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Move fast 
and break things.

Mark Zuckerberg

If the cost of error is low.



Move fast, be strategic 
and break just a few things.

Reduce the consequences of errors.



Architecture is about the important stuff. 
Whatever that is.

Ralph Johnson



In most successful software projects,
the expert developers working on that project have

a shared understanding of the system design.

This shared understanding is called ‘architecture.’

Ralph Johnson



Architecture is the decisions 
that you wish you could get 

right early in a project.
Ralph Johnson

The decisions that are 
hard to change later.

Martin Fowler



shared understanding + hard to change later
=

The important stuff



Whatever that is.

Engineering Process

Agile Development
Trainings
Coaching
Conways Law

High level patterns

Microservices
Monolith
Client/Server Split
Hexagonal Architecture
Event-Driven Architecture
Data structures

Persistence Layer

Relational Database
NoSQL Database
Time Series Database
External Services

Deployment

In-House Infrastructure
Cloud
Hybrid-Cloud
CI/CD Pipeline

Communication

API
Events
JSON / XML / Binary
Server side rendered HTML

Application Platform

Programming Languages
Frameworks
Libraries
Make or Buy



Why is it called 
Architecture?

Based on civil engineering and the 
construction industry

Architects create plans of buildings that get 
implemented by construction workers

Sven Mieke on Unsplash

https://unsplash.com/@sxoxm?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText
https://unsplash.com/s/photos/blueprint?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText


Civil Engineering 

Environment is constant and known
● the physical world
● the laws of nature
● the factors that influence design 

Once the building is built,
it is not expected to change or evolve 

significantly

Muzammil Soorma on Unsplash

https://unsplash.com/@muzammilo?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText
https://unsplash.com/s/photos/gravity?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText


Software must be able to deal with an 
extremely fluid and dynamic environment.

A fundamental expectation is easy 
changeability.

Photo by Jeffery Ho on Unsplash

Software 
Development

https://unsplash.com/@jefferyho?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText
https://unsplash.com/s/photos/transformer?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText


Erik Doernenburg suggested that Software 
Architects compare better to Town Planners

● Information from many perspectives
● Optimization of layout
● Respect current and future requirements

Will Kennard on Unsplash

Town Planner

https://unsplash.com/@willkennard?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText
https://unsplash.com/s/photos/city-modern-old?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText


Creates, fosters and documents the shared 
understanding based on business goals

Identifies things that are hard to change later 
and is responsible for solutions

Does not dictate solutions but builds bridges 
between teams

Photo by Neil Thomas on Unsplash

Software 
Architect

https://unsplash.com/@finleydesign?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText
https://unsplash.com/s/photos/support?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText


Move fast, but how?
What is it, that makes development slow?





User Interface

Internal Design
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Software Architecture addresses the internal 
quality and focuses on the long-term picture.



Design Stamina Hypothesis (Martin Fowler)

I call this a hypothesis because it is a 
conjecture, there is no objective proof 
that this phenomenon actually occurs. 
In scientific terms it's not a very good 
hypothesis because it's hard to test. We 
CannotMeasureProductivity nor can we 
measure design quality.

But despite it being only a hypothesis, 
it's also an axiom for many people, 
including myself. We may not have 
objective proof that this effect occurs 
but many of us feel that this explains 
what we see we see qualitatively in the 
field. It's an axiom for me as it's the 
assumption that underpins my entire 
career as a writer about software 
design. If design doesn't actually 
improve productivity in some way, 
most of my writings are worthless.
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Good design

Design payoff line

Down here it may be worth 
trading off design quality for 
time to market

Up here there’s no useful 
trade-off

https://martinfowler.com/bliki/CannotMeasureProductivity.html


It feels like a messy kitchen that rarely 
gets cleaned.

There are many reasons for technical dept. 
Some are wise, others are reckless.

It is called dept because you have to “pay 
interest” with every change you make.

Photo by Jason Leung on Unsplash

Technical Debt

Photo by Hello I'm Nik on Unsplash

https://unsplash.com/@ninjason?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText
https://unsplash.com/@lasssim/likes?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText
https://unsplash.com/@helloimnik?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText
https://unsplash.com/s/photos/tetris?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText






This is hard to change!

Photo by Martijn Baudoin on Unsplash

https://unsplash.com/@martijnbaudoin?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText
https://unsplash.com/@lasssim/likes?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText
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Runtastic Architecture 2014



Runtastic Architecture 2017
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Move fast, but how?
What is good design?



Much better!
Photo by Science in HD on Unsplash

https://unsplash.com/@scienceinhd?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText
https://unsplash.com/s/photos/server?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText


Runtastic Architecture (plan in 2019)
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Allow an application to equally be driven by users, 
programs, automated test or batch scripts, and to be 
developed and tested in isolation from its eventual 

run-time devices and databases.
Alistair Cockburn on Hexagonal Architecture











High 
technical

dept

Technical 
failure

Bad 
Business 
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Move fast, be strategic 
and break just a few things.

Reduce the consequences of errors.



Architecture is about the important stuff. 
Whatever that is.

Ralph Johnson



Software Architecture is the mindset that 
helps you to 

move fast, break fewer things, and
isolate the consequences of decisions.
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