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This paper is written to establish the writers understanding of project management strategies for establishing and launching a children’s Nerf gun pay-per-play session business. The goal is to create a structured, safe, and engaging environment for children aged 6-12 to enjoy Nerf gun battles. The project will be managed using a combination of established project management methodologies, including the Waterfall, Iterative, and V-Model approaches, ensuring the project is delivered on time, within budget, and to the highest quality standards.
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Multiple project management approaches can be used for this project to handle the unique parts of the project lifecycle.
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The initial phases of the project will utilize the Waterfall methodology, which is a straight forward approach commonly used for projects with well-defined requirements (Sommerville, 2016). This method is particularly suitable for the early stages, where the project’s scope, planning, and design are developed. By following the Waterfall model, each phase must be completed before the next begins, reducing the risk of deviation and ensuring clear milestones. Key activities in this phase include: Requirement Analysis: Gathering detailed customer needs, safety standards, and regulatory requirements (Kerzner, 2017). Design: Developing the layout for the combat area, selecting appropriate equipment, and designing session formats. Planning: Creating a comprehensive project plan that includes timelines, resource allocation, and budget management (PMI, 2021).
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The iterative technique in project management is a systematic approach that focusses on repeating and improving activities within a project. This methodology breaks down a project into smaller, easier to execute cycles or iterations. Every cycle consists of the process of planning, executing, and assessing a portion of the project, with the objective of gradually enhancing the product until it achieves the intended result.
Agile is regarded as the most prominent iterative technique. The approach prioritises cooperation, gathering consumer feedback, and executing short, quick updates and business changes. 
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The V-Model, or Verification and Validation model, is a project management methodology that enhances the standard waterfall model by closely connecting each development step with its corresponding testing phase. The model is called "V" because it shows each stage of the process, starting from requirements analysis, continuing through design and finally progressing through several degrees of testing.
The V-Model would help with the launch of a project  by ensuring that every phase of product development is carefully planned, executed, and validated. This systematic approach reduces risks, ensures high quality, and aligns the final product with both business goals and customer needs, leading to a more successful and confident product launch.

When making a decision between the V-Model, Iterative Technique, and Waterfall Methodology for a project, it is crucial to understand the advantages and disadvantages of each technique. This comparison provides an analysis of the advantages and disadvantages of different approaches, as well as reasoning for choosing one over the others based on the unique requirements of a project.


The V-Model enhances the Waterfall Methodology by placing greater focus on testing and verification at each level of the development process. 

One of the positive aspects of it is its well-organised and regulated nature. It's well-structured and easily understood, with a significant emphasis on testing. Facilitating the early detection of potential issues at the first stages of the project's life cycle. However, the project's inflexible in terms of revisiting stages to incorporate modifications after a phase is finished would considerably prolong the project duration. This is better suited for a product or prototype project that has a longer lifespan. 

Iterative techniques work best for projects where requirements are not clear at the start or where the product needs to change based on what users say. It works especially well for software development projects, new businesses, and fields where the market changes quickly.

The Waterfall Methodology is most appropriate for projects characterised by clearly defined and consistent needs, such as building projects or in the writers case launching an event where there is experience in the field. It is suitable for projects that have well-defined, sequential processes, where each step may be accomplished independently.
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BUSINESS CASE

This business case aims to provide an overview of the operational, financial, and strategic factors involved in starting a pay-per-play Nerf gun business for children. The project aims to take advantage of the increasing need for interactive, family-oriented entertainment by providing a secure and organised setting where children may participate in imaginative and physically engaging play.

OBJECTIVES

Develop and implement a session structure that complies with all safety requirements and offers children an engaging and immersive experience. Establish and carry out operational procedures to ensure smooth daily operations. This include the duties of managing staff, scheduling, session supervision, putting in place booking systems, and equipment upkeep. Make a business strategy that ensures long-term sustainability and profitability. Provide exceptional customer service to encourage repeat business. Develop and retain a loyal customer base by putting targeted marketing tactics into practice. Make sure that the insurances and disclaimers required to conduct business legally are in place. Employ, train, and retain competent and motivated staff to manage the sessions. Determine which risks might jeopardise the project's success and take appropriate action. Engage in conversation with the community to build relationships and encourage participation. Form partnerships with surrounding businesses and take an active role in community events. 

