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1. [bookmark: _Toc67143112]Introduction
Project management is referred to as the application of knowledge skills, processes, and methods for the achievement of specific objectives for the criteria within the parameters that have been agreed upon (Cleland, 2007). Project management deals with certain variables that are constrained within a finite budget and timescale. One of the main factors that differentiate project management from general management is the presence of final deliverables under a strict deadline and with a finite timespan, while general management is a constantly ongoing process. Thus, project management requires a certain set of skills and a wide range of technical and people management skills along with business awareness (Gray et al., 2008). The current report will provide a brief review of one of the most recognized organizations in the gaming sector and how a new project will be managed to be undertaken in the organization. 
1.1. [bookmark: _Toc67143113] CD Projekt:
CD Projekt S.A. is a videogame publisher, distributor, and developer based in Warsaw, Poland. The company was founded in May of 1994 by Michal Kicinski and Marcin Iwinski. Both had been videogame retailers before founding the company. The company initially acted as a distributor of video games in the domestic market. Its development department CD Projekt Red was formed in 2002 and is responsible for the famous Witcher Series. The company launched an online distribution service known as GOG.com in 2008.  
The parent company of CD Projekt, CDP Investment announced its plan to merge with Optimus S.A. in 2009 and announce its intention of making CD Projekt a public company. Optimus became the current CD Projekt in 2011. In September 2017, it became the largest publicly traded company in Poland and its net worth increased to 2.3 billion. According to the valuation in May 2020, it had a net worth of 8.1 billion becoming the largest gaming company in Europe crossing Ubisoft (VGC, 2020).
The worth of CD Projekt Red has skyrocketed over the last months and has taken records of gaming giants like Ubisoft (with $857 billion), making it one of the biggest companies in the gaming sectors with an estimated $888 billion worth (Park, 2020). The reputation of the industry attracted production and an over-the-top content platform like Netflix, Inc. which made TV serials inspired by the games like The Witcher series, because of which CD Projekt got subjected to even more value. But this is not why the company is on the top now, but rather, it took a global pandemic for the company to gain more players and increase its revenue (Sharouda, 2020). The company ‘CD Projekt Red’ will be consulted for the current project and their launcher will be considered as the role model for the proposed game launcher.
1.2. [bookmark: _Toc67143114] Impact of COVID-19 on gaming industries
The novel coronavirus forced the countries to lockdown and confined millions of peoples in their homes. The lockdowns fastened the global economic recession and countless jobs and lives were lost to the deadly virus. But the gaming sectors have thrived to the level that they not just made new customers but rather retained customers who even play now after the incidents are lowered (Nhamo et al., 2020). For those who had their lives outside their homes, the lack of an option to leave the house forced them to adopt new hobbies and video games became the new ‘new’ for them since it not just passed their time but also made them learn a new set of traits like focusing, critical thinking, managing inventory, feeling empathy and many other characteristics that video games are known to cause inside the human mind (Terlecki et al., 2011). 
The engagement of multiplayer games increased by 130% and several subscribers for Game Pass of Microsoft crossed ten million in April 2020 (Park, 2020). Even though the games impacted negatively by the pandemic due to delayed launch have performed better and broke several records. With the dramatic increase in the audience, the sales of video games went to $1.6 billion in March 2020. Given the facts provided, it is evident that these companies have achieved what they did, due to effective and efficient project management which is not possible without the techniques and tools. The following section of the report will present project management tools and techniques.
2. [bookmark: _Toc67143115]Project Management Tools and Techniques
The tools and techniques to manage a project are what gives the company an edge over the other because the success and failure of any project come down to how effective the tools and techniques have been and how their choice has impacted the overall process of project management (Cleland, 2007; Schwalbe, 2009). Unlink the project management skills, the tools and techniques used are not just helpful for the project manager but rather all the people working on the project can gain equal benefit from the tools and other than the success and failure, the right tools can help in performance and productivity improvement and the techniques can help in improving the working culture of the organization.
The activities of project management are quite complex and can use some of the tools of project management to improve the outcomes or just reduce the time taken by an activity. The process of using the tools and techniques is through a systematic process which starts by choosing the right project management methodology and initiating it in a manner that will help in gaining minimum different between the actual results and proposed results (Bushuyev, Bushuiev and Bushuieva, 2020). Selecting the right technique will impact the final outcomes and therefore the project manager has can either go with a single or multiple technique at once if the project demands. 
When discussing techniques and tools for project management. There is not a single tool or technique that can be regarded as foolproof and can be used by every organization in every project.  Organization makes the decision regarding the choice of method or tool based on the specification in the brief of the project, including the qualification of the team, complexity of the project along with several other factors. Most tools and techniques can be utilizing in a vast number of fields but there is certain tool that are designed specifically for a certain number of activities. The project is bound to fail if the foundation of those tools is not utilized. Before understanding the techniques, it is necessary to understand how gaming industry has been changed and how its business model has changed with time because understanding the business model helps in understanding the significance of the project.
2.1.  The Changing Business Model
The gaming industry has been product oriented and focused on majorly selling the game produced to the customers in return of a one-time fee. The only way the company can earn from a single game is by producing downloadable content (DLC) which adds to the story of the game’s campaign and is sold at a reasonable fee. Nowadays, the games are not sold by a single product but rather it has become more like ‘game as a service’ (Amin, Griffiths and Dsouza, 2020).
