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In principio
era la parola




PROJECT

progétto formato sotto la influenza de!l
fr. projet, ant. project: dal lal. rro-
IECTUS azione di gettare avanti da PRO-
JICERE porre e propr. gettare avanii, com-
posto di PRO avanii e JACERE getlare (v.
Gettare e cfr. Congettura).

Cid che si ha intenzione di fare in av-
venire; Proposta d'un negozio; Il primo
lisegno, I'abbozzo di una cosa.




Attenzione ai verbi !
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[iacio), iacis, ieci, iactum, iacére

verbo transitivo III coniugazione in -io
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[lacéo), iaces, lacul, cére
verbo intransitivo Il coniugazione




Geometrie
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Rivoluzione PM

VOI SIETE
QUI

e Team building
 Conflict resolution
e Communication

e Soft Skills
* Risks

PRODEGTES §1=

* Engineering approach
* Resource allocation

* Scheduling
 Optimization & control

A comprehensive, philosophical,
numanistic approach
 [Organizationally] Agile

* Respectful of complexity

* Emerging
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Il Project Management e le organizzazioni




Una rivoluzione
lenta

(e non
reversibile)
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Unnoticed yet Relentless Business Model Radical Shift
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Run the Business
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Source: Research done on UK’s GDP Evolution on economic history



Insights

Insight 1: The future of value delivery is a spectrum of
approaches—predictive, iterative, incremental, agile, hybrid,
and whatever will come next to change how we work.

o

nsight 2: Project professionals will broaden their skills and
learn in new ways.

“ PU LSE of the

PROFESSION



PM fluent

More change in the next 10ye
Than in the 1ast 250 years (- S o

pM fluency

1800 1850 1900 1950
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|'idea di successo




* ldea
 Desiderio, Value, Benefit

Lo sgabello del successo . Vision

* Comprensione bisogni * Building
* Soluzione * Delivery
* Soddisfazione * Things done

del cliente
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CM = Change Manager
BA = Business Analyst

otrategy & PM = Project Manager

. . Readiness Assessment
Sinergie

e Business Value
e Vision
e (Contract

C M Stakeholder
Management

* Solution
* Comprehension
* Requirements

* lead the team
Manageent

e Build the soluttion

BA PV

Project Integrated

Requirements  Change Control
14|  GESTIONE DEGLI STAKEHOLDER Managem ent



Comprensione e comunicazione
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How the customer explained it

How the Project Leader
understood it

How the Analyst designed it

How the Programmer wrote it

How the Business Consultant
described it

How the project was
documented

What operations installed

How the customer was billed

How it was supported

What the customer really
needed
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L’approccio
(vale tutto ...
... basta che funzioni)




Tipi di approcci al progetto

Predictive life cycle: the project scope,
time, and cost are determined in the early
phases of the life cycle.

Any changes to the scope are carefully
managed. (Also defined as waterfall)

Iterative life cycle: the project scope is generally
determined early in the project life cycle, but time
and cost estimates are routinely modified as the
project team’s understanding of the product
increases. Functionalities are successively added to
the of the product.

Incremental life cycle: the deliverable is
produced through a series of iterations
that successively add functionality
within a predetermined time frame. The
product will be complete only after the
final iteration.

Adaptive life cycles: are agile (iterative, or
incremental) The detailed scope is defined and
approved before the start of an iteration
(agile or change-driven life cycles).

A hybrid life cycle is a combination of a predictive and an adaptive life cycle.



Predictive (waterfall)

Predictive life cycle: the project scope, time, and cost are determined in the

early phases of the life cycle.

Any changes to the scope are carefully managed.

(Also defined as waterfall)
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I n C re m e n ta I f Analyze ( Analyze Analyze |

Deliver | Deliver | Deliver

. J

Incremental life cycle: the product is produced through a series of increment
that successively add functionality within a predetermined time frame.

The product will be complete only after the final increment.

Incrementing
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Source: «PMI - Agile Practice Guiden




lterative

.

Analyze

Prototype

¢ ]

Analyze
Design

Refine

¢ 1

Build
Test

Deliver

Iterative life cycle: the project scope is generally determined early in the
project life cycle, but time and cost estimates are routinely modified as the
project team’s understanding of the product increases.

Functionalities are successively added to the product iteratively.

e n

Iterating

Source: «PMI - Agile Practice Guiden




Adaptive (agile)

Iteration-Based Agile

-

SN

N

- " " N~ N~ " " \
Requirements Requirements Requirements = Requirements Requirements = Requirements
Analysis Analysis Analysis Analysis Analysis Analysis
Design Design Design Design u";:'“ Design Design
Build Build Build Bulld Build Build
Test Test Test Test Test Test

A A = A J

Adaptive life cycles: are agile (iterative, or incremental).
The detailed scope is defined and approved before the start of an iteration

(agile or change-driven life cycles).

