Who still cares about XP?

Or, how we can salvage the
XP principles in our
enterprise DNA.
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The New New Product Development Game
1986, Harvard Business Review
i Agile 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
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That is, while there is value in the items on
the right, we value the items on the left more.
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ScALeD Agile Lean
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,

= . _ . CouRAge
projects and teams differ, there is no &) s

. . SPE(
silver bullet solution to... conMITHERY g

OPENNESS




On the Shoulders
of Giants
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The New New Metaframework for
Enterprise Game - Empirical-based
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The New New Enterprise Game - GAME3
Evolution
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SCRUM Development Process T h e S c r u m G u i d e

Ken Schwaber

Draft Cover Only as of 3/14/03 .
o The Definitive Guide to Scrum: The Rules of the Game ops
Ken Schwaber & Jeff Sutherland %
ABSTRACT. |

| Software Development

An Agile Toolkit

XP Practices :‘::“ﬂ =

Collective Coding
Ounership  Test-Oriven  Standard
v Dws\opmml\
ot A actoriu

KEY WORDS: SCRUM SEI Capability-Maturity-Mo

Kanban
L in 1T

Mary Poppendieck
Tom Poppendieck

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

] Chrd
‘x’ Busiess
7 Publitng

The New New Product
velopment Game
bo |




Accoumntable

and streamlined operational

¥}
Reprasanlativas Fmerprisﬁ a

System .. Areng
GAME "
GAME3 offers a straightforward @-W@@@w;@

. B"B
system. It is easy to adopt . 088 i smmtee Clstopgn hh@x
. and has proven itself hi PALS
GAME3 is a framework to over decages_ Leaders P m?\ g
lead the evolution of | B
products, services, and NG" =

organization of Hie “_ Z

tomorrqw's
enterprises.

Empirical

. £ Control 2 e
L= O ' . g
- <] Evolution !
- ¥ Focus
e ;
F- H Commodity

Product or Rental

I ]
53, System Lead 9&9 :
. s [ o v 4
OGP ,-
- ’ v B T o
'@%‘b
{\

s . —Genesis

e’ = “ § SE Instead, it establishes continuous
P Ambition  Owner @ o g s innovation on the enterprise level.
o’ “Sw. ¥ aw i . : Start by following the
y 4':;-.....-....-_--"' : .f playbook.
r' ‘\-)) fch (TacticS
" Enterprise %
i System Lead \ \OQJ 9 :
1 9 e 9 \ J-\\ng' “ : - 6 . o iy . — — +
g O Q«J:Q Enterprise 1.9
“!“‘. & Owner S S
Accountable 4 Q"',"'
Represe‘ntaﬂves L ’Q/Q*"r

.. ol Interplay

O GAMES3 is fostering the use
U”?ament (Stra of well understogd Agile &

Lean methods like Scrum :aﬁ:r:nt:ﬁ
and Kanban. GAME3 Arena
gives guidance on 1. Start the
when and how Game for the
Scrum to use Enterprise

them.

LeSS Design Thinking
Cynefin

1
f:fj & Eﬁ. T _- -

Product Discover
Scrum@Scale - Kanban

Wardley Mapping eXtreme Programming

ii g
=i
:

;!u
il

Custom Builc!',-": P Ia y b 00 k

GAME3 does not require
¢ L costly transformation projects.



Collective

Coding

Ownership  Test-Driven Dtandard

Customer Pair

Tests Programming

Continuous
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eXtreme Programming Explained
2nd - Chapter 5.

Humanity
Economics
Mutual Benefit
Self-Similarity
Improvement
Diversity
Reflection
Flow
Opportunity
Redundancy
Failure
Quality

Baby Steps
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Principles behind the Agile Manifesto

We follow these principles:

Our highest priority is to satisfy the ¢
through

Welcome ¢l ing requirements, even late in
development pre harness change for
the customer's competitive advantage.

Deliver working software frequently, from a
couple of w to a couple of month th a
preference to the shorter timescale.

Business people and developers must work
together daily throughout the project.

Build projects around motivated individuals.
Give them the environment and support they need,
and trust them to get the job done.

The most efficient and effective method of
ormation to and within a development
m is face-to-face conversation.

Working software is the primary measure of progress.

Agile processes promote sustainable development.
The spon developer:
to maintain a constant p

Continuous attention to technical
and good design enhan

izing the amount
of work not done--is essential.

The best architectures, requirements, and designs
emerge from self-organizing teams.

At regular interv he team reflects on how
to become more effective, then tunes and adjusts
its behavior accordingly.

r

... back in our early days with
XP, we were really pretty serious
about the practices”
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Working Hypothesis ?

An Enterprise™ is an XP-
or Scrum-Team, just
scaled-up

*I'm talking about Medium-size, Mid-Cap Enterprises now
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erprise Scrum

Teams are self-managing dependencies \‘ Whole Product Focus
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Whole Product Focus

Rt I Tf“”" g,gua...f;w: - -s,,f,,,.

e E T ETTT

L1k

|
o v \Z.
l ‘ ‘
{ |
B

o @

il

|

/]

el

™ EY Y| el >
q‘ﬂ‘l‘jl‘g‘. '.‘l .I . .

le<t Pﬁpw

‘ ),.4‘ %S » gys’et—- Fetlogstis

T‘“S 'S
’ e ey

JEST R zqqut

\oterola)
23.01 2oc%g

Continuous Integration
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Value Chain / Higher-Order System
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https://game3.info/Gamedesign/GAME3+Rules/Arena/Artifacts/Product

000,

System Leads lead to an effective - @@@@@ﬁ@@%ﬁ/
able s ) a%

work system. They serve the system Lead e@@ﬁéf

enterprise by:
o Developing competencies of
Teams and people.
« Facilitating decision-making.
« Sustaining a continuous cycle of
Planning, Execution, Inspection,
and Adaptation.

nterprise
Owner

Y game3.info
Leadership - GAME3

Leadership - GAME3

Owners lead to the success of the
product and services. She serves the

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 o ldentifying opportunities for
increase effectiveness. improvement in products, services,

o Ensuring decisions are made. and work systems.



