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What we did @ The Gapp Lab 



Projects @ The Gapp Lab 



• 42+ paid, semester internships 
• 14 Student Teams 
• 14 projects completed on time and in budget 
• Mobile, Console and PC development 
• Full dev cycles (Pre-production thru Ship) 
• Met and often exceeded the expectations of 

our stakeholders 

Two semesters @ The Gapp 



How we did all that @ The Gapp  



How we did all that @ The Gapp  



Inspired, passionate & talented students 

                      …and a bunch of work, too. 



Office of Sponsored Projects 

First, we met with university support 
departments for requirements & advice. 

Office of General Counsel Technology and Venture 
Commercialization Office 



First, we met with university support 
departments for requirements & advice. 

   

Expert advice & 
commitment 

Takes a lot of 
time and follow 

through 



We evaluated our costs in terms of 
dollars, time and other resources. 

Under-
estimated 

initial ramp-up 
time 

Clear picture of 
our road ahead 



We built strategic relationships very early on, 
and met with anyone who showed interest. 

Had to turn 
down some 

great projects 

Relationships 
made it all 

possible 



We were very transparent with our 
potential stakeholders & partners 

Project Proposal 
outlining high level 

features, resources, key 
dates and total cost 

Project terms, 
definitions and 
expectations for 
deliverables and 

approvals Bid with all 
resources and costs 

clearly outlined 



We were very transparent with our 
potential stakeholders & partners 

Almost 
everyone thinks 

dev costs 
around $5000 

Everyone is 
invested in the 

process 



We paid the students working on our 
projects (salary + tuition benefits) 

Money is nice, 
& employment 

is a good 
motivator 

Takes a lot of 
time and effort 
to manage the 

process 



We created a studio & behaved as 
employees/developers 



We created a studio & behaved as 
employees/developers 

The School Hat 
vs 

The Job Hat 

Daily work 
experience in a 
studio setting 



We used industry processes & practices to 
provide stability & predictability 



We used industry processes & practices to 
provide stability & predictability 

Flexibility must 
sometimes be 

sacrificed 

Confidence & 
clarity for 

stakeholders & 
developers 



We made hard decisions in the interest of 
completing projects on time and in budget 



We made hard decisions in the interest of 
completing projects on time and in budget 

Sometimes felt 
rigid and overly 

process 
oriented  

Requests & 
priorities seen 
within the big 

picture 



We continually involved stakeholders in 
the development process 

Created a few 
stress-inducing 
dependencies 

They helped 
manage their 

own 
expectations 



We documented and formalized several 
processes to maintain continuity 

This is not  
“the fun” part 

of game 
development 

2nd semester 
ramp up time 

dropped 
significantly 



We documented and formalized several 
processes to maintain continuity 

This is not  
“the fun” part 

of game 
development 

2nd semester 
ramp up time 

dropped 
significantly 



We “post-mortemed” our experience and 
made changes to align with our big picture. 

Constantly 
evolve to fit our 
current needs 
and priorities 

Every semester 
is a new 

beginning 



Dev 2.0 @ the Gapp Lab means that we 
pay our students for the work they do. 

They learn a ton, they gain “real 
studio” experience, their projects are 
delivered on time & in budget, & our 

stakeholders are  happy.  

You can should do it too! 
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