
UBanQ  B U S I N E S S  B R O C H U R E

UBanQ
An IT4IT™ business simulation

By GamingWorks
The IT world is changing fast. 
Not only technology, but 
also the way IT organizations 
& teams organize their 
processes and work.  
A ‘New Way of Working’ is 
on the agenda of many 
organizations. 

There are many powerful frameworks 
to support this ‘New Way of Working’,  
such as ITIL® , COBIT , DevO ps , 
BISL®  to name but a few. 
They all focus on one or more 
aspects of the IT Service.  
But, how can we link all these 
practices, methods, frameworks 
and approaches into one working 
‘model’? A model in which data is 
shared, accurate, relevant, timely, 
complete and which supports and 
enables the value stream?

What all of these frameworks have in 
common is that they support a series 
of key activities aimed at design, 
build, implement and support /
manage (new) services.  
A challenge is to ensure that all 
teams working in the IT organization 
have the same focus and work with 
the same integrated set of accurate 
data in order to avoid errors, waste 
and frustration.

IT4IT™  is a very powerful framework 
that will help organizations solve 
these challenges. 
This business simulation UbanQ 
will support organizations in their 
journey to learn more about IT4IT™ , 
or to implement IT4IT™  in their 
own organization.

An explosion of fragmented, siloed tools 
to plan, build, deploy and manage  

increasingly complex services.

A need to integrate end-to-end data  
required to deliver and manage services  

into one shared ‘backbone’ of information?

The need to work in value streams that link  
all end-to-end activities in the IT chain,

 in order to realize more customer value?

The need to manage the huge business  
demand and use the available capacity 

efficiently without increasing costs or risks?

DO YOU RECOGNIZE THESE CHALLENGES?



Welcome to UBanQ

You are one of the employees of this new and 
innovative bank. This bank is one of many digital 
banks in the world.  
But UBanQ claims to be different, their aim is  
to become one of the top 3 banks in the world.  
For this, they must change their way of working 
and they have decided to start using the IT4IT™ 
principles to make their IT Products and Services 
cheaper, faster and better.  
Your role is to run the day-to-day business of this 
bank, implement the challenging new Features 
and Services and adopt and embed this new way 
of working based on IT4IT™ .

About this simulation

This simulation will take you through 4 rounds of learning 
experiences in which you need to run your day to day tasks  
as an IT team, but also implement IT4IT™  aspects.  
We call these aspects ‘IT4IT Building Blocks’. After implementing 
these ‘IT4IT Building Blocks’ you will be rewarded with a variety of 
new ‘tools’ that make your IT Services faster, cheaper and better.

E X A M P L E S  A R E :
• Service Automation solutions
• Shared and connected databases
• Automated design and testing solutions
• Vendor integration
• Monitoring tools

I N  E AC H  R O U N D  T H E  T E A M  W I L L  R E C E I V E 
N E W  ‘ W O R K ’ S U C H  A S :
• New Demands and Requests from the business, aimed at 

generating more revenue and attracting more customers.
• Issues, Defects or Events which causes downtime,  

lowering customer satisfaction as well as the image and 
reputation of the bank.

• Emerging Technology to support and enable innovation.
 
 The team will also need to plan the Improvement Actions  
to implement the ‘IT4IT Building Blocks’, or actions to avoid or 
reduce incidents by deploying Problem Management capabilities. 
But how can we prioritize all this work when we have limited 
resource capacity and if a significant part of this workload is filled 
with manual work and waste? 
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TEST AUTOMATION 

IT4IT BUILDING BLOCK
REQUIRED

7
COSTS:

 $ 200.000

BUILD

A lot of Defects from applications are 

disrupting the BUILD activities. 

Or if it is difficult to determine if a 

release package is 100% correct before 

we release it, we should implement 

Test Automation. 

After implementing this IT4IT

Building Block we will receive less 

Defects and we receive a powerful 

tool that will test the work before we 

deploy it. We also can remove the Daily 

Work cards MANUAL PROVISIONING 

OF TEST INFRASTRUCTURE and 

MANUAL TESTING OF RELEASE 

PACKAGES from the WIP Boards. 

RUN 1

P R O B L E M

LOGIN ERRORS  
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IMPACT
Customers are unhappy, we are 

losing Customers. Extra costs using  
workarounds. (check your issues log). 

SYMPTOMS 
‘Cannot login’, error 67, wrong file 

location after login .