Source: «PMI - Agile Practice Guiden



Hybrid

A hybrid life cycle is a combination of a predictive and an adaptive life cycle.

https://www.behance.net/gallery/12313749/Hybrid-animals



Approccio Agile — Inverted Triangle Model

Scope

)Cost Time

Fisso

= Variabile >
Cost Time Scope

Traditional Project Agile Project
Constraints Constraints



L’incertezza chiama I’Agile

High-uncertainty work

«Ma nell’incertezza c’e liberta»
G. Zagrebelsky, Qohelet

Well definable work

Predictive »

Requirements Uncertainty

Hgh Uscertainty

High Uncertainty
Technical Degree of Uncertainty

\
Fundamentally
risky
Etimologia
. I
e Approccio
approaches \. » -
work well here
Soluzione
Linear ‘
approaches
work well here . N
Esempio
) J

Source: «PMI - Agile Practice Guiden
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Da S. Setti, Il inguaggio del progetto
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Aglle I\/lanifesto = sviluppato nel 2001 da un gruppo di 17 esperti. Nasce nel mondo
software e guida a considerare i progetti da una prospettiva di

valore. Non e un insieme di regole con indicazioni prescrittive.

... non significa
«al posto di»,
ma «e piu
importante di»

CONTRACT NEQOTIKTION

< 2 RePoNDING O CHANGE (OfR

FOULOWING APLAN
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Tutto per
gli stakeholder




Stakeholder

gravitazione complessa

Come definiti nel PMBOK® Guide, sono:

« qualsiasi persona, gruppo o organizzazione che possa avere impatto o
essere impattato, o percepirsi come impattato da una decisione, attivita
o risultato di progetto: clienti, utilizzatori di prodotti/servizi, sponsor,
business, leader di progetto, team di sviluppo, fornitori, etc»
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Impatto positivo/negativo




Stakeholder Stewardship

la nuova evoluzione della leadership

Gli approcci agili non considerano gl
stakeholder come qualcosa da "gestire" in
senso tradizionale (""diciamo cosa si deve
fare e controlliamo la loro attivita")

Un termine piu appropriato per questo tipo
di relazione e la stakeholder stewardship,
che significa "la gestione attenta e
responsabile di qualcosa affidato alle
proprie cure"




Coming soon ...
la nuova evoluzione della leadership

Project Management Institute.

I " @ Northern Italy
x m Central Italy

Il Comitato Standards Interchapter presenta:




Group studies make
me understand
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Dinamiche :
di team

Why Batman prefers
to work alone



Chi siamo, conta!

e S




IL TEAM

Chi siamo, conta!

Talento hardware
(aptitude, gift)

Competenza software
(skill, capacity)
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IL TEAM

Assegnare i ruoli

PM

Organigrasmma dl tipo gerarchico

RBS Responsibility Role and
Resource Breakdown
Structure Assignment Responsibility

RAM

RACI Definitions

e Who is Responsible

The person who is assigned to do the work /

* Who is Accountable

* The person who makes the final decision and

has the ultimate ownership

Ruolo

Responsabidnd

Autorits

Diagramma delle
responsabilita basato sulla matrice

1/

e Who is Consulted

decision or action is taken

The person who must be consulted before

' "\l
5\

.\\‘

Y

A

W

Formato orientato al testo

e Who is Informed

. The person who must be informed that a

decision or action has been taken

.\-.

34 |
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ILTEAM

Chi fa che cosa su quale tema

Example RACI Chart

Project Deliverable
(or Activity)

Project Manager Strategist Designer Front End Developer =~ Back End Developer Responsible

Design site map C R A I ]

The person who delegates work and provides
final review on a task or deliverable before it's Who
Design wireframes C A R I I deemed complete

assigns

Consulted
People who provide input on a deliverable fy
Create style guide A c R c I pbased on the impact on their work or theil Verl
domain of expertise
respond

Informed
Code templates A l C R C People who need to be kept in the loop on

project progress

35|



IL TEAM

Conflitti? Si, graziel

Conflict management must be activated as soon as possible;
conflict resolution methods:

e Withdraw/Avoid: abandon the field
e Smooth/Accomodate: search for the common elements, not
insisting on a personal position in the name of the group harmony {H

e Compromise/Reconcile: search for an intermediate point of anFllcl
balance

\(" ‘ L\\ \\ ’ -

e Force/Direct: competing, force one’s own position against the nthe Most Unlikely P
other’s one (win-lose logic)
e Collaborate/Problem Solve: perspectives integration, serach for

TIMSCUDDER MICHAEL PATTERSON,

a common consensus and commitment, problem resolution in a and KENT MITCHELL
win-win logic

36 |



IL TEAM

_ Life cycle of the Team -
I e a m L I f e ( C I e Teams usually go through a predictable cycle of development. Understanding the different
y behaviors that might crop up at each stage is key to nurturing a high-performance team.

