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IT pozice v zivotnim cyklu software



Cinnosti softwarového procesu

— Specifikace pozadavku: zakaznici a inZenyri definuji software a
omezeni jeho fungovani

— Analyza a navrh: pozadavky se upresnuji do navrhu systému

— Implementace: vytvareni software

— Validace a verifikace: kontrola, zda software odpovida pozadavkum
zakaznika

— Udrzba a rozvoj: software se upravuje podle ménicich se pozadavk(

zakaznik( a trhu
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LIDSKY FAKTOR
VE VYVOJI SOFTWARE



Lidsky faktor ve vyvoji softwarovych systému

— Zucastnéné osoby
— Vyvoj software — Role v softwarové firmé
— Zakaznici a jejich klicovi stakeholders
— Uzivatelé — koncovi i testovaci
— Dulezité aspekty
— Role osob v fizeni vyvoje softwarovych systému (planning, risk management)
— Nastroje pro usnadnéni prace lidi v IT firmach

— Prlzkum uzivatelskych potreb a testovani jejich naplnéni, A/B testing
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ROLE V SOFTWAROVE FIRME
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Cinnosti softwarového vyvoje

— Specifikace pozadavku: zakaznici a inZenyri definuji software a
omezeni jeho fungovani

— Analyza a navrh: pozadavky se upresnuji do navrhu systému

— Implementace: vytvareni software

— Validace a verifikace: kontrola, zda software odpovida pozadavkum
zakaznika

— Udriba a rozvoj: software se upravuje podle ménicich se pozadavk(

zakaznik( a trhu
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Cinnosti softwarového procesu

Vedeni vyvoje

projektovi a
produktovi
managefi / tech
lead vs. people
manager
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Specifikace
pozadavku

Konzultanti,
doménovi
experti

LiSi se vyrazné
u zakazkového
VS.
produktového
vyvoje (produkt
i sluzba)

Analyza a navrh

Bussiness
analytik

System analytik
Designer
Technical
Architect

Implementace

Frontend/backe
nd vyvojar
Database
vyvojar

Mobile app
vyvojar

UX engineer

Validace a
verifikace

Testefi
(performance,
security)
Quality analytik

Nasazeni a
provoz

DevOps,
sitafr,
infrastruktura,
administratori

Udrzba a rozvoj

Helpdesk
Technicka
podpora
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Role v softwarové spolecnosti

IT Director/CTO

Enterprise Architect

Programme Manager

Software

Development

Project Manager
Business Analysis
Systems Analyst
Programmer
Database Developer
Tester

Technical Architect
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Network and
Infrastructure

Data Services

Internet and

Helpdesk, Administration and CRM

Network Manager
Network Engineer
Cisco Specialist
Firewall and Security
Spedcialists

Network Administrator
Cyber Security

Helpdesk Manager

1st /2nd/3rd Line Support
Customer Relationship
Management (CRM)
Specialists

Systems Administrator

Database Support
Database Administrator
Media Backup Analyst
Operations Analyst

Business Intelligence
Data Analytics

Web Services

Website Administrator
Web Page Designers
E-commerce Designers
Firewall and Security
Specialists

Ethical Hacker
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Tym vodopadového modelu

The Waterfall Model

Business Analyst (BA)

Technical Business Analyst

@

g Technical Architect

S 4

=

. Developer

D

o

o Tester
Helpdesk & Support
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Scrum tym

Business Owner End Users  Domain Expert

......................................................................................

. Scrum Team

Manages the Product Backlog
Optimizes the value of the Product

Manages the Scrum Process.
Remove Impediments

MUNI
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Klicové body

— V softwaroveé spolecnosti existuje cela rada roli.
— Ve vodopadovém tymu muzeme najit

— Business analytici, technicti architekti, vyvojari, testeri, helpdesk, projektovi manazeri.
— V agilnim tymu muzeme najit

—  Scrum Master, Product Owner, Business Owner, Domain Expert a vyvojafri, ktefi mohou pUsobit

také jako inzenyri kvality, obchodni analytici a architekti.
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RIZENI SOFTWAROVEHO VYVOJE



Management softwarovych projektu

— Zabyva se Cinnostmi souvisejicimi se zajisténim, aby byl software

dodan vc€as, v ramci rozpoctu a v souladu s pozadavky organizaci, které

software vyvijeji a porizuji.

