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Kokonaisvaltainen lahestymistapa ja
kuvauskiel

Aorganisaation ja sen liikketoiminnan muotoiluun
Ayhteisen ymmarryksen muodostamiseen
Amuutosten toteuttamisen suunnitteluun.

Experience

Yhteisty6ta ja yhdessa tekemista korostava
iIhmiskeskeinen lahestymistapa.
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Identiteetti Arkkitehtuuri

Enterprise

Mit& on meidan
liiketoimintamme?

Enterprise :
An endeavor of people with a shared ambition

Kokemus
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Miksi Miten olemme organisoituneet?
IKSI Miten me toimimme yhdessa?

Miten

Miten kaikki osat
organsaatiossamme toimivat
yhdessa?

Miksi toimintamme on merkityksellista?
Miksi me ja organisaatiomme on olemassa?

Keitd me olemme?

Mika meille merkitsee? Miten ja milla me tuotamme

tuotteemme ja palvelumme?

Mika on toimintamme tarkoitus?

Mika on meidan missio, visio? Miten toimimme?

Mitd me olemme kyvykkaita

Organisaatio saavuttamaan?

Mika on meidan tarinamme? Identiteetti Arkkitehtuuri

Mita tavoittelemme?
Mik& on meidan strategia?

Mika erottaa meidat muista?
Mika tekee meidat erityisiksi?

Mitd mielikuvia herdtdmme ihmisissa kun he
ovat tekemisissa kanssamme tai kayttavat
tuotteitamme ja palveluitamme?

Mik& on maineemme ja imagomme?

- . . 5
Millaisena meidat nahdaan ja mielletaan? Mita me teemme ja tarjoamme

] Millainen tarjooma ( Offerings ) meilla on?
Mita
Mita arvoa luomme ihmisille?
Mik& rooli meilla on ihmisten elaméassa?

Mita ihmiset tarvitsevat?
Mita ihmiset haluavat saada aikaan?
10
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- D - ' Organisaation kehittaminen, organisoituminen, uudistuminen, yhteisty®
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Operatiivinen henkil6sto
Organisaation kehittgjat

Nakokulmien

vaihtaminen
Liiketoiminnan
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missio, visio, arvot, - Organisaatio _ | operatiivinen toiminta
tavoitteet ja strategia JEEREE ALCEL Innovoijat

Arkkitehdit; Suunnittelijat;
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Toteuttajat; Kehittajat;

Johto
Liiketoiminnan omistajat
Liiketoiminnan asiantuntijat

Markkinointi Tuotekehitys,

palvelukehitys

Tuoteomistajat
Tuote- ja palvelukehittajat

Asiakkaiden tarpeet,
asiakasymmarrys,
asiakashyoty

Muotoilijat
CX-, UX osaajat



Intersection Group

Milan Guenther

Wolfgang Goebl

Intersection Group

2012 2014 2018 2020 2023
Intersection Intersection Conference Architectural Thinking Communities together EDGY 23 product
book by series Community by form the release, launch on 29th

March 2023

https://intersectionbook.com

MILAN GUENTHER

INTERSECTION
i ® %

HOW.ENTERPRISE DESIGN
BRIDGES THE GAP BETWEEN
BUSINESS, TECHNOLOGY
AND PEOPLE

https://architecturakthinking.com/

INTERSECTION GROUP
https://intersection.group/

https://enterprise.design/

WOLFGANG GOEBL, MILAN GUENTHER,
ANNIKA KLYVER, BARD PAPEGAAIJ

ENTERPRISE DESIGN

PATTERN

35 WAYS TO RADICALLY INCR!
YOUR IMPACT ON THE ENT!

https://shop.intersection.group/products/enterpriselesignrpatterns

INTERSECTION GROUP



https://intersectionbook.com/
https://architectural-thinking.com/
https://architectural-thinking.com/
https://architectural-thinking.com/
https://shop.intersection.group/products/enterprise-design-patterns
https://shop.intersection.group/products/enterprise-design-patterns
https://shop.intersection.group/products/enterprise-design-patterns
https://shop.intersection.group/products/enterprise-design-patterns
https://shop.intersection.group/products/enterprise-design-patterns
https://enterprise.design/
https://intersection.group/

ENTZRIRISS
=ole=N

Facet Model
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Identity
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AAuttaa kysymaan oikeita kysymyksia
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Facet Model

Nakokulmamalli

Identity

Kayttotarkoituksia:
ANzkokulmien vaihtaminen (reframing) o)

AKokonaisuuden muotoilu ja
yhteissuunnittelu (co-design)

AKehittamishaasteiden (design challenges) N
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Facet Model

Nakokulmamalli

! Organisation Q

Identity Architecture

Soveltuu:

A Liiketoiminnan ja organisaation
uudistamiseen ja muutosten
toteuttamiseen

A Yhteistyon ja keskustelujen fasilitointiin
A Visualisointiin ja dokumentointiin

Experience
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Miksi Miten olemme organisoituneet?
IKSI Miten me toimimme yhdessa?

