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It’s no
laughing matter.
SERIOUS LESSONS ON INNOVATION FROM 
SATURDAY NIGHT LIVE
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Vistage 
Decision 
Model

1. Fostering high-
performing teams

2. Identifying the right 
process framework

3. Implementing the 
right supporting tools

Key decisions 
in innovation
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I’m a Vistage member
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I’m John 
Krewson
Owner and CEO of Sketch 
Development
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Author of Pitch, Sketch, Launch

I’m John 
Krewson

I was on SNL in 1997.

Regular contributor Inc.
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Processing power 
doubles every two years.

M O O R E ’ S  L A W
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W I R T H ’ S  L A W

Software gets slower 
faster than hardware 

gets faster.



Sketch DevelopmentSketch Development 7/2/202
6

C H R I S T E N S E N ’ S  L A W

Today’s successes 
sow the seeds for 

tomorrow’s 
obsolescence.
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Innovation S-Curves
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Manifesto for Agile 
Software Development
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We are uncovering better ways of developing software by 
doing it and helping others do it.

Through this work we have come to value:

Individuals and interactions over processes and tools
Working software over comprehensive documentation

Customer collaboration over contract negotiation
Responding to change over following a plan

That is, while there is value in the items on the right, we 
value the items on the left more.
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12 Agile principles
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1. Our highest priority is to satisfy the customer through early and continuous delivery 
of valuable [software].

2. Welcome changing requirements, even late in development. Agile processes harness 
change for the customer's competitive advantage.

3. Deliver working [software] frequently, from a couple of weeks to a couple of months, 
with a preference to the shorter timescale.

4. Business people and developers must work together daily throughout the project.

5. Build projects around motivated individuals. Give them the environment and support 
they need and trust them to get the job done.

6. The most efficient and effective method of conveying information to and within a 
development team is face-to-face conversation.
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12 Agile principles
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7. Working [software] is the primary measure of progress.

8. Agile processes promote sustainable development. The sponsors, developers, and users 
should be able to maintain a constant pace indefinitely.

9. Continuous attention to technical excellence and good design enhances agility.

10.Simplicity--the art of maximizing the amount of work not done–is essential.

11.The best architectures, requirements, and designs emerge from self-organizing teams.

12. At regular intervals, the team reflects on how to become more effective, then tunes and 
adjusts its behavior accordingly.
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Innovation emerges from 
empowered, cross-

functional teams.

Agenda for today: 3 episodes

People

Iterative, experimental 
approaches, rather than 

top-down initiatives, 
drive innovation.

Process

The right tools can enable 
empowered teams and 

iterative processes to support 
continuous innovation.

Tools

7/2/202
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EPISODE 1
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C O N W A Y ’ S  L A W

Any product 
reflects the org 
structure that 
produced it.
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B R O O K S ’  L A W

Adding people to an 
already late project 
makes the project 

even later.
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L A R M A N ’ S  L A W

Organizations are 
implicitly designed 

to protect the 
status quo.
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People
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The Agile 
Team

CONCEPT CASH

DEVELOPMENT
TEAM

SCRUM
MASTER

PRODUCT
OWNER

PRODUCT
OWNER

DEVELOPMENT
TEAM

SCRUM
MASTER
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The Agile 
Team

CONCEPT CASH

PRODUCT
OWNER

DEVELOPMENT
TEAM

SCRUM
MASTERFOCUS

VISION

EXECUTION
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PERFORMING

NORMING

STORMING

FORMING
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Less like this:
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More like this:
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What makes a good “team”?
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• Self-organized 

• Cross-functional 

• Authorized

• Dedicated

• High-performing

• Macromanaged
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The easiest way to fail at 
inventing something is to 
make it someone’s part 

time job.”
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David Limp
Amazon
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EPISODE 2
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P A R E T O  P R I N C I P L E

80% of the effects 
come from 20% of 

the causes.