The games regardless of whether they contain story or not, it always has a multiplayer feature which allow the players to play with other players on a global level. This increases the engagement of the players with the game and the developers do not need to make a new game or DLC for selling to the gamers, but rather, they just create new content on the existing games and update them with time. This new business model improved with time and was initiated on a much larger scale during COVID-19 because the players were not looking for new games but instead, they just spent more time on the same game with their friends and family.
The video game industry went three folds the music industry revenue and reached $159 billion in revenue (Park, 2020; Sharouda, 2020). As per the research the high numbers of engagement have resulted in many positive aspects of multiplayer gaming, like improvement in sportsman spirit, endorse diversity and respect for all cultures, and encourage competition and challenging environment for the players but it does have some exceptions. It is necessary to propose a project that will help in avoiding those exceptions and the current project will do so in the light of new business model which led game’s lifespan to increase in terms of resembling it to service provided by the company instead of a product. Below are some famous tools and techniques for project management that are being used in the industry.
2.2. [bookmark: _Toc67143116] Techniques
2.2.1 [bookmark: _Toc67143117]Classical technique:
Classical techniques include a plan that covers all the activities and task that are to be accomplished along with the chain of order in which the tasks are to be performed. It also includes allocation of proper resources to tasks based on their importance and monitoring the quality of work being done. Deadline regulation by the team is a monitored. The classical procedure is used in projects being ran by a small team as a larger team is not required (Camci and Kotnour, 2006).
Covid has greatly impacted the ability of organizations for effectively delivering programs and projects. Organizations are using various strategies to tackle the program. Due to shifting of workplace from offices to homes. Various problems have risen for the employers such as deadline management as due to working from home. The productivity of employees has plummeted. Thus, making project management more important. Classical techniques provide a better approach for better manage the projects and their deadlines. This is helpful specifically for projects being done by small teams. 
2.2.2 [bookmark: _Toc67143118]Waterfall techniques
It is also among the standard techniques for project management and builds on the classical approach. As suggested by the name the waterfall techniques deal with tasks in a proper sequence, and a task is started only when the one prior to it is finished. The tasks are intended to follow in a desired direction imitating a waterfall. This kind of techniques is especially useful when tackling a complex project having a lot of depending on factors. This technique is dependent on a proper monitoring of projects and all the steps are evaluated to confirm the seamlessness of the project without any issues. The waterfall techniques are an upgradation of the classical techniques and is used to tackles the tasks that cannot be dealt with the general classical approach. That is generally due to the requirement of phasing in the development cycle and a proper rigid structuring is necessary if a project is to deliver successfully.
As mentioned, this technique is a more refined form of the classical technique and will surely benefit in meeting the goals of the projects. Unlike classical technique, this technique is more useful for managing complex projects. Using this technique an organization can achieve its objectives even during the COVID scenario.
[image: ]
Figure 1. Waterfall Technique
2.2.3 [bookmark: _Toc67143119]Agile project management
It is one of the most famous techniques of project management and is quite different from other traditional techniques of project management. It involves dividing bigger projects into smaller parts and help in the analysis of the whole process during the stages of development. This analysis offers great help in adaptive and effective planning in accordance with the needs and changes required for the project as it gains a proper shape. All of these activities often form a proper improvement in the developmental stage and increase the organization and collaboration in the team to provide maximum results. 
This approach is used in projects whose development takes place in short but incremental process by teams with high collaboration in spite of their small size.  This technique is good for working in the condition of COVID as it is dynamic and plans in accordance with the given scenarios and has room for improvement in the developmental stages. Organizations can use it for effective project management in the given situation of the pandemic. It can also be applied to the projects that were in developmental stages during the start of the pandemic.
[image: ]
Figure 2. Agile Project Management
2.2.4 [bookmark: _Toc67143120]Rational Unified Process
 This framework is generally designed for the software markets in which the development teams and the projects being worked on by them can be benefited and optimum results can be attained. RUP implements an iterative developmental process which uses feedback for making slight changes for improving and modifying the project. It is generally used in projects related to software development and where the project is broken down into smaller bits and the user satisfaction and input is a key factor in the project.
RUP is specifically designed for software developments and can yield optimum results making it ideal for the game development division of the CD Projekt, in the development of new games. This can be done by dividing an existing project into smaller bits and giving to different teams of employees working from home to increase efficiency.
2.2.5 [bookmark: _Toc67143121]Program Evaluation and review technique:
It is a widely used technique used in various industries. It works by facilitating projects with higher detail and complexity and helps in development of team for properly visualizing the whole process and their charts. This technique performs effective analysis of tasks that are to be performed within a project, helping the team in keeping track of all the activities taking place in terms of development and fixing their weaknesses. It was initially developed by the US navy during the cold war and helped them in increasing their efficiency of their work-related activities, regarding development of new technologies. It is best suited for large and long-term projects in which there are a lot of tasks that deviate from the routine. The requirement for such projects can change with time.
This technique can help the organization in identifying their weaknesses and working on them and increase the efficiency of their ongoing tasks during the pandemic and keep track of all the activities that are taking place.
2.2.6 [bookmark: _Toc67143122]Critical Path Technique
It is a feature that is used for planning and scheduling different techniques and work-related activities, in accordance with the requirements mentioned in the brief. It is used to detect the longest path that can be taken to perform a task. Which means that activities are supposed to happen in accordance with a certain pattern which is based on their importance, task are also usually performed independently without any sequence. The importance estimated by the technique is critical as it helps the team in prioritizing their tasks which saves a lot of time and they are able to complete the project relatively easily. 
