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“Ich wollfe Mifarbeifer so mofivieren, dass sie mehr leisten
als der Durchschnifl. Freie Entfalfung und Kreafivildi, ohne
blrokratische Zwdnge und Regeln. Dazu passt auch keine
Stempeluhy, die mir immer zuwider way.”

Dieftmar Hopp (one of the founders of SAP)
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WHAT DOES SAP DO?



...A LOT MORE THAN 40 YEARS AGO WHEN WE STARTED



HOW 10 BUILD RIGHT
THINGS RIGHT AGAIN?



N
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Co-Innovate continuously with Customers & End Users
= Learn about Customer Problems & User Needs
= Design, Develop and Test continuously

= Validate Sprint Results regularly w VY
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WHAT IS IN IT FOR
AP DEVELOPMENT?
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cp. Tim Brown (2009)
and Ozgur Eris (2004)

T DON’T ASSUME YOU KNOW THE FINAL SOLUTION YET
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WHERE ARE WE TODAY?
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“A DEVELOPER NEEDS 10 BE CURIOUS AND
ALSO DEVELOP EMPATHY FOR END USERS*

\7 ;
Source: interview with SAP co-founder Hasso Plattner (2012)



OBSERVE

UNDERSTAND ‘ X PROTOTYPE

osvaoa s  DESIGN THINKING TO DEVELOP EMPATHY & IDEAS



BUT ARE WE ABLE 10
LEARN FAST ENOUGH?




RESEARCH QUESTION 1:

ARE AGILE SOFTWARE
ENGINEERING PRACTICES
AN ENABLER FOR DI'?




RESEARCH QUESTION 2:

WHAT IS THE IMPACT OF DT
ON TEAM PERFORMANCE IN
AN AGILE ENVIRONMENT?




Problem finding Problem solving
Doing the right thing Doing the thing right

How the customer How the team
explained it understood it

How the team What the
developed it customer needed
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How does team creativity affect team performance?
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Agile Software Engineering

Experience & Usage
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Observations & Interviews
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Qualitative Content Analysis
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WHAT ARE THE RESEARCH
FINDINGS SO FAR?




Rapid Cycles

Pair Programming
SCRUM Reviews
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Agile Software Engineering

Experience & Usage
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Papierprofotypen erstellf und
einen Feedbackloop infern und

exlern, aber auch um dem .Weg von Codierknechten hin zu
Kunden frahzeifig feedback zu | | qgilen und kreativen Entwicklern.

geben* Die Entwickler sollfen so efwas wie
Mini-POs werden.”
©

©

Scrum Master
Product Owner
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ASSUME makes an ASS out of U and ME*

Nur weil wir glauben, dass das Produkf
schon ist, heit das noch lange nichi, dass
wir es wissen”

1ch habe am Ende des Sprints keine &7&?\

Bauchschmerzen mehr, ob das, was ich
entwickelf habe, das ist, was der Kunde will und

ob es rund Ilduft und fut was spezifizierf wurde* Developer
Developer
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- Know how fo make your life easier
- Know how 1o get it fast

~ Know how it improves the product
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S0, CAN AGILE SOFTWARE
ENGINEERING BE AN
ACCELERATOR FOR DT?



Creativity through Design Thinking 0)9(0{ 0

Aqility through Scrum and oLg
w
Agile Software Engineering {,{,/;év
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pr. Tobias Hilden prand
Deveiopment project Expert
products & \nnovation
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