PROBLEM
IDEAL STATE!

HARD TO ACHIEVE,

FUNCTIONAL 600D TO WORK TOWARDS
OVERSPECIALIZATION

FEATURE
TEAMS

WHOLE SYSTEM

OCUSING TeomSls
§
sTREGTHENING Rl oprimizing

Agile Fluency Project:
The Agile Fluency
Model

WHOLE PROPUCT

SUBSYSTEM

. EXTENDED COMPONENT TEAMS
A successful team begins as a collection CONFLICT IN SCOPE IN THE TEAM

of individuals with complementary COMPONENT COMPONENT LEADING TO PUPLICATION OR
technical skills. As the team adopts agile TEAMS ADUITIONAL COORPINATION WORK
practices, a team culture shift occurs:
instead of planning in terms of technical
considerations, such as software layers NOTHING ~ COPE  +PESIGN AND +SUBSYSTEM  +ANALYSIS ANp  +CO-CREATION
or modules, t... UNIT TEST ARCHITECTURE ~ SYSTEM TEST
AND TEST
ACTIVITY (FUNCTION) INSIDE THE TEAM. PEGREE OF CROSS-FUNCTIONALITY

POTENTIAL TECHNOLOGY WORK SCOPE INSIDE THE TEAM

Vibe Programming / GenAl= = = = =/ = = = — 5@ Full Business Teams

=== DevOps / HW&SW Teams

kﬁ Full-Stack Team

km Component Team

£
)
)
n
>
7
L
)
o
|-
o
L
)
£
2
L
~
£
o
£
o
)
3
o
>

Invisible

Genesis Custom Product (+rental) Commodity (+utility) H
Concept Emerging Converging Accepted EVOIUtIOh

A
TEAM

ZSCRUM



-~ GenAl accelerates the evolution of
- services & products. But the patterns
of social systems will remain.

7~

-~ As soon as we invent a practice or tool that simplifies
- work, like GenAl, we immediately use it to stay at the
maximum level of complexity we can manage.

Medium
Enterprise
50 - 5000

Value Chain / Higher-Order System
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willing to pay
Focus on exploring = Focus on learning and = Focus on refining and improving =~ Focus on ruthlessly removing for bureaucracy
developing the craft deviation, industrialising, and 8 [erAEfe

increasing operational efficiency table (SAFe)
staple e

Evolution Focus First!

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...
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Planning and managing
dependencies is NOT strategy.

Strategy is not advancing.

Only Teams are advancing.

Mike Beedle
Enterprise \_?ocrum . e The Enterprise Backlog is the
Value List 3 list of all Goals that an
Enterprise has not yet started
to work on.

» Applicable to all Teams.
Highly independent

9 e 9 \(\)> ) E : . organizational Units (Arena)
‘QfG S @ Dol K may have different Goals.

> Q/Q 'l
Accountable .
Representatives L * A Goal should have a lifetime
.. .7 of at least 1 month and a
Ar\ g maximum of 12 months. The
Ty e aae = most effective Goals typically
OU/‘nament (S’(Xa\-eg\‘ span 3-6 months.
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Wardley's Doctrine (universally useful patterns that a user can apply regardless of context)
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Phase I

Communication

A hias tnwards anen

Common Language

Challenge Assumptions

Understand what is being
considered

Focus on the outcome

Think fast, inexpensive,
restrained and elegant

Development

Operation

Learning Leading Structure

Design for constant
evolution

Exploit the
landscape

Listen to your
ecosystem .

There is no core No single culture

Use appropriate tools

Optimise flow

Do better with

Commit to the
direction

Provide purpose,
mastery & autonomy

Bias towards
1968 the new Inspire others
Set Embrace uncertainty Seek the best
exc EPt iana 1 | st
standards Be humble
Manage inertia Move fast Think small teams

| Manage failure

Distribute power and

Bias towards decision making

Strategy is 7

iterative
Think aptitude and

attitude

duplication

Use appropriate methods

Be pragmatic oo BEE o8
Effectiveness
over

Use standards efficiency

Know your users
Focus on user needs
....................................................... Enow the Bias towards

Remove bias and details data

*STEVE PUREKIS VARIATION
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Doctrine assessment

Wardley's Doctrine assessment tool
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2
“ e e

~

./‘ Making things done
L

. P
.
1

&
o
Ny

L .
+* Experiments Measure N

.
! )

’

1
; How to Conclusion ® !
H 1
. validate? . Review @
wPlanning "How"s K !
1 A A h

A}
‘Q Hypothesis
N

’ )
4
' *  Retrospective @
’

® Planning "What' >+ iri r
) Planning "Wha { Empirical resegrch cycle

~“Planning "Why" Overall Retrospective’.”
.. o .
1 Sprint in Scrum

Empirical: Based on
what is experienced or
seen rather than on

Purpose O
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An Enterprise is more than just a scaled-up XP or Scrum Team.
However, the XP, Agile, and Scrum principles can evolve into
an Enterprise.

Overall .

" Optimization Evolution

Focus

Commodity : 5' Empirical
Product or Rental :: Control
Custom Build,;' ! .
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