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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...

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

OPENNESS
COURAGE
Focus
RESPECT
COMMITHENT
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Was ist Strategie

Warum Evolution als oberste
Doktrin (und nicht Agile)

#1 Empirische Kontrolle

#2 Global optimieren



Wardley’'s Doctrine (universally useful patterns that a user can apply regardless of context)
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Doctrine assessment

Wardley's Doctrine assessment tool
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Rare
Poorly Understood
Differential
Competitive Advantage
Zh unit value

Constantly changing

Agile

rwnicdDInl
High tota

High total variation

Commonplace

Well Understood

Efficiency & Operations
ost of doing business

Volume operations

Standardised

UndefinedgePRet Listen to customers Defined market
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IBM PC
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Genesis Custom Product Commat Evolution
Built (+ rental) (+ utility)

Evolution Focused First!

Second: Agile

Book: Future *is* predictable, Simon Wardley and others

Efficiency

. Durch Wettbewerb unterliegt

alles der Evolution

. Die Entscheidungen, die wir heute

fur unsere Produkte und
Dienstleistungen treffen, schaffen
die Probleme von morgen.

. Evolution ist kein konstanter

Fluss.

. Evolution schreitet im

Durchschnitt immer schneller
voran.

. Wir konnen die Evolution nicht

aufhalten. Das liegt in der Natur
des Menschen. Aber wir kdonnen
sie fuhren.
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Stage (of activity)

Characteristics

Publication Types

Cern Mosaic

Product (+rental)

¥ Collaborative Mapping

Webkit

o-.

Geko

20O »

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
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Nordstern
ist wichtig

1. Wie wird Strategie im Moment bei
Euch entwickelt? Zeichnet die
Aktivitaten in das Tournament ein.

2. Wie geht die Strategie in die Taktik
(Match) uber?

3. Ist das noch Strategie oder schon
Taktik bei Euch auf der Ebene
Tournament?

4. Was musstet |hr verandern, um
ein echtes Tournament zu
etablieren.

Heraus-
forderungen

Externe
Abhangig-
keiten/
Vertrage
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Value Chain / Visibility

Genesis

<" overall
" Optimization

coffee in a public cafe

recipe

" Evolution
Focus

Commodity
Product or Rental ;
Custom Build;

" Genesis

brew and .
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reserve .
group table ***  recommen d pay .
a table :

S¢ v

Custom Built Product / Rental Commodity / Utility

grinding
roasting beans
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i rinder
rosting &
device

electric fresh
power water
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1. Strategie nicht mit Taktik verwechseln
2. Erst empirische Kontrolle auf der
Strategie-Ebene nutzen

Peter Beck

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

Andreas Schliep

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