It would be nice if we could have some 
more capacity for storing our PDF copies 

of documents. By implementing this new feature 

we replace the PAYMENT REQUESTS

Demands. The IT does not need to plan 

any Actions for Demand 3. 

IT only needs to plan Build Action 26

to comply to the KL999 regulations.

VENDOR
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E M E R G I N G  T E C H N O LO G Y
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FAST PAYMENT FEATURE 
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PRODUCT OWNER

R E Q U E S T

200 GB EXTRA DISK SPACE
Make sure we have this extra capacity to support 

DEMAND  1, MOBILE PHONE 
APP SHARE FUNC TION .  If we have not enough capacity, 

this demand will not work. 

ROUND 1



Structure of the simulation

P L A N N I N G
In each round the team will receive new information 
about the Market and how Customers respond to the 
UBanQ Services. Based on this the team will make a plan 
for the round. What are the priorities for this round? 
What new Services are we going to implement and what 
improvements are we going to make?
 
E X E C U T I N G  T H E  W O R K
After planning the work, the team will start to execute 
the work by allocating time for their actions on the  
Work in Progress boards. During this phase new 
workloads can be introduced  by the Game Leader,  
such as Issues or Defects.

 
 
S CO R I N G
The Game Leader will check the amount and quality 
of the work that has been done and will translate this 
result into the score for the team. 

The team scores are focused on ‘Revenue’, ‘Costs’, ’Profit’, 
‘CSAT’, ‘Growth in customers’ and ‘Market share’.
 
R E F L E C T I O N  & I M P R O V I N G
After the scoring the team will discuss ‘what went 
well’ and ‘what can be improved for the next round’. 
In this part of the round, the game leader will also 
introduce some typical IT4IT™ aspects as input to the 
improvement planning.

IT4IT™ in short

The IT world already has many best practices and 
models such as ITIL , COBIT , CMMI , BISL , ASL , 
AGILE , DevO ps  and various ISO  standards.  
The question is: ‘What added value can IT4IT 
deliver in this increasingly crowded playing field’?  
 
It needs to be stated at the outset that the IT4IT 
reference architecture should not be seen as  
a substitute for existing models such as ITIL  
or Scaled Agile Framework (SAFe ). Instead, IT4IT 
supplements existing best practices to provide 
practical guidelines on using vendors’ products 
to implement IT management.  

IT4IT arose from an architectural vision that 
was designed to come up with a blueprint 
for IT services. In other words: to define an 
architecture that combines organization,  
IT processes, information models and tools.
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DELIVER W O R K  I N  P R O G R E S S  B O A R D
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4D E M A N D

Savings: - $ 200.000 per round

This service is too expensive ($ 200.000 per round) 
and it brings no real value. 

By removing this Service from our portfolio 
we can save $ 200.000 costs per round.

Discuss with the team which actions to take 
in order to remove this service.

DECOMISSIONING 
PRINTED OVERVIEWS

SERVICE MODEL BACKBONE

You will receive this after IT4IT Building Block 5 is done.

S E R V I C E  U S AG E  O V E R V I E W
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Based on this analysis, it is better 
to remove this PRINTED OVERVIEWS 

Service from your portfolio. 
Costs will go down because of 

less maintenance.

Interest / Usage

Printed Overviews
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D A I LY  W O R K

DELIVER

This card can be removed 
after implementing 

TEST AUTOMATION.

MANUAL PROVISIONING OF 
TEST INFRASTRUCTURE 

5
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This card can be removed 
after implementing 

CI/CD INTEGRATION .

ADMIN CHANGES & RELEASE 
NEW FEATURES MANUALLY 

D A I LY  W O R K

DELIVER

D A I LY  W O R K

DELIVER 8
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This card reflects extra work 
for the AUDIT since you did not 

implement BUILDING BLOCK 9 .

RISK AND COMPLIANCE 
ACTIVITIES  FOR AUDIT 
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VENDOR INTEGRATION 
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COSTS:

 $ 50.000

DELIVER

After implementing this IT4IT 

Building Block we will receive a new 

information source that shows how 

information of UBanQ and VENDOR

is connected. Also, the vendor can 

remove the Daily Work 

EASY CUSTOMER SUPPORT. 

This gives the vendor more capacity

to support UBanQ. 

If we lose time finding the correct 

information from the VENDOR, 

since information is not connected, 

we could link information sources. 
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YOUR ROLE 
You are responsible for the value stream DELIVER . 

