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To gauge the maturity of an organisation, use the doctrine table

Wardley’'s Doctrine (universally use patterns that a user can a regardless of context)
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Use appropriate methods

To gauge how evolved a component is within the value chain, use the cheat sheet
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Obviously, the cheat sheet isn't relevant to organisations that haven't matured enough to understand their users, user
needs, the details (value chain) nor understand what is being considered (how evolved the components are) i.e. all those

phase | basics of doctrine.

Likewise, those basic economic patterns used for anticipation of change are fairly pointless without phase | to Il of doctrine

in place




and there is no point in talking strategic gameplay or organisational ¢

I1I) up and working

Category

Wardley's Gameplay

‘'ve got most of the doctrine (phase | to

(context specific patterns that user can apply)

User Perception

Education

Brand and marketing

Bundling

Fear, uncertainty and doubt

Artificial competition

Creating artificial needs I

Confusion of choice

Lobbying / counterplay

Accelerators

Market enablement

Industrial policy

Open approaches

Exploiting network effects

Co-operation

De-accelerators

Exploiting constraint

IFR

Creating constraints

Dealing with toxicity

Pig in a poke

Disposal of liability

sweat and dump

Refactoring

Market

Differentiation

Standards game

Prieing poliecy

Last man standing

Buyer / supplier power

Signal distortion

Harvesting

Trading

Defensive f-ee

Threat acquisition

Limitation of competition

Raising barriers to entry

Managing inertia

Procrastination

Defensive regulation

Attacking |-

Fool's mate

Directed investment

Experimentation

Press release process

Centre of gravity

Undermining barriers to entry
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N factor markets

Co-creation

Co-opting and intercession
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Embrace and extend
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Talent raid
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Circling and Probing

Positional

Land grab

First mover / Fast Follower

Aggregation

Weak signal / horizon

Poison

Licensing play

Insertion

Designed to fail

So, start with doctrine. It's a journey. It'll almost certainly force you to ma

Wardley's Doctrine

(universally useful patterns that a user can apply regardless of context)
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Focus on the outcome
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over
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Bias towards
action

Know your users

Phase I

Challenge Assumptions

Understand what is being
considered

Focus on user needs

Remove bias and
duplication

Use appropriate methods

Know the
details

Bias towards
data

Think small teams

Distribute power and
decision making

Strategy is
iterative
Think aptitude and
attitude
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