— Kritéria uspésnosti:
— Dodani softwaru zakaznikovi vdohodnutém terminu.
— Udrzujte celkové naklady v ramci rozpoctu.

— Dodavat software, ktery splinuje ocekavani zakaznika.

— Udrzujte spokojeny a dobre fungujici vyvojovy tym.
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Rozdily ve sprave softwaru

— Produkt je nehmotny.
— Software nelze vidét ani se ho dotknout. Vedouci softwarovych projektli nemohou zjistit

pokrok pouhym pohledem na vytvareny artefakt.

— Mnoho softwarovych projektu je jednorazovych.

— Velké softwarové projekty se obvykle v nékterych ohledech lisi od predchozich projektd. | pro

manazery, ktefi maji bohaté predchozi zkusenosti, mlze byt obtizné predvidat problémy.

— Softwarové procesy jsou promeénlivé a specifické pro jednotlivé

organizace.

— Stale nedokazeme spolehlivé predpovéedét, kdy urcity softwarovy proces pravdépodobné

povede k problémum pfi vyvoji. MUNTI
|
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Ridici ¢innosti

— Planovani projektu
—  Projektovi manazefi jsou zodpovédni za planovani, odhadovani a rozvrhovani vyvoje projektu
a pridélovani lidi k akoltm.
— Rizeni rizik
— Projektovi manazeri vyhodnocuiji rizika, ktera mohou projekt ovlivnit, monitoruji tato rizika a v
pripadé problému pfrijimaji opatreni.
— Rizeni lidi
—  Projektovi manazefri si musi vybrat lidi do svého tymu a stanovit zpusoby prace, které povedou

k efektivnimu vykonu tymu.
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Ridici ¢innosti

— Reporting
— Projektovi manazefi jsou obvykle zodpovédni za podavani zprav o prtibéhu projektu

zakaznikm a manazerim spolecnosti, ktera software vyviji.

— Vyjednavani o smlouvé

—  Prvni faze softwarového projektu mize zahrnovat sepsani navrhu na ziskani zakazky na
provedeni urcité prace. Navrh popisuje cile projektu a zplsob jeho provedeni.
— Nasledné je smlouva sjednana a pozdéji prodlouzena s ohledem na zmény pozadavkl a ménici

se ¢asova omezeni.
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Planovani projektu

— Planovani projektu zahrnuje rozdéleni prace na ¢asti a jejich prideleni
cleniim projektového tymu, predvidani problému, které by mohly
nastat, a pripravu predbéznych reseni téchto problémdu.

— Plan projektu, ktery se vytvari na zacatku projektu, slouzi ke sdéeleni
zpusobu provedeni prace projektovému tymu a zakaznikim a k

vyhodnoceni postupu projektu.
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Proces planovani projektu

[project
asystemn [unfinished] finished]
Project planner QA-@

(=) J
constraints _.C Do the work)

. Identify .l Define project
risks schedule -
Monitor progress )
—°< against plan > <>

[minor problems and slippages)

Initiate nsk Re-plan
mitigation actions project

' [no problems)

Define
milestones
and
deliverables

[serious
problems]

Kapitola 23 Planovani projektu



Zobrazeni harmonogramu - Ganttuv diagram
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Zastoupeni v rozvrhu - tabulka rozdeleni

ZaméStn< a/T 11/7 18/7 25/7 1/8 8/8 15/8 22/8 29/8 5/9 12/9 19/9
l | l l | [ [ |

Jane | T T3 T9 Ti0 T2

Al T T8

Geetha | T2 T6 T10
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Problémy s planovanim

— Odhadnout obtiznost problému, a tedy i naklady na vyvoj reseni, je
obtizné.

— Produktivita neni umeérna poctu lidi pracujicich na ukolu.

— Pridavani lidi do opozdéného projektu casto zpusobuje jeho zpozdéni
z duvodu rezijnich nakladu na komunikaci.

