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ScALeD Agile Lean

The New New Product Development Game
1986, Harvard Business Review
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Hirotaka Takeuchi and Ikujiro Nonaka
The New New Product Development Game, 1986, Harvard Business Review

Development - The

Principles

Agile methods are becoming ever more
popular, and a growing number of
companies has adopted agile practices
on a large scale. But successfully scaling
agility is challenging. As companies,
projects and teams differ, there is no

silver bullet solution to...

Wolfgang Hilberg (

K

gile Software Development

We are uncovering better ways of developing
software by doing it and helping others do it.
Through this work we have come to value:

Individuals and interactions over processes and tools
Working software over comprehensive documentation
Customer collaboration over contract negotiation
Responding to change over following a plan

That is, while there is value in the items on
the right, we value the items on the left more.

Kent Beck James Grenning  Robert C. Martin
Mike Beedle Jim Highsmith Steve Mellor
Arie van Bennekum Andrew Hunt Ken Schwaber
Alistair Cockburn Ron Jeffries Jeff Sutherland
‘Ward Cunningham Jon Kern Dave Thomas
Martin Fowler Brian Marick

*1932 12015)

OPENKESS
COURAGE
Focus
RESPECT
COMMITHENT
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1. Status der Generativen Ki
2. Eine eigene Landkarte schaffen
3. Strategische Doctrins

Kl = Generative Kl = GenAl
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Keine Position, Entfernungen
Keine Beziehungen (Wege,
Stralden)

Keine Besonderheiten der
Landschaft (Berge, Seen,
Flusse)

Partner oder Wettbewerber?

Simon Wardley hat eine L6sung

ZSCRUMTEAM

BASE10 TREND MAP: GENERATIVE Al

Base10

Companies are grouped based on medium produced and segmented by use case within each medium. Companies that offer
products across segments are grouped in the segment of the core product offering.
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Value Chain

Visible

Invisible

Unknown customer needs Today's customer needs Consumer needs: Writing, kn\

‘ ———————————— Market experiments: = = = = = p

Customer-facing service

Today =_-More efficent= = p T E ________________
My LLM-based, self-coded |

~

"Eine Karte einer

A wettbewerbsorientierten

— = = = = = Feasibility expe]

Geschaftslandschaft (Wardley-

Training own

Map) ist ebenfalls visuell und
kontextspezifisch, aber anstelle

Wrting assistance. PooOr Me 877

B Al\improved CR

,Eine Karte des
physischen Gelandes ist
visuell, spezifisch fur die
jeweilige Schlacht und
enthalt die Position der
Truppen und Hindernisse

S . in Bezug auf einen Anker

(magnetischen Norden).*

des magnetischen Nordpols ist der

- Nutzer, dem die Karte dient, und

Data

der Anker."

seine entsprechenden Beduirfnisse

P Knowledge & reasoning as a service (API for OpenAl o1,

Training Da

‘K

\

"This is the story of my
journey, from a bumbling

and confused CEO lost in
the headlights of change
to having a vague idea of
what | was doing."

I WARDLEY MAPS

- Simon Wardley
5 & platforms fox data, mod:

¥Domain skills \Markeis

SpecializedfGPU (Nvidia, ...)

Clouc

The Book

This is the story of Simon Wardley.
Follow his journey from bumbling and
confused CEO lost in the headlights of
change to someone with a vague idea of
what they're doing.

Genesis

Custom Product (+rental)

Commodity (+utility) .
Evolution
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Invisible

Genesis

Stage (of activity)

Characteristics

Publication Types

Cern Mosaic

Electron

Product (+rental)

Collaborative Mapping

Webkit

Chromium

Commodity (+utility)

Rare

Poorly understood

Normally decribe the wonder of the

thing

Slowly increasing consumption
Rapid increases in learning

Build / construct / awareness and
learning

Rapidly increasing consumption

Rapid increases in use / fit for
purpose

Maintenance / operations /
installation / feature

Evolution

Commodity (+utility)

Widespread and stabilising

Commonly understood
(in terms of use)

Focused on use

"This is the story of my

journey, from a bumbling

and confused CEO lost in

the headlights of change

to having a vague idea of
WARDLEY MAPS what | was doing."

