learning objectives. Is there a single, perfect fit activity? What 
alternative do you take as a backup? Do you want to orchestrate multiple games for the learning objectives in a larger 
workshop? 
3. EXECUTION: Conduct the activities with the participants.
4. DEBRIEFING: Reflect with the participants on what they have learned based on the learning objectives.

The Agile Games Matrix shows the learning objectives that each agile game and 
simulation teaches.

Find matching learning objectives and debriefs for the games you already know. And find 
matching games and simulations to the learning objectives you want to teach.

You can find the detailed description of all activities and many helpful tips for facilitation 
in the book "Agile Games and Simulations" by Marc Bless and Dennis Wagner.