Miten

Miten kaikki osat
organsaatiossamme toimivat
yhdessa?

Miksi toimintamme on merkityksellista?
Miksi me ja organisaatiomme on olemassa?

Keitd me olemme?

Mika meille merkitsee? Miten ja milla me tuotamme

tuotteemme ja palvelumme?

Mika on toimintamme tarkoitus?

Mika on meidan missio, visio? Miten toimimme?

Mitd me olemme kyvykkaita

Organisaatio saavuttamaan?

Mika on meidan tarinamme? Identiteetti Arkkitehtuuri

Mita tavoittelemme?
Mik& on meidan strategia?

Mika erottaa meidat muista?
Mika tekee meidat erityisiksi?

Mitd mielikuvia herdtdmme ihmisissa kun he
ovat tekemisissa kanssamme tai kayttavat
tuotteitamme ja palveluitamme?

Mik& on maineemme ja imagomme?

- . . 5
Millaisena meidat nahdaan ja mielletaan? Mita me teemme ja tarjoamme

] Millainen tarjooma ( Offerings ) meilla on?
Mita
Mita arvoa luomme ihmisille?
Mik& rooli meilla on ihmisten elaméassa?

Mita ihmiset tarvitsevat?
Mita ihmiset haluavat saada aikaan?
18
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Peruselementit Nelja (4) peruselementtia

0 B Ihmiset suorittavat aktiviteetteja |,
o — Outcome ] kayttavat ja/tai luovat asioita / objekteja
People et s saadakseen aikaan lopputuloksia .

Ihmiset

Object

Objekti

People perform activities , using and creating objects to achieve outcomes .



Peruselementit

Activity

@

—

People

Object
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Function - Behavior - Structure
-ontologiaan.



Elementit, yhteystyypit, labelit
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Outcome Purpose Task Capability
Loputulos Tarkoitus Tehtava Kywykkyys
\. J
& Object Content Brand Channel Product Asset Organisation
People Objekti Sisalto Brandi Kanava Tuote / Palvelu Resurssi Organisaatio
Ihmiset
Activity Story Journey Process
Aktiviteetti Tarina Polku Prosessi
Elementtien muodot noudattavat peruselementtien muotokielté:
_ A Lopputulokset ovat pydredreunaisia,
Yht t it Link (Assosiaatio) relation name A Objektit , eli rakenteelliset asiat, ovat teravakulmaisia.
eystlyypi Flow (Virta) data . A Aktiviteetit , jotka kuvaavat toimintaa, ovat nuolen muotoisia.
Tags Metrics
. -~ Metric Asset Capability
Label It Metric Resurssi Kyvykkyys
- Metic ~ Critical
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=1 Elementtien riippuvuussuhteet

Link (Assosiaatio)

AOsoittaa etta kaksi elementtia
yhdistyy assosiaatiolla
A Oletusarvoisesti ilman labelia

AVoi sisaltaa nimen (label)

A Osoittaa riippuvuusuhteen
luonteen, kuten rakenteellisen
rippuvuuden elementtien valilla

Object A

<

label

Object B

Object A

is part of

Object B




D@ Elementtien riippuvuussuhteet

Flow (Virta)

AOsoittaa toiminnallisen tai
dynaamisen riippuvuuden
elementtien valilla, ilman Object A ol ObjectB
labelia

A Ajallinen, suunnattu riippuvuus

label

AVoi sisaltaa nimen (label)

Allmaisee mita tietoa siirtyy
elementtien valilla, ja mihin
suuntaan

data

Object A > Object B




Base Elements

Element | Description
People The individuals involved in co-creating or influencing the enterprise, influenced by the enterprise, or using/consuming its
O products. All the people who are connected to the enterprise or its ecosystem.

) Examples: customers (external & internal), employees, partners, owners, and investors. Use: identify stakeholders,
customer segments and -personas, and employee profiles (skills, competencies, professional roles).

