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Stabilize the team to form a long-lasting team

Invest in Architecture and Engineering Practises to
scale the product

If necessary, scale to the minimal possible number of
teams, preferably with the LeSS Framework

Consider reorganizing all
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Continue with the

Arena GAME3 Playbook
=Y ESm—p o S R SRS — Yes=—p TRTOF—LEIDDGAME3 — GAME3Z LA T v %
. BRERT—LEEBEBET—FFIF P EIVIT TU—FICBRRT L ER OHE

UV ORBICEAT S Hy3
PBECELT, LessTL—LT—2£@ALT. BIED

FoLBICRT—ILEES

A

A

GAMES utilizes well-known

\ mPLeSSOEMIEH < FTHETH 3. ,’

GAMEE’

https://game3.info/the
+project+to+product+w
ith+scrum+playbook

Add the PBI to the Product
Backlog

Yes

\ \ N \ N
- i ] - 1 - 1
, A:;Trzt:osgﬂeec;ti:le:: :rso?jl{jcotal S ;7 In GAMES3 the list of all Goals are ~ The List of Goals is ranked by the S ;7 Only the Owner of an Arena can pull
1 and services \ f named Enterprise Backlog Enterprise Owner g a Goal into Focus.
\ EEATOD TS ME. BEPY— ! SNl ey BB R MET Y #— 751 XA — 1 [
~ - = N ~ - SUofite ~ 51 et i
; Ezma&zﬁéa)ngmagtiaén ,I B Bt EhTWE, Foltko TSV ofENS /l ; !
\ © - \ - - \
A ! ! AY ! AY
’ 4 ~ 4 ~
- \\_’,\__, - \\_,’\-" - \\_’/\__/ - \\—’/\__,
Junction #2: Does the Create a dedicated Scrum
Junction #1: Size, the WIP-limit on active Team. Make the Scrum
pa D T e Team as independent 5
- Yes > e — @S m—p- possible. - £ Sl
o - b BEORY 5 LF— LERRT
#10 R, M. TR ETFOTOS LY FTWI 72 it
—S 3 VADBERHE N ? A PHIREEAL. HLwTO B, RISLF—LIBTESL
STV hERMTEZD ? I E B,
o
pd
Define a larger Product /
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System Leads lead to an effective
work system. They serve the
enterprise by:
o Developing competencies of
Teams and people.
« Facilitating decision-making.
« Sustaining a continuous cycle of A 2
Planning, Execution, Inspection, =
and Adaptation.

Enterprise

‘?’ System Lead

Accountable
Representatives

Owner

N =9, Enterprise

Teams |lead to customer satisfaction.

; They serve the enterprise by:

enterprise by: « Managing and executing the work.

) Balancing opportunities and risks. « Creating value and ensuring quality.

« Focusing the organization to « Identifying opportunities for
increase effectiveness. improvement in products, services,

« Ensuring decisions are made. and work systems.
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Stabilize the team to form a long-lasting team

Invest in Architecture and Engineering Practises to
scale the product

If necessary, scale to the minimal possible number of
teams, preferably with the LeSS Framework
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