
For four decades, DEGW has guided organizations on the relationship between people, 

the design of the physical place, and organizational performance. From workplace and 

learning environment strategies to space planning and change management, DEGW 

helps clients capitalize on resources, reduce costs and improve performance.

Since 2010, DEGW has been a part of AECOM, a global company that strives to 

create, enhance and sustain the world’s built, natural and social environments. 

By linking strategy, business planning, environmental assessment, urban design, 

architecture, construction, and other specialties, AECOM can help organizations excel 

in unprecedented ways.
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TEN RULES 
OF AGILE SPACE

THE 80/20 RULE  
80% of agile team environments are composed of similar furniture pieces and 
arrangements. The 20% that varies is determined by culture, the organization’s 
core business, number of distributed teams and other ‘wild card’ factors. 

THE KIT OF PARTS IS YOUR FRIEND 
Agile processes tend to trickle up into agile organizations -  ones that reconfi gure, 
re-team and pivot. Therefore a kit of parts will help space adjust when there are 
changes in team size or needs. 

STAND-UP MEETINGS = 
STAND-UP SPACE
The stand-up meeting is a core activity of the agile process, space needs to 

be allocated for stand-ups. While there is nothing mystical about its spatial 
requirements, without a designated location, this vital activity can be made to 
suffer. The stand-up meeting is important and therefore its space should be a 
priority. 

DON’T FORGET TO THRILL 
There is something very inspiring about adopting agile and learning to think and 
work in a new way. The space should refl ect that. Working differently requires a 
different environment, one that should be exciting and inspiring.  

THINK OF AGILE SPACE AS 
ADVERTISING SPACE
Many companies are still struggling to adopt or implement agile. Every agile 
space has the potential to advertise the benefi ts of working in an agile way, and 
teaching by doing. Spend the time to make sure agile space communicates the 
right messages to the internal team, but also to neighboring teams, other parts 
of the company, and visitors or clients. 

BE MESSY IN A GOOD WAY
Call it a backlash against the abstract nature of software development, 
but agile teams are particularly obsessed with stuff: post-its, burndown 
charts, whiteboards in every format known. Agile environments must make 
accommodation for these materials and embrace the messiness as it is a key 
part of the process.  

THE TINKERER EFFECT
The tinkerer aspect of analog engineering is highly valued and should carry over 
into the environment – with rail systems that support whiteboards or screens, 
tables that convert into chairs, and other inventions that offer fl exibility and an 
opportunity for teams to modify their environments. 

ABOUT PEOPLE AND SPACES 
Agile space can help create cultural and organizational change and be a critical 
advantage to adopting agile processes. Consider asking team members about 
their needs and desires before building the space and then asking them later 
how the space is performing. Then listen and make changes if necessary. 

ENOUGH ALREADY WITH THE 
COLLABORATION
While teams are undeniably more collaborative than in the past, there is a limit 
to this trend, and it would be a mistake (and an over-correction) to build only for 
the team. Agile environments should have complementary spaces for individuals 
to concentrate in isolation – these need not be a signifi cant amount of space, 
and should not be assigned, but individuals should be given the option. If it’s not 
possible on-site, consider co-working options, which are an easy alternative in 
most urban areas.

BUDGET ISN’T EVERYTHING 
It may seem surprising, but many of the key principles of agile space do not 
have an implied cost. Because agile space is all about open-ness, connection 
and fl exibility, creating an agile environment is often an exercise in simplifi cation 
rather than building walls or buying expensive furniture. 

2

1

3

4

5

6

7

8

9

10

The content in this newsletter is the result of an Agile Roundtable discussion led 
by DEGW and Carbon 5 in March 2012. The interactive session assembled a cross 
section of developers and real estate professionals from start-ups to big companies, 
including Autodesk, GE, SAP and Yahoo! The participants discussed agile adoption 
and prototyped spatial solutions. 

For more information, please contact DEGW at (415) 356-3400 or visit our website 

for more information at www.degw.com. 
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  LEGEND

THE NOVICE
The Novice is just starting to implement agile, or is only 
trying a few agile tools. The Novice may grow into a purist, 
but is starting out by trying a few tools which are easy to 
implement. These tools most often include daily stand-ups 
and retrospectives. These agile tools are appealing because 
they help structure the work and increase collaboration, but 
they don’t require a huge commitment on the part of the 
company. The challenge here is quickly and easily creating 
space which supports agile. 