Outcome | A result or change to be achieved, or state change that occurs within the enterprise or its ecosystem. Outcomes are the
results of activities (intentional or emergent). Outcomes are important concepts as they represent the valuable things in

C] and around the enterprise, they drive the enterprise and deliver its value propositions. Outcomes explain the existential
and fundamental and questions of the enterprise: why, what and how 4.
Examples: goals, qualitative or measurable, drivers for change, intentional results or diverse business events (changes in
business conditions). Use: identify strategic goals, operational goals, and measurable end results.

Activity What is being done or going on in the enterprise or its ecosystem. Activities are actions that are happening or taken by
certain actors. Activities represent behaviour; the enterprise in motion.

> Examples: activities happening, taken, or performed; roadmap of steps to be taken, story (or history) of some entity or

initiative. Use: provide the story of the enterprise and define streams of activities.

Object A structure that is relevant to the enterprise. An object is a tangible or intangible structural entity, that is part of the

enterprise, used in the enterprise activities or produced/provided by the enterprise activities.

Examples: facility, device, machine, equipment, application, sw, hw, information/data, tool, product, service, document,
infrastructure, interface, channel. Use: define a glossary of terms used in the enterprise.




Identity

Element

Description

Purpose

The reason why an enterprise exists and what people pursue and believe in.

An enterprise's purpose expresses what its people believe in, consider valuable, and are striving for, usually expressed as
outcomes/goals the enterprise aspires to achieve.

Story

The way we make sense of our enterprise and communicate to people what it does.

An enterprise story is a narrative about the enterprise in the ecosystem context. Stories help us make sense of complex
ideas, concepts and situations and share that sense with other people. Stories about past or future events can illustrate
shared values, assumptions and beliefs and what people can expect when interacting with an enterprise.

Content

What is being communicated to people.

Content refers to the information and data that is being communicated between and to people, when communicating
within the enterprise and its ecosystem, via different channels and media. Content represents all the material that is used
in internal and external communication.




Experience

Element | Description

Task What people want to achieve and get done. Jobs to be done.
People have numerous tasks they want to accomplish every day. Those tasks are about the outcomes people want to
achieve, not the means to get there. Tasks can be seen as a stable expression of people's needs, motivations and intent.
Enterprises appear in people's experiences as brands offering products to help them accomplish their tasks as they go
through their journeys.
By gathering customer insight information with help of identifying tasks, the enterprise gets clarity and understanding
about people's most important needs and motivations.

Journey | The events and activities people experience in their lives. ‘Moments’ in life.
A journey describes what a person does, feels, thinks, or otherwise experiences over time as they live a specific portion of
their life, in particular when interacting with the enterprise. It is captured as a simplified sequential and chronological
representation of activities and events people experience, and tasks they want to accomplish. Journeys are commonly
documented using a storytelling format, describing a ‘slice of life’ of an exemplary person or persona. Aspects that are
typically captured are motivation, activities, tasks, channels of interaction, physical or digital environments, emotional
states, first-hand observations and analytics data related to the journey.

Channel | The means people use to engage and interact with us. Touchpoints, interfaces.

Channels are the means of communication between people and the enterprise. They are where moments of interaction
between people and the enterprise take place. They include media, devices, communication systems, or physical
environments used to facilitate interactions.




Architecture

Element

Description

Capability

What we are able to / can do by orchestrating people and assets.

Enterprises strive to achieve their purpose by creating products and/or services, that feature in people's experiences. For
that, they must design and realise their capabilities by orchestrating meaningful combinations of people and assets. Each
capability produces well-defined outputs for internal or external business use and contributes directly or indirectly to
product and/or service creation.

Capabilities guide the modularisation of the enterprise by defining boundaries around what "belongs together" and what
is distinct from other capabilities. By deriving the realising processes and assets (such as the required organization,
applications and data), a well-designed capability model leads to enterprises and organisations that are adaptive to
change. Capabilities can be decomposed into sub-capabilities (usually levels 1-3) to create a hierarchy. Each capability
must have a clearly assigned business owner to ensure its strategic development and the effective creation of intended
outputs.

A capability is an outcome as it is an operational ability, readiness to do something and deliver on promises.

Process

A set of related activities our enterprise carries out.

Processes are the flows of activities needed for product or service creation (either directly or indirectly). They transform a
set of inputs into a set of products or services or intermediary outputs, and consist of a set of activities that are performed
in coordination in an organisational or technical environment.