- Simon Wardley

The Book

This is the story of Simon Wardley.
Follow his journey from bumbling and
confused CEO lost in the headlights of
change to someone with a vague idea of
what they're doing.


https://de.wikipedia.org/wiki/Tim_Berners-Lee

Visible

Value Chain

Invisible

ZSCRUMTEAM

Nutzer fangen an
zu vertehen was

sie wollen

My LLM-based, se
writing assistance

Programming assistants (Copilot, ...)

Consumer needs: Writing, knowledge, translation, ...

Knowtedge and reasor
(Chat GPT, Page ...)

If.coded =TT T >
2. Poor me §:/ |

B Al improved ¢RM,

improped ERP

GenAl model

ning Apps

Sales & Marketing

(2]

Markets &

Beim Goldrausch

verdienen die

Schaufelverkaufer

Specialized:GPU (Nvidia, ...)

OWM \ ‘\Knowledge

OS Integration (Apple Al, ...)

Purpose of the map:

Understand the Generative
Al market.

https://game3.info/the-
strategic-answer-to-genai-

is-enterprise-evolution

Update:
21.02.2025

Big-Techs machen
sehr viel Druck in

Richtung

Commodity

Cloud computing

& reasoning as a service (APl for OpenAl o1, ...)

rms for data, models, tools (Hugging Face, GitHub ...)

OWM: Open Weight Models
(OWM) like LLama, DeepSeek, ...)
RAG: retrieval augmented
generation

P&S: Product & Services

GenAl: Generative Al Models. E.g.
LLM, Diffusion Models

Genesis

Custom

Product (+rental)

Commodity (+utility)

Evolution

GAME®Y
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Was erwarten sie (besseren
Preis, besseren Service, ...)? Purpose of the map:

Was konnte Kunden begeistern,
sie kénnen es aber noch nicht
artikulieren?

Was lehnen sie ab Understand the Generative Al
(Privatsphare, Datenschutz market.

Unknown customer needs Today's customer needs - eds: Writing, knowledge, translation, ...

Kano Model: Kano Model:
FECECIVPSNCGOIEI @ - - — — — — — — — — - Market experiments: = = = = = > Leistunvsmerknlwale
8!

Welche Einwéande konnten sie

haben? (moralisch, ethisch ...)?

How will the business models of
most enterprises change?

https://game3.info/the-strategic-

answer-to-genai-is-enterprise-
evolution

S Update:
21.02.2025

Customer-facing serv

Toda = -More efficent= = el e I i R R il - ST S — i
y &( My LLM-based, self-coded \* \? ‘@S Integration (Apple Al ...)
\i WTTtTE aSSIStance. Poor me 817

Visible

Al\improved CRM, Sales & Marketing

Product & Services

Wie wird sich unser - .
Geschaftsmodell
verandern? Wie New, GenAl based P&S current P&S future P&S

—————— Feasibility experiments = = = = = = —p — = = = = = = = = — = Takeover by new market or COMpRLitor?= = = = = = = = = = = = = = = ,—}‘

&Ve )

Traiing own model R Rt O~~~ - ‘\OWM% Knowledge & reasoning as a service (API for OpenAl o1, ...)

kénnen wir diese

Veranderung
gestalten/beeinfluss

en?" \

Pregramming assistants (Copilot, ...)

Value Chain

»Koénnen wir unsere Daten
und unser Wissen besser T

1
Outsourse
nutzen, neue Modelle | T - T i N R U
trainieren und damit neue

Produkte und

Dienstleistungen
entwickeln?”

Q@
O
2
>
£

.4

\‘ Markets &

Domain skills vlatforms for data, models, tools (Hugging Face, GitHub ...)

.Welche Cloud computing

Fahigkeiten
brauchen wir in
Zukunft fUr unser
Unternehmen?”

« OWM: Open Weight Models
(OWM) like LLama, DeepSeek, ...)

» RAG: retrieval augmented
generation

o P&S: Product & Services

Specialized:GPU (Nvidia, ...) « GenAl: Generative Al Models. E.g.