Possible constraints that could impact the successful launch of this pay per play Nerf gun business are:
· Budget. Limited financial resources can restrict various aspects of the project, including venue selection, marketing efforts, staffing levels, and equipment quality. Insufficient budget may lead to compromises in safety standards, customer experience, or the overall scale of the business, potentially affecting its viability and attractiveness to customers.
· Time. A fixed deadline for launching the business can limit the time available for planning, design, and execution. Rushed planning and execution might result in incomplete or subpar implementations, such as inadequate staff training, insufficient marketing, or incomplete safety checks.
· Resources. Availability of essential resources, including skilled staff, suitable venues, and high-quality equipment, might be limited. Difficulty in securing venues or adequately resourcing key products could lead to operational inefficiencies, reduced customer satisfaction, or delays in the project timeline.
· Legal Constraints. Compliance with local laws, health and safety regulations, insurance requirements, and child protection policies can impose strict guidelines that must be followed. Failure to comply with legal and regulatory requirements can lead to fines, legal action, or closure, posing significant risks to the project’s success.
· Technical Constraints. Limitations related to technology, such as the availability of suitable booking systems, payment processing tools, or safety monitoring systems. Inadequate or unreliable technology can lead to operational inefficiencies, poor customer experience, and potential safety risks.
· Stakeholders. Customer may not buy into the idea of a pay-per-play sessions. This would result in a non-profitable and successful project. 

Understanding and managing these constraints is crucial for ensuring the project remains feasible and aligned with its goals. Effective project management involves identifying these constraints early, planning accordingly, and making informed decisions to mitigate their impact.


COST BENEFIT ANALYSIS

As this is a pop-up pay-per-play business, the hiring of venues would be necessary.
Unlike leasing a permanent venue, hiring a venue per event involves recurring rental costs that vary depending on the location, size, and duration of the event. For example, renting a community hall or sports facility might cost between £50-£150 per event. This flexibility allows for cost savings during periods of lower demand but introduces variability in expenses.
Setup and Teardown Costs: Each event will require setup and teardown of equipment, which involves both time and potentially additional labour costs. These costs could range from £50-£100 per event, depending on the complexity and duration of the setup.
Equipment and Transportation Costs
Initial investment in Nerf guns, protective gear, and barriers remains, but the need for transportable and easy-to-setup equipment is higher. This may increase initial costs to £5,000. Additionally, ongoing maintenance and replenishment of consumables like Nerf darts are necessary, estimated at £20-£100 per event.
Transporting equipment to and from venues will incur costs, including fuel, and possibly additional staff for loading and unloading. These costs might range from £50-£150 per event, depending on the distance.
Marketing and Customer Acquisition

Marketing costs need to be strategically focused on promoting individual events. This includes digital marketing, local advertising, and partnerships with venue owners, potentially costing £50-£100 per event. These costs are critical for ensuring adequate attendance at each event.
Customer Relationship Management: To encourage repeat customers, investment in CRM tools and strategies, such as email campaigns or loyalty programs, may be necessary. This could cost an additional £50 per month.
Operational Costs
Staff will be needed to run each event, including session facilitators and customer service personnel. These costs could range from £100-£200 per event, depending on the number of staff required and event duration.
Insurance and Compliance: Event-specific insurance will be required for each event, potentially costing £500 per year.
Benefits

Revenue Generation
Pay-per-Play Fees: Charging £10-£15 per participant, with an expected attendance of 20-50 participants per event, could generate £200-£750 per event. If events are held weekly, this could translate to £800-£3,000 in revenue per month.
Merchandise and Refreshment Sales: Selling Nerf-related merchandise, snacks, and drinks at each event could provide an additional revenue stream of £50-£150 per event.
Special Event Premiums: Hosting themed events, birthday parties, or corporate team-building sessions could command higher fees, potentially adding £180-£300 per event.
Flexibility and Scalability

Scalable Operations: Hiring venues per event allows the business to scale operations based on demand, reducing the risk of underutilized assets. This flexibility helps manage costs and aligns expenditures with actual revenue-generating activities.
Targeted Market Reach: The ability to hold events in different locations allows the business to target various markets, potentially expanding the customer base and increasing brand awareness.
Reduced Fixed Costs
Lower Overhead: Without a permanent venue lease, fixed costs like rent, utilities, and full-time staff salaries are significantly reduced. This reduces financial risk, particularly in periods of low demand or economic downturns.
Event-Specific Expenditure: The pay-per-event model means that expenditures are directly tied to revenue-generating activities, improving cash flow management and financial predictability.
Community Engagement and Brand Visibility
Local Partnerships: Partnering with local venues and community centers can enhance brand visibility and community engagement. This can lead to increased word-of-mouth promotion and loyalty from local customers.
Offering Birthday Parties: The ability to tailor events to specific audiences or themes can differentiate the business from competitors and attract a wider range of customers.
Conclusion
While hiring a venue per event introduces some variability in costs, it also provides significant flexibility and scalability, allowing the business to adapt to market demand and manage expenses more effectively. The primary benefits lie in the reduced fixed costs, the potential for higher revenue through targeted marketing and special events, and the ability to reach a broader customer base by operating in different locations. If managed well, this model can lead to a profitable and sustainable business with lower financial risk compared to a fixed-venue model.
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