It is mostly used for complex projects that comprise of a high number of smaller tasks, and the team has no idea regarding the starting point of the task to meet the deadline without wasting time. This procedure is generally used in areas of software development, construction, defense, etc.
This technique can be utilized by the organization to find the longest path that can be taken for the work to complete and planning in accordance with that. This technique can be used to effectively increase the efficiency of the task under progress in work from home conditions.
2.2.7 [bookmark: _Toc67143123]Critical Chain Technique
This technique has been derived from critical path technique and takes a somewhat relaxed approach in scheduling and ordering of tasks, with a higher flexibility when allocating resources.  This technique suggests that tasks should be based on their priority and their dependence relative to the project while being analyzed properly. This technique is likewise used in projects with a high complexity, as they shine more regarding the time and revenue spent and is best suited for completion of projects with limited resources.
Higher flexibility in the techniques allows for on the way changes increases, and the proper analysis regarding the priority of the tasks allows for better understanding regarding which tasks are to be completed first which in turn allows the company to better understand its needs and requirement. The scenario of COVID has presented companies with many challenges as offices have to be shut down, implementation of such techniques can help the companies in making their projects a success but improving their management.
2.2.8 [bookmark: _Toc67143124]Extreme Project Management
This technique has a more relaxed approach when talking about planning a project. Its approach is open and the formalism regarding the culture of a company is reduced. The management of behavior in this approach is deterministic and stern. It is short and flexible as compared to traditional management. It allows for alteration in the plan and budget of the project. It is generally used in projects with high uncertainty and complexity. Mainly as the high unpredictability and uncertainty needs to be addressed.
This technique is highly favorable when looking at the pandemic scenario as it reduces formality and makes for higher flexibility, which means that changes can be made whenever required, and the current times are highly unpredictable. Thus, making it extremely hard for having a static model for management. This technique is most favorable for highly dynamic nature and flexibility.
Project management tools: (200)
When it comes to project management, the techniques hold high significance, but the importance of using appropriate tools for the purpose can also not be overlooked. Companies require several tools that are implemented during various stages of a project to achieve the desired result. Below is a list of tools that can help during project management.
3. [bookmark: _Toc67143125]Planning the Project Initiation
The initial part of any project is the stage of planning which can be called the core of the whole process. It is the defining step when it comes to the performance of the whole project and the shape it will take for ensuring the desired quality. Big companies tend to use comprehensive software that are designed specifically for teams of large size. Though various alternatives are available for teams of small sizes. Such solutions still get the job done when planning and are useful for visualizing the progress of the project.
The current scenario has made planning and organization challenges as no office work is being done inside the office and the formal 9 to 5 timing are not applicable. Thus, ensuring the availability of each member during meetings has become challenges. Companies are using various tools like Project to ensure that things run smoothly, and the goals of the projects are being met.
3.1. [bookmark: _Toc67143126] Time Management and Scheduling
Time management is the act of planning, controlling and finally executing specific activities, especially to increase efficiency or productivity. It applies to a wide usage area starting from personal time organization and up to business related time management. For the best results and the biggest efficiency dedicated time management software should be used. Playing and making video games are two different stories altogether, where the former is a delight, and the latter can be a nightmare.
The video games industry is known for its crunch culture, in which there are no office hours and just working to meet the deadlines (Edholm et al., 2017). The standard hours in a crunch culture include at least 100 hours a week and for the last few decades it has been a practice to over burden the developing staff to the extent that it has now become a culture, hence the name “crunch culture”. The long hours of office work can cause burnout to affect the employees and it not just demotivate the employees but also encourage absenteeism, fake leaves, and increased turnover rate. For whatever reason this culture might have started, the crunch culture is now a regular culture of top gaming giants like Ubisoft, Riot and other gaming industries and is only because they fail to meet the deadlines, and this highlights their lack of time management (Cote and Harris, 2021).
Time management will be taken under severe scrutiny due to the nature of the industry and its reputation for mismanagement in time therefore a ‘work breakdown tree’ will be used and a ‘Gantt chart’ to keep track of activities and goals to be completed in the proposed tenure of the project. Also, money is the key factor in making a project from a vision into a reality. Organizations tend to be careful in where a project must be allowed to utilize the resources and time. This is generally due to the limited nature of both time and resources. So, one should always plan ahead and clearly confirm the dates in the team which are to be followed, to minimize the wastage of resources and time.
3.2. [bookmark: _Toc67143127] Communication Plan
The importance of communication can never be underestimated in any endeavor, especially project management which totally runs on how well the communication takes place between the project management team and stakeholders (Schaap, 2006). Communication refers to the act of collecting, interpreting, and implementing the knowledge. The concept of giving the right person, the knowledge to effectively conduct his operations, is the very concept of a communication plan in a project management. 
A communication plan identifies information that is needed to be communicated, to whom and at what time (Bushuyev, Bushuiev and Bushuieva, 2020). The goal is to streamline a clear line of communication between the team and stakeholders to communicate objectives and strategies, along with timeframes required by each activity. In short, the following components will be addressed in the communication plan.
· The objectives of the communication plans?
· How to accomplish the objectives?
· What effort will be required to complete those objectives
· How much time will be taken by the objectives?
· What will be the measure of success?
After understanding what needs to be addressed in a communication plan, the project manager makes a communication schedule to arrange meetings on multiple occasions what will provide the information that needs to be communication. The following table provide a table of schedule for the whole project.