' LLM, Diffusion Models

1
1
1
1

Genesis Custom Product (+rental) Commodity (+utility) Evolution
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Kunden- tsehr
zufriedenheit | zufrieden

Begeisterungs- realisierte
m_&jk_mi B crme Qualitdtseigenschaften
wenig indifferent e viel
Basis-
merkmale

Eﬁlzl'it?frieden Ka no MOde“
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Competitors

Inertia

Prediction

Competitors
actions will

change the game

Everything
evolves through
supply and
demand

competition

Characteristics
change as
components

evolve

Higher order
systems create
new sources of

value

Capital flows to

new areas of value

Success breeds

inertia

You cannot
measure evolution
over time or

adoption

Two different
forms of

disruption

Efficiency enables

innovation

Most competitors
have poor situational

awareness

Evolution consists of
multiple waves of
diffusion with many

chasms

No single method fits

all

Future value is
inversely proportional
to the certainty we

have over it.

Creative Destruction

Inertia increases the
more successful the

past model is

The less evolved
something is then the

more uncertain it is

A "war" (point of
industrialisation)
causes organisations

to evolve

Evolution of
communication can
increase the speed of

evolution overall

No choice Commoditisation does
over not equal

evolution Centralisation

Components
can co-

evolve

Efficiency . .
Evolution to higher
does not
order systems results
mean a i y
in increasing energy
reduced !
consumption

Inertia can
kill an

organisation

Not
everything is | Economy has cycles

random

. Shifts from product to
Change is =
utility tend to
not always
; demonstrate a
linear o
punctuated equilibrium

Courtesy of Simon Wardley, CC BY-SA 4.0.

,Es ist zwar aufderst hilfreich,
die Landschaft des
Wettbewerbs zu verstehen,
aber es ist auch wichtig, das
Klima zu verstehen — die
externen Krafte, die darauf
einwirken. Dies sind die
umfassenderen Spielregeln,
die Muster der Jahreszeiten
und die Handlungen der
Wettbewerber.“

Climate

While understanding the competitive
Landscape is extremely helpful, it's also
important to understand the Climate - the
external forces acting upon it. These are
the broader rules of the game, the
patterns of the seasons, and competitor
actions. Below a...

GAME



Wardley's Stateqgic

Doctrins

Wardley’s Doctrine (universally useful patterns that a user can apply regardless of conte:

Communication

III
IT
A bias towards en
Common Language
Challenge Assumptions
Phage T

Understand what is being
considered

ZSCRUMTEAM

Development

Focus on the outcome

Think fast, inexpensive,

restrained and elegant

_Use appropriate tools

......

Be pragmatic

Use standards

EKnow your users

Remove bias and
duplication

Use appropriate methods

Operation

Learning

Listen to your

Exploit t
landscape

.................................

Design for constant
evolution

ecosystem
There is no core
Commit to the
Optimise flow direction
Do better with e the ovHen
less Bias towards
the new Inspire others
Set Embrace uncertainty
nxﬂﬂpumll 1111111111111111111111111111111111111111111111111
standards Be humble
Manage inertia Move fast
Manage failure Bias towards
action
Strategy is
Effectiveness iterative
over
efficiency
Know the Bias towards
details data

No sin culture

Provide )urpose,
mastery & autonomy

Seek t best

Think small teams

Distribute power and

decision making

Think aptitude and
attitude
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1. Empirical Control -
GAME3

1. Empirical Control - GAME3

Be humble
Move fast Tha
Distrib
8 towards decis
action |
Strategy is
iterative
Think =
a’

ZSCRUMTEAM

Customer

deductive
Inductive

Advance
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1. Eine eigene Landkarte zu GenAl schaffen
2. Strategie iterativ angehen
3. Scrum besser nutzen zum Forschen

Peter Beck

https://www.linkedin.co
m/in/curlypeter/

Andreas Schliep

https://www.linkedin.co
m/in/andreasschliep/

ZSCRUMTEAM


https://www.linkedin.com/in/curlypeter/
https://www.linkedin.com/in/curlypeter/
https://www.linkedin.com/in/andreasschliep/
https://www.linkedin.com/in/andreasschliep/