Most often seen in: Large software companies that are 
adopting agile. Could be led by any level within the company 
and can often be ground-up and initiated by developers.  

Key methodologies: Daily stand-ups, story-writing, 
retrospectives.

THE CLASSIC
The Classic is the most common type of agile adoption. 
It includes companies large and small that are adopting 
agile methodologies where and when it makes sense. For 
these companies, the appeal of agile is mainly in facilitating 
collaboration and in estimation or measurements. Most 
teams use stand-ups, story writing, the burn-down chart and 
estimation. This persona is doing more than the Novice or 
the Adapter, but not as much as the Purist. Because of the 
Classic’s focus on collaboration, this persona needs fl exible, 
reconfi gurable team space with a heavy focus on visual 
display. 

Most often seen in: Companies of various sizes. This is the 
most common persona or typology for agile adoption.  

Key methodologies: Stand-up meetings, story writing, 

estimation.  

For users just beginning to use agile techniques, minimal arrangements are 
needed for a standard workspace. Make sure to incorporate an area within your 
team area for daily stand-ups and vertical surfaces to pin up any work to discuss.

Groups accustomed to classic agile processes work best with a greater selection 
of spaces, including enclosed team spaces as well as open team meeting spaces. 
The illustration above shows how two teams can use a an enclosed meeting space 
for either heads down work or for quick team meetings. 

THE PURIST
The Purist embraces agile by-the-book and deploys a host 
of methodologies, including ones which can be challenging 
to implement like continuous deployment. As a result, the 
Purist has a relatively structured work process and daily work 
patterns, and needs space which supports that structure and 
that pace. The prototype will need a variety of spaces which 
can accommodate the daily range of individual, small group 
and team collaboration.  

Most often seen in: Smaller companies or in ‘start-
ups within larger companies’; sometimes seen in larger 
companies that are very committed to agile.

Key methodologies: Most of the methods that the classic 
is using, PLUS continuous deployment, weekly user testing 
and retrospectives. 

THE ADAPTER
The Adapter is a non-developer team that is adopting agile 
practices and processes. This might include a fi nance or real 
estate department that is interested in the measurement 
and process improvement aspects of agile. The adapter 
may be on a slower pace than developer t  eams, since a 
two week sprint cycle may not be realistic for particular 
business functions. The adapter needs a space which allows 
the team to successfully pilot these new tools. Visibility and 
transparency of team members and persistent materials is 
critical. 

Most often seen in: Larger companies that are already 
practicing agile in their developer groups. This trend is driven 
in part by the need for the business cycle to better match the 
development cycle. 

Key methodologies: Process improvement methodologies 
that are easy to implement and not overly tied to the 
technical side of software development. These might include 
stand up meetings, retrospectives and estimation. 

HOW AGILE ARE YOU AND YOUR SPACE?

A space for those expert in agile processes should be as fl exible as possible and 
should allow for different types of work activities such daily standups, project team 
meetings for projects of a certain timeline and have plenty of vertical space for 
pinups and brainstorming.

The example above shows a typical workspace with open alcoves which can 
be used for daily standups, or pinup space for storyboarding. They can also be 
used by project teams as a space for regular pinup of project work and allow for 
transparency to the greater group. 
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THE AGILE TOOLKIT

ECONOMY 
VERSION

+

+
Expedit bookcase and inserts by IKEA

Go-cart carbon desk by CB2 Patrik Swivel chair by IKEA

Flex Sleeper Sofa by CB2

A desk that can be 
pushed together to make 
a larger meeting table

To keep those 
ideas coming!

Shelves that can 
double as a room 
divider

For those late 
night hackathons

+

THE AGILE TOOLKIT

DELUXE 
VERSION

Hanging digital signage screens by Barco

Dual Monitor Arm by Humanscale

Turnstone Groupwork Mobile 
Whiteboard by Steelcase

+

+
FrameOne by Steelcase

Great for those 
daily standups or 
retrospectives

Display during meetings 
or showcase a Pinterest 
display for inspiration!

Capture ideas in 
different ways!

Break down BuildBuy
You don’t need to spend a lot of time or money in supporting the 
majority of agile behaviors . You can just break down the current 
arrangement and rearrange the furniture you already have!

Renovating the space or 
buying  new technology can 
also provide some return 
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