Table 1
Communication Schedule
	S. No
	Task Name
	Duration

	1
	Project Commutations Plan
	20 days

	2
	Meetings
	20 days

	3
	Project Team Meeting
	20 days

	4
	Project Board Meeting
	1 day

	5
	Phase Review Meeting
	1 day

	6
	News
	18 days

	7
	Internal Newsletter
	16 days

	8
	Newsletter Week 1
	1 day

	9
	Newsletter Week 2
	1 day

	10
	Newsletter Week 3
	1 day

	11
	Newsletter Week 4
	1 day

	12
	External Press Release
	1 day

	13
	External Advertising
	1 day

	14
	Events
	13 days

	15
	Social Events
	11 days

	16
	Social Event Week 1
	1 day

	17
	Social Event Week 2
	1 day

	18
	Social Event Week 3
	1 day

	19
	Management Conference
	1 day

	20
	Team Seminar
	1 day

	21
	Alerts
	2 days

	22
	Email Send out
	1 day

	23
	Launcher Announcement Post
	1 day



Communication is a key factor in all the methodologies and techniques and is not only limited to the field of project management but also plays a vital role in other fields relating to the project. Communication inside a team needs to be effective and frequent for proper completion of a project. Organization generally use emails for formal conversation but applications like skype and teams are also used for communication among the members of a team.
During COVID all communications within companies around the globe have shifted to online means various apps are being used by companies to conduct meeting which were previously being done face to face. This has increased hardship as people are not allowed to meet each other as freely for guidance as they could before increasing the time taken in completing projects.
4. [bookmark: _Toc67143128]Project Initiation 
4.1. [bookmark: _Toc67143129]The Project Initiation Documentation (PID)
The project initiation document is used for effective project management which comprise of all the important information required for a successful initiation of the project.
Table 2
	Project Initiation Document

	1. Project Description
	Adding a feature of easy library management.

	2. Purpose of PID
	This document will provide a clear view to the internal and external stakeholders about the importance of the project and an overview of the whole process.