— Vzdy se stane néco neocekavaného. Pri planovani vzdy pocitejte s

nepredvidatelnymi udalostmi.
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Ceny softwaru

— Odhady se provadeéji s cilem zjistit, kolik vyvojarska spolecnost stoji

vyroba softwarového systému.

— Vezméte v Uvahu naklady na hardware, software, cestovné, skoleni, Usili a dalSi naklady.

— Je treba vzit v Uvahu jak fixni, tak variabilni naklady.

— Mezi naklady na vyvoj a cenou uctovanou zakaznikovi neni jednoduchy
vztah.

— Cenu ovlivnuiji Sirsi organizacni, ekonomické, politické a obchodni
uvahy.

MUNI
|
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Nejistota odhadu nakladu

4x

2X

0.5x

0.25x

Feasibility Requirements Design

Kapitola 23 Planovani projektu
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RIZENI RIZIK
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Rizeni rizik

— Risk management se zabyva identifikaci rizik a vypracovanim planu na
minimalizaci jejich dopadu na projekt.

— Riziko je pravdépodobnost, ze nastane néjaka neprizniva okolnost.

— Rizika projektu ovlivauji harmonogram nebo zdroje;
—  Produktova rizika ovlivnuiji kvalitu vyvijeného softwaru;

— Obchodni rizika se tykaji organizace, ktera software vyviji nebo porizuje.
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Priklady beznych projektovych, produktovych a
obchodnich rizik

Fluktuace zaméstnancl Projekt ZkuSeni pracovnici opusti projekt pfed jeho dokoncenim.

Zmeéna rizeni Projekt Dojde ke zméné organizacniho fizeni s jinymi prioritami.
Nedostupnost hardwaru Projekt Hardware nebude dodan podle planu.

Zména pozadavk( Projekt a produkt V pozadavcich bude vétsi pocet zmén, nez se predpokladalo.
Zpozdéni specifikace Projekt a produkt Specifikace zakladnich rozhrani nejsou k dispozici podle planu.
Podcenéni velikosti Projekt a produkt Velikost systému byla podcenéna.

Nedostatecna vykonnost nastroje CASE Produkt Nastroje CASE, které projekt podporuji, nepracuji podle o¢ekavani.
Zména technologie Obchodni Nahrazeni zakladni technologie, na které je systém postaven.
Soutéz o vyrobek Obchodni Konkurencni vyrobek je uveden na trh pred dokoncenim systému.

MUNI
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RIZENI LIDI

28 COREO013 / Barbora Bihnova

T =

— =



People management

— Lidé jsou nejdulezitéjsim aktivem organizace.
— Zejména v oblasti IT, kde vyvojarska spoleCnost nemusi investovat do drahého vstupniho
materialu (jako ve vyrobnich podnicich).
— VeétSina vstupnich investic sméruje do lidi, a to bud primo (mzdy), nebo neprimo (nastroje

zvysSujici produktivitu lidi, pracovni prostredi atd.).

— Ukoly manaZera jsou v podstaté zaméfeny na lidi. Bez porozuméni
lidem bude rizeni neuspésné.

— Spatné fizeni lidi vyznamné pfispiva k nedspéchu projektu.
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Faktory rizeni lidi

— Konzistence

— Se vsemi ¢leny tymu by se mélo zachazet srovnatelnym zplsobem bez zvyhodnovani nebo

diskriminace.

— Respekt

— Ruzni ¢lenové tymu maji rlzné dovednosti a tyto rozdily je treba respektovat.
— Inkluze

— Zapojte vsechny cleny tymu a dbejte na to, aby byly zohlednény jejich nazory.
— Uprfimnost

— Vidy byste méli byt uprimni ohledné toho, co se vam v projektu dafri a co ne.
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Motivace a Maslowova hierarchie potreb

Self-
realization needs

Esteem needs

Social needs

Safety needs

Physiological needs

31 Kapitola 22 Rizeni projektd



Happy workers are productive workers
and managers should enjoy their jobs too!

Ma.na.ging for Happiness

Games, Tools & Practices to Motivate Any Team

Jurgen Appelo

66 Jurgen's book is practical and fun, but most '
of all, it's subversive. If you care enough to get
started, you'll discover that these tools will
transform everything about your organization. 99

Seth Godin, The Icarus Deceptiox_
__‘




GOOD LEADERS CARE

33

Happiness of workers is complex!
Despite the complexity, happy
workers do more and achieve more.

