
1



Prof. Johannes Cottyn & Prof. Hendrik Van Landeghem, Ghent University, BELGIUM

PlanVar game 
EXPERIMENTING WITH PLANNING UNDER 
HIGH VARIABILITY IN THE MAKE INDUSTRY



COOCK Planvar project (2024-2025-2027)

How to Plan Your Production Under High Variability?
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How can you handle the variability?

How to Plan Your Production Under High Variability?

Inventory Capacity

Time

Buffering protects the production system against variability and makes it more manageable.

Material Human/Machine

Customer

But buffering also costs money …
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The framework
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Learning while 
playing
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Start scenario - configuration
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Start scenario - Settings
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Variability

Start scenario - Configuration
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Start scenario - Results
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Start scenario - Results
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Start scenario - Results
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Select your role

Getting started
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Make decisions

Getting started

Production Interaction

Tuning parameters

KPIs
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Analyse results and discuss further improvements with the team

Getting started
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Gamification

17



Conclusions



Conclusions
Lessons Learned

• Planning framework seems overwhelming at the start, but the step-by-step approach works good
• Participants are positively suprised that the impact of their choices is that visual and logical
• The gamification aspect clearly motivates the groups
• A lot of (interaction between) principles can be illustrated on one company case

• There are some “cheat codes” (more resources, longer lead times) → not easy to find a suitable “cost function”
• The very bad start situation gives big improvements on first actions, but marginal gains in the end
• Too complex for quick learning ←→ Not complex enough for a company analysis
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Conclusions
Future work | SCENARIO

More realistic scenarios to assess (or capture) 
planning and scheduling knowledge and skills.

• Event based
• Generative AI support
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Conclusions
Future work | ANALYSIS 

How to evolve towards an analysis tool for industry?

Sandbox environment to support production managers and schedulers to
1. See the impact of their choices in advance
2. Get an overview of “best” choices they can make and why
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