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Overworked sysadmins
Inefficient, blocked, developers trying to update their apps
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Cowboyism Collaboration



Unsutainable Sustainable



Constant CommunicationMiscommunication
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1 Pair

1 Pairing

2 Pairs

3 Pairings

3 Pairs

15 Pairings
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There is a better way…
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???

1) Great when pair programming

2) Better documentation than comments

!
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A→B 
Human-Powered 
Edgy but chic 
Target market: 
recovering gen-XStakeholders

Define 
Requirements

Architect/ 
Design Determine 

Dependencies

Estimate Effort 
Budget Time

Oct. Nov. Dec.

Develop, develop, develop…

Deliver 

(months late)

Long feedback cycle

Upfront planning divorced from reality
Artificial deadlines divorced from reality



Agile, Data-Driven, Product Management
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Deliver 

(months late)

Stakeholders
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