(v R B = L R S

Sadly, employee engagement levels are low worldwide.
But... employee satisfaction levels are quite good worldwide.

Smile whenever you can, appreciate
humor, and get colleagues to engage
in fun activities

Engagement \

12% The Happinessw

of Workers

Happiness is a
mindset, not just

probably
correlates with

happiness.

But how?
Which comes
first?

Doesn’t matter. We should
do both!

Also...
Does success lead
to happiness, or
does happiness
lead

to success?

Probably both.

a result.
| L
o
12 Steps to Happiness ~ o
Thank 7. Experience
Give B. Hike P
Help 9. Meditate Engaged and happy
eatWell  10. Socialize wur_kers can make
Exercise 11 Aim things happen!
Rest 12. Smile (Experimentation is fun!)

Happiness is a path, not a destination

[ And the link with wealth is peculiar

MANAGEMENT,3.0

CHANGE AND INNOVATION PRACTICES

czechitas



DELEGATION

Sell Consult

| will try and | will consult
sell it to them and then decide

Advise Inquire Delegate

| will advise but | will inquire
they decide after they decide

T

Agree
We will agree

together

DELEGATION
POKER

These carde are part of the
Management 3.0 materiale. They
represent the 7 delegation levels
for empowering organizations.
¥ou can fnd a description of
thelir wes at-
www.InAnagement 30 .com
delegation-poker

czechitas



DELEGATION

Performance review

New process definition
SLA prioreties

Reporting for stakeholders
KPIs definition

KPlIs tracking

Team Goals

Salary

Vacations

Team tools free

Team tools paid

Parties

Projects prioreties
Engineering and XP practices
Hiring decisions

QA

Team coaching

Delegation Board




RELATEDNESS

Thave good social contacts with the The people around me approve of
people in and around my work what I doand who I am
o~

ISCCHER.
10000

There’s enough room for me to
influence what happens around me

~

~

000,

There are encugh rules and
policies for a stable environment

| [ty
own work and responsibilities

~J

MOVING MOTIVATORS

W
(@)

~

My work challenges my competence My position is good, and recognized
I but it is still within my abilities I gyp&e peop]egwho work with me ]
~ ~

%czechitas

1 feel proud that my personal My purpose in life is reflected in
values are reflected in how I work the work that I do

~ ~




MOVING MOTIVATORS (CHAMPFROGS)

Curiosity: | have plenty of things to investigate and to think about

Honor: | feel proud that my personal values are reflected in how | work.
Acceptance: The people around me approve of what | do and who I am.
Mastery: My work challenges my competence but it is still within my abilities.
Power: There's enough room for me to influence what happens around me.
Freedom: | am independent of others with my work and my responsibilities.
Relatedness: | have good social contacts with the people in my work.

Order: There are enough rules and policies for a stable environment.

Goal: My purpose in life is reflected in the work that | do.

Status: My position is good, and recognized by the people who work with me.

See more at: https://management30.com/practice/moving-motivators/

p
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https://management30.com/practice/moving-motivators/

Osobnostni rysy

— Kazda osobnost je slozena z rlznych rysu.

— Meazi pét velkych osobnostnich rysu patri
— extraverze,
— svédomitost,
— prijemnost,
— otevrenost vUci zkusenostem,

— neuroticismus (oznacCovany také jako emocni stabilita).

— Tyto znaky se mohou vyvijet s veékem, zkusenostmi nebo jinymi

zivotnimi podminkami.
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Osobnostni orientace

— Orientace na ukoly
— Motivaci k praci je prace samotna.
— Orientace na sebe
—  Prace je prostredkem k dosazeni individudlnich cil( - napr. zbohatnout, hrat tenis, cestovat atd.

— Interakcne orientované

— Hlavni motivaci je pritomnost a ¢innost spolupracovnik(. Lidé chodi do prace, protoZe tam
chodi radi.

