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Adjustments to change. See Change
Agile enterprise, 12, 13
Agile IT system development, 113, 114.
See also System development
Agile response, 50
Agility
and balance, 126
and criticism of new ideas, 127, 128
information technology (IT), 108-117,
128-131, 145
and innovation, 82-85, 111-117
and leadership, 100
and old way of doing things, 127
and project tempo, 133, 134
and responsiveness, 12, 13, 108, 109
and scope creep, 109, 110
and simple solutions, 128, 130-133
time and resources, constraints on, 127
Alpha profits, 17-20, 25, 31, 33, 75, 9692,
114, 142, 150
Analyze step of DMAIC, 79,80
Art of War, The, 56-58
Artificial intelligence, 52
Automation of rovtine Gperations, 31-34,
49, 87, 104

Balance
and agility, 126
feedback loop (loop 2), 47-50, 75, 77-81,
87-88
Blitzkrieg, 59, 66
Boldness and responsiveness, 61, 70, 72, 75.
See also Military strategy and tactics
Boyd, John, 62, 65, 76
Burnout, 89, 132
Business activity monitoring (BAM).
See Business process management
(BPM)
Business as a game, 28-31. See also Games

159

Business intelligence (BI), 104-106
Business models
agile enterprise, 12, 13
decentralized, 27, 28, 3639, 145, 148, 149
operating models, 142-145
process models and BPM, 106
simulations, 68, 104—10&
traditional models, v—-8, 40, 41, 43, 44
Business process management (BPM), 10,
104-104
Business r rocess reengineering, 120

Cer tralized control, 36-43, 53, 149. See also
Decentralized business models
_hange
adjusting to, 50-52, 81, 119, 150
barriers to, 120
commitment to, 120, 121
management’s role, 122, 123
pace of, 141
and trust, 121, 122
Characteristics of responsive organizations,
49, 50, 143
Cloud computing, 112, 114, 116, 145
Combined arms
applied to business, 106
military strategy and tactics, 67, 68
Commoditized jobs, 20-22, 24-26
Control step of DMAIC, 80, 81
Coordination, 36-39, 53
and swarming behavior, 39, 40, 44.
See also Swarming techniques
Creativity, 21, 133-139
Customer relationship management (CRM),
104
Customers
as asset, 8, 9, 35
expectations, meeting, 81. See also Six
sigma
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Customers (Continued )
profiles, 19
and value-added services, 5, 6, 8-11,
18-20, 25

Dashboards, 10, 40, 101-103, 105

Decentralized business models, 27, 28,
36-39, 145, 148, 149

and swarming, 39-45

Define, measure, analyze, improve, control
(DMAIC) process, 77-81, 87-88,
104

Define-Design-Build process, 83—88, 113,
114, 128-131

Define step of DMAIC, 78, 79

Deming, W. Edwards, 77

DMAIC process, 77-81, 87-88, 104

Efficiency
automation, 31-34, 49, 87, 104
and feedback loops, 48, 77
and information technology, 32-34
and real-time data sharing, 30
versus responsiveness, 1-15, 20-23, 35,
150
and swarming techniques, 39-45
and traditional business models, 3-8, 12,
13
Efficient price discovery, 1, 2
Employees
access to information, 143
and change, 121, 122
commoditized jobs, 20—22,24-26
compensation, 144
and creating valve, 25-25

entrepreneurial benavior, 26-28, 143-147,

149
financial fluency, 27, 93, 143, 147, 148
and the game of business, 28, 29. See also
Games
labor rates, 21-23
opportunity gap, 25, 26
performance objectives (targets), 30, 36,
38, 40, 41, 44, 47, 64, 89, 145-147
and trust, 45, 46, 121, 122, 144
Enterprise performance management
(EPM), 105
Enterprise resource planning (ERP), 104,
106, 115
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Entrepreneurial behavior, 26-28, 143—147,
149
Executives. See also Management
and innovation, 137, 138
and IT competency, 110, 111
micromanagement, 123-126, 145
role of, 145, 146

Feedback loops
adjusting to change, 51, 52
agility (loop 3), 47, 48, 50, 75, 77, 81-85,
88, 89
awareness (loop 1), 47-49, 75-77, 87,
88
balance (loop 2), 47-50, 75, 77-81,
87-88
business process mode!, 5589
and efficiency, 48,77
and measuring busir.ess responsiveness,
89, 90
self-adjusting. 39, 31
and stzructure of responsive organizations,
52, 53
{na swarming dynamics, 48, 49. See also
Swarming techniques
Financial fluency, 27, 93, 143, 147, 148
Flexibility, 7, 8, 23, 53, 143

Games
business as a game, 28-31
and leadership, 99, 100
massively multiplayer online games
(MMOGs), 97-103
serious games, 94, 95
Globalization
and data flows, 2, 3
efficiency versus responsiveness, 4—6
and efficient price discovery, 1, 2
and IT, 140, 141
and labor rates, 21-23
and profit margins, 12, 13
responsiveness, need for, 1-4
and swarming dynamics, 45. See also
Swarming techniques
and traditional business models, 6, 7.
See also Business models

Hart, Liddell, 59, 60, 65
Hierarchy of needs, 5
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Improve step of DMAIC, 80
Information technology (IT)
agility, 108-117, 128-131, 145
availability of information systems, 68
and efficiency, 32-34
executive understanding of, 110, 111
existing systems, maximizing, 32—-34
as profit center versus cost center, 11,
13-15
project scope, 109, 110, 130, 131
and responsive business operations, 31,
32. See also Automation of routine
operations
responsive organizations, 145
and simple solutions, 130-133, 138, 158
system development, 109, 110, 113, 114,
145, 151-155, 157, 158
user needs, 130-132
Innovation
and agility, 82-85, 111-117
and executive practices, 137, 138
and globalization, 140, 141
and inspiration, 135-137
and leadership, 100
as mix of ideas, 140-142
and pace of change, 141
processes versus products, 11, 12
responsive organization as innovatisn
142
and responsiveness, 135