A process is composed of activities connected by flow relationships. It can be strictly structured or less structured.
Processes can run across several organisational units or can be performed within one organisational unit only.

Well-designed processes lead to enterprises that operate efficiently and effectively across all required organisational
units.

Asset

An object needed and used to perform capabilities. Synonym = Resource.

Enterprises need to develop, buy and manage a broad range of tangible or intangible assets (such as buildings,
machines, raw materials, software applications, financial assets and know-how) to perform the capabilities needed to run
their business. Assets as a concept are rooted in economics, strategic management and finance.

To differentiate assets, tags can be used to describe the type (e.g. application, data).




Intersections

Element

Description

Organisation

A group of people working together.

An organisation is a complex social structure. People form organisations to collaborate and co-create.
Organisations are fractal: they are made up of nested structures (e.g. business unit-department-group-team) that
have similar attributes on each level, such as purpose, goals, capabilities and hierarchy. Organisations are complex
adaptive systems.

People's complex behaviour causes emergence, which means that organisations are never fully predictable and
deterministic. Organisational aspects that best to be designed are organisational structures, roles, responsibilities,
formal collaboration and decision-making processes. Aspects that are much harder or impossible to design are
organisational culture, responsiveness to unexpected situations, adaptability, resilience and robustness.

Brand Our name and what it stands for.
A brand is a symbolic representation that stands for our enterprise and its products and services. It is designed to
communicate our identity, especially how we are differentiated from others.
Positive expectations about a brand pull people towards the products an enterprise offers, negative expectations
push them away. That's why a brand is also a financial asset we invest in and obtain benefits from, by purposely
creating awareness and improving or maintaining our reputation with our customers, partners and investors.
Product What we make, offer and deliver for people's benefit.

Products are the result of our enterprise activity and encompass physical things manufactured and delivered, or
services rendered to people. A product can be composed of any combination of physical goods and other tangible
and intangible objects. They usually refer to something we make, market and deliver to commercial customers, but
can also refer to something we make for employees, co-creators or other people.

A product helps people complete a task, and thereby adds value to their lives when used in the right context. It can
be physical or digital, and deliver practical, emotional or monetary value.

y /



Concreteness of visual language
How much does the model look like the thing it represents?

Concrete
>

Abstract

Vlsuallsomtl

Ph_otographs ] : :
I video Prototypes / I(D.\ m:nunlctly 1:
i eo e an

Storyboards

models

Communi. v 2; () UML \
Technical 2 models \
implementation

Freeform onstrained

Constraint of visual language
How many restrictions does the modeller have in their choice of representation?

AYlatason kuvauskiel;

ATaydentaa muita kielia

AYhteinen kieli kaikille

39



Kuvauskieli A

Organisaﬁon

Product

A Sopii kaikille
A Yhteinen kieli eri osaajaryhmille

AVisuaalisesti selkea ja yksinkertainen
A Helppo oppia, helppo ymmértaa

A Tuottava

A Voidaan keskittya kuvausongelmaan, ei
notaatioon
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Miksi Miten olemme organisoituneet?
IKSI Miten me toimimme yhdessa?

Miten

Miten kaikki osat
organsaatiossamme toimivat
yhdessa?

Miksi toimintamme on merkityksellista?
Miksi me ja organisaatiomme on olemassa?

Keitd me olemme?

Mika meille merkitsee? Miten ja milla me tuotamme

tuotteemme ja palvelumme?

Mika on toimintamme tarkoitus?

Mika on meidan missio, visio? Miten toimimme?

Mitd me olemme kyvykkaita

Organisaatio saavuttamaan?

Mika on meidan tarinamme? Identiteetti Arkkitehtuuri

Mita tavoittelemme?
Mik& on meidan strategia?

Mika erottaa meidat muista?
Mika tekee meidat erityisiksi?

Mitd mielikuvia herdtdmme ihmisissa kun he
ovat tekemisissa kanssamme tai kayttavat
tuotteitamme ja palveluitamme?

Mik& on maineemme ja imagomme?

- . . 5
Millaisena meidat nahdaan ja mielletaan? Mita me teemme ja tarjoamme

] Millainen tarjooma ( Offerings ) meilla on?
Mita
Mita arvoa luomme ihmisille?
Mik& rooli meilla on ihmisten elaméassa?

Mita ihmiset tarvitsevat?
Mita ihmiset haluavat saada aikaan?
42
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organisaationakokulma
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