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0. System Pattern

1. One Product Owner

2. Feature Team
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Patterns = Archetypes
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One Product Owner



• Contract game

• One Product Owner

• Area Product Owner
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One PO / PO on clarification
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One PO / Team on clarification
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One PO / Team POs in R&D to 
accommodate business side
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One PO / Team POs in R&D to 
accommodate component team
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Feature Team



• Component team

• Feature group

• Specialized feature team

• Traveler

• Dependency
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Feature group / Individual efficiency
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Feature group / Collaboration
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Feature group / Responsibility
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Specialized feature team / Efficiency vs. Value
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Extended component team / Misused traveler
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Dependency / Organizational change
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Dependency / Coordination roles

o

#roles for 
coordination

s

Dependence on 
coordinators

Capability in 
self-organization

Coordination 
complexity

o

s

Appreciation on 
coordinators

s

o

s



Conclusion
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