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Introduction 

In general we like to think that organisational growth is good. In general it leads to increased 

profits, greater impact, and more opportunity. But as organisations grow they often face a 
number of challenges. The processes and systems that work well when an organisation is small 
don’t always scale up when it becomes bigger. Left unattended, these outdated processes can 
result in significant inefficiencies, overworked employees, and cause major frustrations for 
business leaders. 

Many of these inefficiencies and bottlenecks occur within the non-production aspects of work 
such as in how organisations manage, coordinate, and converse about work. They manifest as 
more meetings, increasing email traffic, and excessive systems of checks and balances.  This is 
the work that doesn’t create value for the business or the customer but becomes increasingly 
unavoidable for growing organisations. Thankfully there has been an explosion in digital tools 

that provide a cheap, scalable way of addressing some of these business challenges.  

The importance of digital technology is well understood by most CEOs. Research conducted by 
Price Waterhouse Coopers as part of their 17th annual CEO survey showed that 91% of CEOs 
believe that technology will be the single biggest trend transforming their business.  

But for many organisations there is a significant gap between the potential that technology 

offers in enabling growth and the current reality. Our objective today is to show you both why 
this gap exists, and a successful, proven approach on how to close it. 

Simon Waller 
Founder of The Digital Champions Club 

simon@simonwaller.com.au 
0408222550 
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Economics 101: Economies and Diseconomies of Scale 
 

Economies of scale occur when organisations grow and production goes up. They are the 

result of certain things getting cheaper as we use more of them. Economies of scale are most 
often related to the direct cost of production.  

Diseconomies of scale are the opposite of economies of scale. These are the things that get 
more expensive as production goes up. They are generally associated with non-production 
costs such as management and administration. 

Left unchecked challenges associated with diseconomies of scale can create inefficiencies, 
bottlenecks, and frustrations that ultimately stop an organisation’s ability to grow. 
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The Negative Side of the Network Effect 

The network effect is the positive impact that an additional user adds to a network. The 

bigger the number of users, the more valuable the network can be. The downside of the 
network effect is that as the number of people in a network grows, so does the number of 
communication possibilities.  

If there are two people in a network, there are just two communication options (A to B and B to 
A). If there are three people this increases to six, for four people this increases to 12. By the time 

you reach 20 people there are 380 possible communication options. It’s not surprising that this 
creates the opportunity for significant levels of both unnecessary communication and crossed 
wires. In effect, every time an organisation triples in size it creates 10 times the complexity. 

“The rule of three and 10” was coined by Hiroshi Mikitani, CEO of Rakuten. The rule states that 
every time you triple in size ‘everything breaks’. What works well for one person won’t work for 

three, what works for three won’t work for 10 and what works for 10 doesn’t work well for 30.  
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How do people spend their time 

Research shows that on average, only 40% of time spent at work is spent on doing the 
important work that clients are willing to pay for.  Well over half the time, work is made up of 1

inefficient communication, coordination, administration, management and reporting. 

These are all information problems. They represent issues with how information is created, 
shared, found and used. If organisations improve the flow information they improve 
productivity and provide opportunities for further growth. These information problems need 
information solutions. This is the stuff we call ‘digital’. 

  Workfront (2019) State of Work Report1
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The Biggest Barriers to Going Digital 

The same research report identified the three biggest barriers to SMEs embracing digital 
opportunities as 

1. Perception of Cost - Cost was a key impediment for 26% of businesses and many find it 
difficult to predict if or when they will see a return on their initial investment. 

2. Not sure of options - 20% of businesses said they struggled to know where to start and  
whether they are selecting the best option, especially one that can scale with their business 
and remain relevant to customers long-term. 

3. Difficulties in Implementation - 12% of businesses cited challenges during the 
implementation phase of projects and 10% said the digital literacy of their staff is also 
holding them back.   2

 ANZ (2019) The Digital Economy: Transforming Australian Businesses2
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A Structured Approach to Digital 

Successful Digital Projects bring together three key capabilities.  

1. Process improvement - Traditional process improvement skills are integral to identifying 
bottlenecks and other growth issues within existing systems that digital tools might help 
alleviate.  

2. Digital Innovation - A knowledge of a business's existing IT systems as well as a more broad 
understanding of digital technology, how it works and the various technology options 

available is key to finding the right solution. 

3. Project Management - Project management skills including engagement, communication 
and change management help ensure digital solutions get implemented with minimum 
effort and maximum buy-in from the business. 
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Moving from a Cost Focus to a Growth Focus 

Discounts are when we get a discount on hardware or software by getting everyone to use the 

same thing. These offer easily-documented savings but are ultimately low value. 

Efficiency improvements are focused on reducing time (and often frustration). Their values are 
relatively easy to calculate (time multiplied by rate) and are normally the starting point for 
digital champions. 

Quality improvements are focused on delivering better outputs, decisions or service to 

customers. In general the value of quality improvements are much harder to quantify than 
either Conformity or Efficiency projects. 

Your Future opportunities are typically long-term projects that involve developing the 
knowledge, skills, products, and services that will ensure the organisation’s long-term 
relevance. 

Note: All values are annual benefit per project. 
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Who Is Championing Digital? 

Digital Champions are internal ‘citizen experts’ who are supported to identify growth 
opportunities and investigate viable solutions and manage improvement projects. Apart from 

the skill sets (process improvement, digital innovation and project management), Digital 
champions often exhibit a number of other common traits 

1. Frustration - they see the limitations of the status quo and want to change it  

2. Influence - They have existing relationships and influence to help them drive change 

3. Curiosity - They are open to new ideas and ongoing learning 

4. Generosity - They get a buzz out of helping others 

 The Game Plan Workbook | 8

Two people, commit two hours each per week, 
To deliver six to eight projects in a year 

Worth $200,000+ in value annually
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About  
Simon Waller 

International Keynote Speaker, Author and Founder of 
The Digital Champions Club 

Some people talk about the future. Simon chooses to live 
it. He researches trends and emerging technologies, then 
runs experiments on himself, his business and sometimes 
his family.  

Armed with his first-hand experiences, Simon helps others 
implement the future and successfully navigate the risks, 
challenges and opportunities it brings.  For organisations 
seeking deeper conversations and more hands-on 
support, Simon also facilitates strategic workshops and 
runs insanely practical training programs. 

Along the way, these experiences have also resulted in a 
couple of books: Analogosaurus: How to avoid extinction 
in a world of digital business is about how to engage 

people in the opportunities of technology and 
The Digital Champion: Connecting the dots 
between people, work and technology is 
both a practical guide to identifying and 
implementing technology opportunities and 
the handbook for a program he runs called 
The Digital Champions Club. 

You can find out more about Simon at his 
website simonwaller.com.au or get in touch 
on 1300 66 55 85 

http://simonwaller.com.au/
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