You will prepare the new services for end user 
consumption. You support user access control, 

storage capacity and the deployment of the service 
into the infrastructure. You will take care of all REQUESTS

from the customers or other roles in the team. 

TARGET 
You will make sure that customers can use the services. 

WORK 
For each new DEMAND  you will select the right AC TION

card and you will place this on your WIP BOARD  it shows 
that you spend time on preparing the deployment of this 

new DEMAND . You will work with the other roles in the 
team to � nd all AC TIONS  to ful� l the DEMANDS . 

On your WIP BOARD  you can � nd DAILY WORK  cards. 
This will consume capacity. 

You can use the IT4IT BUILDING BLOCKS  to improve the 
way of working in the team or remove DAILY WORK  cards. 

You can use IMPROVEMENT AC TION  cards to support 
the implementation of (other) IT4IT BUILDING BLOCKS .  

You have your own INFORMATION  available. 

R O L E  D E S C R I P T I O NDELIVER

I M P R O V E M E N T  AC T I O N

9
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DELIVER

 Populate knowledge items for 
infrastructure services .

KNOWLEDGE DATABASE 

I M P R O V E M E N T  AC T I O N
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DELIVER

  Setup Automated test infrastructure .

TEST AUTOMATION 

I M P R O V E M E N T  AC T I O N
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DELIVER

 Setup Infrastructure Monitoring. 

MONITORING & EVENT 
MANAGEMENT 

AC T I O N

DELIVER 2
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We have to reset FG45 .

Ask VENDOR to reset 
their systems needed.

MOBILE PHONE APP 
HAS SLOW CONNECTION 

AC T I O N

DELIVER 17
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We will decommission the TB80 
from the infrastructure. 

INTEGRATE HOME 
BANKING FEATURES 

AC T I O N

DELIVER 29
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We have to give access to LK676 .

ADD NEW EMPLOYEE 
FROM RISK DEPARTMENT 

Ask VENDOR to give access 
to service(s). 

AC T I O N

DELIVER 38
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We have to implement 
this feature .

ACTIVATE FAST 
PAYMENT FEATURE 



In addition (and in contrast to ITIL), IT4IT does not place such an emphasis  
on processes or practices but on the management of integrated chains that are based 
on value streams. A key focal point is integration between IT activities, data and tools. 
It is all about optimizing the chain of processes and tools in order to develop and 
manage the IT services. 

Moreover, ITIL has sometimes been accused of lacking a number of essential elements 
such as enterprise architecture and development, which need to be fully integrated 
in new IT (such as DevO ps ) in particular. The latest version of ITIL is looking at these 
areas and adding a focus on value chains and value streams which aligns nicely with 
the IT4IT core concepts. Ultimately, IT4IT has to provide guidelines (lines of action) for 
the setting up of IT value streams that incorporate the right automated IT resources, 
in order to optimize both management and delivery. It is also designed to be  
a practical means of working with vendors of IT tools so as to achieve standard tool 
design and integration, something that is an almost impossible task these days.

K E Y  A S P E C T S  O F  I T 4 I T ™ A R E :
• Establishes flow between activities in IT 
• Creates feedback loops between activities in IT
• Implements traceability of the work done in IT
• Manages product/service across the entire life cycle
• Design based on formalized architecture
• Is an Open Standard
• Is vendor-, technology-, industry- and methodology agnostic
• Starting point for operating model for the IT function
• Instrument for IT management rationalization
• Critical to support Digital Transformation

Who should attend this simulation?

The simulation is designed for roles inside and outside of IT. Since this simulation  
is aimed at exploring and experiencing a new way of working this simulation  
does not require any specific knowledge to participate.
Employees of IT (Operations) teams can explore how an end-to-end way of working 
can make their work more enjoyable and better – and find their way in these  
new value streams.
IT managers and team leaders can learn how to implement the IT4IT principles in 
their own organization.
Development teams can experience how to integrate their work into the new value 
chains to maximize their efforts in line with business needs.
Business roles can learn how to manage the portfolio of programs and projects and 
make the right decisions to lower the IT costs and increase value to their customers.
All roles can learn the importance of the end-to-end alignment and integration of 
data in an increasingly complex landscape of tools and frameworks.

F O R M AT :  
Face-to-face 
interactive workshop

Organizational aspects of this simulation

N U M B E R  O F  PA R T I C I PA N T S :  
This simulation can be delivered  
for 6-10 participants

T I M E :  
One full day
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