	3. Project Details
	Project name: Library Management for GOG
Project Location: Cardiff, Wales
Project timeline: 5 to 6 months
Start Date: 1st of May 2020.
End Date: 27th of September 2020
Project budget: €200,000
Risk level: Reasonable

	4. [bookmark: _Toc42360592]Project Rationale
	One of the hardest tasks for gamers of the current era is library management due to a high amount of publisher using their own launchers. This has led people to use multiple launchers making management of gaming libraries difficult. So, the goal is to add a feature that links the library of all other publishers and displays it in GOG. 

	5. [bookmark: _Toc42360596]Project Deliverables
	· Increasing the GOG’s user base 
· Providing users with better experience.

	6. Steps for implementation
	· Collaborating with another publisher.
· Addition of an integration option that allows the user to connect to accounts on other platforms

	7. [bookmark: _Toc42360598]Key Assumptions
	· Budget should be enough for the project
· The launcher will not crash or cause any hinderance in gaming experience of the gaming community
· The rules and regulations of different gaming industries will not be violated in any case.


	8. [bookmark: _Toc42360599]Key executive members
	· Project Manager
· Game Developers
· Sponsors
· Director of Finance 
· Board of Governors
· Human Resource Manager

	9. [bookmark: _Toc42360601]Key Success Factors
	· Experience of gamers is positive.
· Fulfil its purpose.
· Should complete in estimated time and budget

	10. [bookmark: _Toc42360602]Key Constraints
	Project management is known for having two most common constraints.
[bookmark: _Toc42360603]1. Time constraint
Which is the well-known hindrance in gaming industry and the main motivator of crunch culture.
[bookmark: _Toc42360605]2. Cost constraint
Cost is the driver of everything that takes place in a project. The activities need to be efficient to avoid budget overestimation.

	11. Pre and Post COVID
	Before COVID people kept up with multiple launchers but post COVID situation is different as players want more time to engage in the game rather than just wasting time on switching between the launchers.

	12. [bookmark: _Toc42360607]Approvals
	Director of Management                                            Date:
Signature: ________________

Operational Manager                                                  Date:
Signature: ________________

Project Manager                                                Date:
Signature: ________________



4.2. [bookmark: _Toc67143130] Work breakdown structure
Work breakdown structure helps in understanding the key responsibilities that are taken by the project management team and need to be fulfilled in the duration of project. It not only provides better understanding of the activities but also provide an opportunity to avoid any unforeseen obstacles (Tausworthe, 1979). The figure below provides a work breakdown tree, prepared in MS-Excel.
[image: ]
Figure 3. Work Breakdown Tree
4.3. [bookmark: _Toc67143131] Gantt chart
The timeline of a project can only been shown on a Gantt chart which highlight the launch date and the date on which all the tasks should be completed (Geraldi and Lechter, 2012). The chart also shows the estimated number of days taken by each task. Below is the figure 4 which shows which task takes how many days and their sequence over the tenure of 5 month of project.

Figure 4. Gantt Chart
5. [bookmark: _Toc67143132]Executive Summary
An organization is built on the concept of systematic processes and objectives that are aimed at achieving the goals of the organization. Even though the organizational business is continuous and long term, they are fueled by innovative projects that are demanded by the emergent global changes. Organizational change is emergent in nature and technology has a lot of role to play in such nature development. Project management is gaining significance just as rapidly as the global changes that forces organizational change.
Gaming industries are the among the most affected sectors that are faced with the rapid changes followed by technological breakthroughs. One such company is CD Projekt, which has affectively expanded their operations on a global level with their effective networking and communicating technological advancements. In the global pandemic of COVID-19, companies like these are responsible for changing the philosophies of management through massive growth and increasing customer interactions. 
Project management is undertaken by the entrepreneurs and executives of the company with the help of the staff involved in the project to execute responsibilities as they are being overseen by the project managers for the sake of developing a new product or service that is novel and gives a competitive edge to the organization. The whole success and failure of any project depends on all the parties involved but the credit is taken by the project managers due to their ability to execute effective management techniques that help carry large projects in due time and on specified budget.
The current project report identifies how the gaming industries have set new concepts for management in a global crisis and how during the pandemic there is massive engagement of gamers and even after the pandemic the engagement retained. Taking this into account the project is proposed to fix the most common issue faced by the gaming community, multiple launchers, and their requirements. Given the fact that each company has their own launcher and their own games for each launcher, there is a sense of unease between the gamers and the developers. Therefore, this project will minimize the long overdue solution for the problem and develop a new launcher with the help of CD Projekt and will act as an umbrella for multiple games.
For making such happen, there has been a communication plan to avoid the negatives consequences of ineffective communication, which is followed by work breakdown tree and Gantt chart to avoid over-budgeting and mismanagement of time.
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