Leadership, 45-47, 99—-10C
Lean manufacturing, 120

Management, 1'2, 123, 143, 145, 146.
See also Executives
Maneuver warfare, 65-68
Mashups, 113, 114
Massively multiplayer online games
(MMOGs), 97-101, 103
Measure step of DMAIC, 79
Military strategy and tactics
The Art of War, themes from, 56-58
Blitzkrieg, 59, 66
Boyd, John, 62, 65, 76
case study, 70-73
combined arms, 67, 68
Hart, Liddell, 59, 60, 65
maneuver warfare, 65-68
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modern warfare, 69, 70
Observe-Orient-Decide-Act (OODA),
62-66
Patton, George S., 61, 62
responsiveness and agility, 55
Rommel, Erwin, 60, 61
Schwerpunkt, 66, 67, 72, 108
simplicity, 61, 62
Sun Tzu, 56, 65
Mission orders, 64, 66, 67, 71, 79, 85, 87, 89.
See also Performance objectives
(targets)
Motivation, 91-94

Networks
versus hierarchies, 4245, 53. See also
Swarming techniques
organization stricture, 143, 148, 149
Nonstandard date. 49, 50

Observe-Qrienv-Decide-Act (OODA) Loop,
£2-66, 76, 87, 88, 93, 104

Cn-deniand computing, 112

Omnline games. See Games

WODA Loop.
See Observe-Orient-Decide-Act
(OODA) Loop

Opportunity gap, 25, 26

Outsourcing, 22, 23, 122

Patterns, 68, 71, 93, 136-138
Patton, George S., 61, 62
Performance data
availability of, 40
as condition for responsiveness, 29
and improve step of DMAIC, 80
real-time access to, 30, 31, 44
and visibility, 101-103
Performance objectives (targets), 30, 36, 38,
40, 41, 44, 47, 64, 89, 145-147. See also
Mission orders
Performance reviews, 147
Problem solving, people versus computers,
32-34
Profit margins
alpha profits. See Alpha profits
and globalization, 1-4, 12, 13
and traditional business models, 6, 7
and value-added services, 9-11, 14, 15
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Real-time enterprise, 12, 30, 31
Responsive organization, generally
as agile enterprise, 12, 13
characteristics of, 49, 50, 143
overview of, 142
structure of, 52, 53, 143, 148, 149
Responsiveness
and agility, 12, 13, 108, 109
and boldness, 61, 70, 72, 75
conditions for responsiveness to occur, 29
versus efficiency, 1-15, 20-23, 35, 150
and globalization, 1-4
measuring, 89-94
and speed, 41, 56, 58, 62, 64, 69, 72, 75,
76, 145
sunflower analogy, 51, 52, 81
types of, 50, 51
Reward, 29-31, 146
Risk, 17, 18, 26, 146
Rommel, Erwin, 60, 61
Routine operations, automation of, 31-34,
49, 87, 104

Schwerpunkt, 66, 67, 72, 108
Scope creep, 109, 110
Self-adjusting feedback loops. See Feedback
loops
Semco SA, 27, 28
Serious games, 94, 95
Server virtualization, 112, 115
Service-level agreements (SLA%);.10, 11
Service-oriented architecture (SDA), 32-34,
113-115, 145
Simplicity. See also Mi‘liiary strategy and
tactics
agility and simple solutions, 128, 130-133
and feedback loops. See Feedback loops
and IT simple solutions, 130-133, 138,
158
and patterns. See Patterns
Simulation modeling, 68, 104-108
Six sigma, 77, 78, 81, 82, 87-88, 120, 145.
See also DMAIC process
Software as a service (SaaS), 112, 114, 145
Speed and responsiveness, 41, 56, 58, 62, 64,
69,72, 75, 76, 145. See also Military
strategy and tactics
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Springfield Remanufacturing Corporation,
26, 27
Stack, Jack, 29
Standard operating procedures (SOPs), 50,
51, 87
Structure of responsive organizations, 52,
53, 143, 148, 149
Sun Tzu, 56, 65
Supply chain management
case study, 70-73
simulation modeling, use of, 107, 108.
See also Simulation modeling
value-added services, 18-20
Sustainable prosperity, 149, 150
Swarming techniques
and efficiency, 39-45
and feedback loops, 42 42. See also
Feedback loops
System development
agile IT systein azvelopment, 113, 114
checklist fcr mionitoring projects, 151-155
guidelines, 157, 158
in'respeiisive organizations, 145
{na scope creep, 109, 110

"Jeamwork, 28, 29

30-Day Blitz, 114, 128-131

Top-down control, 41, 53. See also
Centralized control

Total quality management, 120

Training, 29, 45, 46, 91, 92, 94, 95

Transparency, 143-144

Trust, 45, 46, 121, 122, 144

Utility computing, 112, 116, 145

Value-added services
and alpha profits, 17-20. See also Alpha
profits
as component of products, 14, 15
and customers, 5, 6, 8—11, 18-20, 25
and information technology, 11, 13-15.
See also Information technology (IT)
and responsiveness, 4-6, 8—11
Visibility, 91-93, 101-103

Zara, 24