— Individudlni motivace se sklada z prvku jednotlivych trid, kde hraje
zasadni roli tymova prace.
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66

What will happen when we
-~ think about what is right with
people rather than fixating on

DON CLIFTON | (1924-2003)




FOUR DOMAINS OF CLIFTON STRENGTHS

— Talents = Naturally recurring patterns of thought, feeling, or behavior that can be
productively applied.

— Strengths = Combination of talents, knowledge, and skills -- along with the time spent
(i.e., investment) in practicing, developing your skills, and building your knowledge base.

— Domains of Clifton Strengths

— Executing
— Influencing
— Relationship building
— Strategic thinking
— We tend to mix strengths with weaknesses
— Especially if the talents of others do not resemble ours

o MUNI
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EXECUTING INFLUENCING RELATIONSHIP STRATEGIC
BUILDING THINKING
People with dominant | People with dominant | People with dominant People with dominant
Executing themes Influencing themes Relationship Building Strategic Thinking
know how to make know how to take themes have the ability to themes help teams
things happen. charge, speak up, build strong relationships | consider what could be.
and make sure the that can hold a team They absorb and analyze
team 1s heard. together and make the information that can
team greater than the sum | inform better decisions.
of its parts.
Achiever Activator Adaptability Analytical
Arranger Command Connectedness Context
Belief Communication Developer Futuristic
Consistency Competition Empathy Ideation
Deliberative Maximizer Harmony Input
Discipline Self-Assurance Includer Intellection
Focus Significance Individualization Learner
Responsibility Woo Positivity Strategic

Restorative

Relator




Tymova prace

— Veétsina softwarového inzenyrstvi je skupinova Cinnost
— Harmonogram vyvoje vétsSiny netrividlnich softwarovych projekti nemuze dokoncit jeden
Clovék pracujici sam.
— Dobra skupina je soudrzna a ma tymového ducha.
— V soudrzné skupiné povazuji jeji lenové skupinu za dulezitéjsi nez jednotlivce v ni.
— Vyhody soudrzné skupiny jsou:
— Clenové tymu se od sebe navzajem uéi a pozndavaji svou praci; snizuji se zabrany zplisobené
neznalosti.
— Znalosti jsou sdilené. Kontinuita muaze byt zachovana i v pripadé odchodu clena skupiny.

— Podporuje se refaktoring a neustalé zlep$ovani. Clenové skupiny pracuji kolektivné, aby

dosahli kvalitnich vysledku a odstranili problémy. MUNI
I
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Optimalni velikost tymu

— 2-20 ¢lenu v zavislosti na:
— Uucel vytvoreni tymu,
— ocekdvani, kterd mate od tymu a jeho ¢lenq,
— role, které musi ¢lenové tymu zastavat,
— miru soudrznosti a propojeni, které jsou nezbytné pro optimalni vykon tymu, a

— funkce, Cinnosti a cile tymu.
— Privyvoji softwaru je nejcastéjsi optimalni velikost 4-6 ¢lenu (pravidlo

dvou pizz).
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Tuckmanuv model tymové dynamiky
Strorming Norming Performing

Effectiveness

Time
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Krivka produktivity velikosti tymu

— Vétsi tym neznamena produktivnéjsi tym
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Shrnuti

— Lidé jsou motivovani interakci s ostatnimi lidmi, uznanim vedeni a

kolegu a prilezitostmi k osobnimu rozvoji.

— Skupiny vyvijejici software by mely byt pomérné malé a soudrzné.
— Klicovymi faktory, které ovliviauji efektivitu skupiny, jsou lidé v této skupiné, zpUsob jeji

organizace a komunikace mezi ¢leny skupiny.

— Komunikace ve skupiné je ovlivnéna faktory, jako je status ¢lenu
skupiny, velikost skupiny, genderové slozeni skupiny, osobnost a
dostupné komunikacni kanaly.
MUNI
|
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CO NAS CEKA PRISTE



3. Principy softwarového vyvoje

— Metodiky vyvoje softwarovych systému
— Agilni vyvoj

— Role modelu v softwarovém vyvoji

Domaci prace a priprava na pristi prednasku
— Proctéte si 3 z ¢lanku pridanych ostatnimi a pridejte comment v DF

— Vyzkousejte si Quiz: Which IT career pathway is right for you?
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https://yourfuturein.it/quiz-without-login/