Tuckman’s Cycle

FORM NORM
Teams begin life like Members cast away
first-time swimmers- differences and start to
scared yet excited. As accept the team’s
members move from ground rules. Friction is
individual status to dramatically reduced as
member status, the collaborative behaviour
Project Leader's formal replaces  competitive
and informal authority is behaviour.
also tested.

TRANSFORM

Members have internalised
best practices of team
excellence, and retain the
momentum to continuously

Always the toughest stage  Relationships and expectations improve the organisation
to pass, members beginto  become stable, and the team  through collaborafive work.
cope with the complexity starts identifying and solving
of their tasks. Individual problems, aswell as developing
employees learn fo tap on  solutions and implementing
collaborative knowledge, them.

rather than on personal

opinions.

Created by Amir Hamid
Adapted from the Team Handbook, by Peter R Scholtes, Brian L. Joiner and Barbara J Streibel
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IL TEAM Patrick Lencioni’s Five Team Dysfunctions

La fiducia nel team o .

Dysfunction of the Team

\ ® does push you, they
e la base di tutto
They care about
the team.”
- Patrick Lencioni
“Red-hot relevant!” 5
Wik G Parrett, CEO, Debotte Touche, Tehmatu Remember
teamwork begins
Confront Diff Avoidance of by building trust.
S5 Accountability
And the only way to
do that is to overcome
on our need for
Its . -
invulnerability.”
- Patrick Lencioni

wreramaines ROlIE Of the Leader

’.A!nn : s
stephen K

LOVYeS

The One Thing That
Changes Everything

STEPHEN M.R.

COVEY

WITH REBECCA R, MERRILL
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Disclaimer

Le slide che seguono sono tratte da una presentazione dell’idea di progetto offerta a un
numeroso gruppo di bambini dai 5 ai 12 anni, nell’ambito dell’iniziativa UniJunior

dell’Universita di Parma, tenutasi a Novembre 2022.

L’idea e quella diillustrare come i concetti base del progetto, qui sintetizzati in 7 passi
illustrati da 7 metafore, rappresentino delle competenze fondamentali per il lavoro in team,
I'innovazione e la co-creazione, utili per tutte le eta e per tutte le iniziative.

L’idea originale e di Walter Ginevri (PMI fellow, PMI-NIC past president) e Mariu Moresco,
che hanno dato origine a un kit per il project management per le scuole elementari, poi
tradotto in 20 lingue, applicato in alcune citta italiane con un programma detto Progetti in
Erba, acquisito dalla PMI Educational Foundation, che ne detiene i diritti.

I messaggio che vorremmo trasmettere e che il mondo sarebbe migliore se tutti possedessimo
questo alfabeto base del progetto, un galateo comune, etico e virtuoso di collaborazione.
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2. Brainstorming
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3. Mappa mentale

nome de/
progetto
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4. Albero delle attivita

nome del/
progetto

[t — e ——

INVITI

N, //Zf/v —
Le COSE da FARE nascono dal Famo “Cosa?”

della MAPPA MENTALE e sono dei NOMI

Esprimere un’azion& > ATTIVITA’
tramite un VERBO

NOME; ? DURATA

Chi (facoltativo) Tempo (facoltativo)
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5. Calendario di progetto

a freccia\rossa
ce “DOVE&E SEI”

Le ATTIVITA), ovvero

e “Yoglie™ del’albero, Le frecge di collegarmento

vafno ricopiatte e poi fra le attivita si fanno d MATITA
disposte in QRODINE
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6. Semafori di progetto

nome del
progeftto

de il COLORE da me

& an fe,
. me all’ insegn
assieme ‘allo, verde)

1 fo ’
di progef +tere (rossO: g

azioni
decise
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7. Lezioni apprese

Adesso che
il progetto

cambierer 5 iy
——m € finito ...






GRAZIE!

* Name | Stefano Setti
* Web | www.blupeak.it

* Email | stefano.setti@blupeak.it

IA\ inf

BLUPEAK

https://www.linkedin.com/in/stefano-setti-2715931
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