BUZZ CHRONICLES > ALL
Saved by @caecomx
See On Twitter

Twitter Thread by Simon Wardley

Simon Wardley ,
@swardley

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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To gauge how evolved a component is within the value chain, use the cheat sheet


https://buzzchronicles.com
https://buzzchronicles.com/b/all
https://buzzchronicles.com/caecomx
https://twitter.com/swardley/status/1354061801554661381
https://twitter.com/swardley
https://twitter.com/swardley
https://twitter.com/swardley

Stage of Evolution

I

11

III

v

Activity (used)
Data (implied)
Practice (implied
Kaowledge (implied)

x-axis labels
(types of capital)

Genesis

Custom

Product (+rental)

Commodity (+utility)

of understanding

Characteristics
W
Ubiguity Rare Slowly increasing Rapidly increasing Lderprend i 2::‘;252"“1’ macksr
i Poorly understood / exploring the Rapid increases in learning / Rapid i in use / ing fit Commonly understood
tr| unknown ¥ i for purpose {in terms of use)
Focused on build / construet /[ Maintenance / operations / installation /
o Du:f}.bc the v:ndnr of :nnltl;l.:gnf the eness and learning / many tels R, e G Focused ::dnnl;ﬂiccilni;:iy an
Types ek ; :“ :::; ::Mun e of explanation / no accepted forms / |feature analysis e.g. merits of one model accepted, a :.“ e
a wild west. over another SR
General Properties

e TR Wf“": '“—lk::d'r a0 ArEay “i Lo | Growing market / consclidation to a few | Mature market / stabilised to an

but more forms.

accepted form

Knowledge management

Uncertain

Learning on use / focused on testing
prediction

Learning on cperation / using
prediction / verificatien

known / accepted

Market (Ecosystem) Perception

Chactic (non linear) / Domain of the
“erazy”

Domain of "experts”

Increasing expectation of use / Domain of
“professionals”

Ordered (appearance of being
linear) / trivial / formula to be
applied

User perception

Different / confusing /[ exciting /
surprising / dangerous

Leading edge / emerging /
uncertainty over results

Increasingly common / disappeinted if not
used or available / feeling left behind

Standard / expected / feeling of
shock if not used

Perception in Indusry

Future source of competitive advantage
/ unpredictable / unknown

Seen as a competitive advantage / a
differential / locking for ROI and
cose examples

ge through impl on /
features / this model is better than that

Cost of doing business /
accepted / specific defined models

Focus of value

High future worth but immediate
investment

Seeking ways to profit and a ROT /
seeking confirmation of value

High profitability per unit / a wvaluable
model / a feeling of understanding /
focus on exploitation

High velume / redecing margin /[
important but invisible / an
tial of thi

more complex

Understanding

Poorly understood /

Inereasing understanding /

Increasing education / constant

Believed to be well defined /

disappointed

unpredictable development of measures refinement of needs / measures stable / measurable
o 1 ing / a di ial /| L ing from others /[ ing the g models / di i Essential / any advantage is
i unstable water /[ some evidential support evidential support operational / accepted norm
Hot / focus on
Failure| High / tolerated / assumed to be wrong | MOSeFate / unsurprising if wrong but | improvement / assumed to be in the right | Surprised by failure / focus on

direction / resistance to changing the
model

operaticnal efficiency

Market action

Gambling / driven by gut

Exploring a "found® value

Market analysis / listening to customers

Metric driven / build what is

Efficiency

Reducing the cost of change
(experimentation)

Reducing cost of waste (Learning)

Reducing cost of waste (Learning)

Reducing cost of deviation {Volume}

Decisien Drivers

Heritage / culture

Analysis & synthesis

Analysis & synthesis

Previcus experience

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
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Creating artificial needs I

Confusion of choice

Lobbying / counterplay
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Market enablement
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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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