T H E
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S T U R G E O N ’ S  L A W

90% of everything 
is crap.
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H O F S T A D T E R ’ S  L A W

It always takes longer than 
expected, even when

taking Hofstadter’s Law
into account.
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T Y S O N ’ S  L A W

Everyone has a plan 
until they get 

punched in the face.
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A week in the life

Mon

100

50

Pitch 
Day
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A week in the life

Mon

100

50

Pitch 
Day

Tue

Writing 
Day

Night
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A week in the life

Mon

100

50

Pitch 
Day

Tue

Writing 
Day

Night

Wed

50

20

Read-
through & 

Picks
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A week in the life

Mon

100

50

Pitch 
Day

Tue

Writing 
Day

Night

Wed

50

20

Read-
through & 

Picks

Thu

Design
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A week in the life

Mon

100

50

Pitch 
Day

Tue

Writing 
Day

Night

Wed

50

20

Read-
through & 

Picks

Thu

Design

Fri

Rehearsal



Sketch DevelopmentSketch Development 7/2/202
6



Sketch DevelopmentSketch Development 7/2/202
6

A week in the life

Mon

100

50

Pitch 
Day

Tue

Writing 
Day

Night

Wed

50

20

Read-
through & 

Picks

Thu

Design

Fri
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20
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Dress & 
Live
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“WE DON’T 
GO ON 

BECAUSE IT’S 
PERFECT, WE 

GO ON 
BECAUSE IT’S 

11:30.”

7/2/202
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Lorne’s Law:
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A week in the life

Mon

100

50

Pitch 
Day

Tue

Writing 
Day

Night

Wed

50

20

Read-
through & 

Picks

Thu

Design

Fri

Rehearsal

Sat

20

10

Dress & 
Live

Sun

10

0

Recharge
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The SNL Method
PITCH SKETCH STAGE TEST LAUNCH
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Season 45
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Complicated or complex?

COMPLICATED: 
knowable

COMPLEX: 
unknowable
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Empirical 
Process 
Control
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A framework for 
managing VUCA
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The “Iron Triangle”
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DEFINED

SCOPE

COST SCHEDULE

DEFINED

WHAT YOU 
ESTIMATE

WHAT YOU 
CONSTRAIN

EMPIRICAL

COST SCHEDULE

SCOPE

EMPIRICAL
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Scrum
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SU N DAY MO N DAY TU ES DAY W EDN ESDAY TH U RSDAY F RIDAY SA TU RDAY
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Scrum Cadence
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SU N DAY MO N DAY TU ES DAY W EDN ESDAY TH U RSDAY F RIDAY SA TU RDAY

CHECK-IN CHECK-IN CHECK-IN

PLANNING REFINEMENT

CHECK-IN CHECK-IN CHECK-IN CHECK-IN CHECK-IN

REFINEMENT

CHECK-IN REHEARSAL 
REVIEW 
RETRO
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What makes a good “process”?
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• It sends work to the team, not resources to the work

• It outputs feedback

• It enforces consistent reprioritization

• It enforces getting work to a ”done” state

• It embraces the complexity of the problem

• It involves all stops on the value chain
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ORIGINAL    
IOS 

KEYBOARD
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DES IGNAN ALYSI S CODIN G TESTI NG LAUNCH

J A S O NF JA JM M D

v1 v2 v3 v4 v5 v6 v7
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EPISODE 3
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L I T T L E ’ S  L A W

The average number of items in a 
stable system is equal to the average 
arrival rate multiplied by the average 

time spent in the system.

The more things you have going on, the longer it will 
take to complete any one of those things.
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G O O D H E A R T ’ S  L A W

When a measure 
becomes a target, it 

ceases to be a 
good measure.
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P A R K I N S O N ’ S  L A W

Work expands to fit 
the time allotted.
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Kanban Board
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The Small Batch
• Slice for value, not activity

• Test the hypothesis

• Put your blinders on

7/2/202
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Feedback 
Loop
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Rolling Horizon Planning
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Q1 Planning

Q2 Planning

Q3 Planning

Q4 Planning
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What makes a good “tool”?
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• Information radiator

• Simple

• Value oriented

• Numerator over denominator

• Aligned to the process
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The Tao of Lorne
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“Listen for when the music changes.”

”You’re not given the job. You take the job”

Producers are supposed to be invisible. 
The cast has to inhabit their own 
decisions.

Organize loosely. You never know what 
will come up.

“In the end, you really need someone to 
say, ‘This is what we’re doing.’”

INNOVATION IN PRACTICE
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The Tao of Lorne

People have to be bad before they 
can be good.

Dress has to be bad before the show 
can be good.

”Do it in sunshine.”

Put more energy into taking care of 
the cast than anything else.

INNOVATION IN PRACTICE
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Offer for
Vistage Members

Team health check

Tooling assessment

AI workflow mapping

Story mapping for custom software

Cloud cost audit

john@sketchdev.io
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YOUR FEEDBACK IS 
IMPORTANT TO EVERYONE 

IN THE VISTAGE 
COMMUNITY. 

PLEASE TAKE A MOMENT 
TO SHARE YOUR FEEDBACK 
ABOUT TODAY'S SESSION.
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