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Entertainment Arts and Engineering
@ the University of Utah

Therapeutic Games and Apps Lab

The GApp Lab

THE;
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What we did @ The Gapp Lab
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Projects @ The Gapp Lab
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Two semesters @ The Gapp

e 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
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How we did all that @ The Gapp
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Insplred passmnate & talented students

% .and a bunch of Work too.
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First, we met with university support
departments for requirements & advice.

Office of General Counsel amsnolegy and Ve e
= ' Commercialization Office =~
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First, we met with university support
departments for requirements & advice.

Takes a lot of
time and follow
through

Expert advice &
commitment
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We evaluated our costs in terms of
dollars, time and other resources.

Under-
Clear picture of estimated
our road ahead initial ramp-up

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

Relationships Had to turn
made it all down some

possible great projects
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GOC EDUCATION SUMMIT

We were very transparent with our
potential stakeholders & partners

Semestes

Project Proposal: New Patients Toolbox

Mew Pabient Toolbax Apes-

Spuing Semester 200

Project Proposal

outlining high level _
features, resources, key #l
dates and total cost

L3 Htart Date

otwas light Design Do Mlyle Gusde

Concept PRch

......

...........

Project terms,
definitions and
expectations for
deliverables and
approvals

i i i i
P20 400 jl2e0 $6.752.00 $945.28

UUUUUU

Bid with all

resources.and costs
clearly outlined

Substetal

PROJECT TOTAL

$25,082.34
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We were very transparent with our
potential stakeholders & partners

_ Almost
| Everyor_\e 1S everyone thinks
invested in the dev costs

e around $5000
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We paid the students working on our
projects (salary + tuition benefits)

Money is nice, Takes a lot of
& employment time and effort
Is a good to manage the

motivator process
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We created a studio & behaved as
employees/developers

JINGIZENG MARK{JARMAN
ARTIST - PRODUCER

RACHEL|LEIKER RICHARD|BLAYL'OCK: SAUMYHMUKLUL
ARTIST, ENGINEER ENGINEER
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We created a studio & behaved as

employees/developers
Daily work The School Hat
experience in a VS

studio setting The Job Hat
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We used industry processes & practices to
provide stability & predictability
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We used industry processes & practices to
provide stability & predictability

Confidence &
clarity for
stakeholders &
developers

Flexibility must
sometimes be
sacrificed
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We made hard decisions in the interest of
completing projects on time and in budget
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Deliverables:

Design Doc

Engineering' Tools Research
ConcepliStyle Guide

Alpha Build

Design Doc

Engineering' Tools Research
ConcepliStyle Guide

Alpha Build

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

Requests & Sometimes felt
priorities seen rigid and overly
within the big process

picture oriented
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We continually involved stakeholders in
the development process

They helpeql Created a few
manage their stress-inducing
own dependencies

expectations
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We documented and formalized several
processes to maintain continuity

Orientation Checklist

Table of Contents

Welcome

Core Hours / Holidays

Take a Tour

Get a Gapp Lab Key

Set Up Your Workstation

Fill in Your Information

Obtain Access to The Gapp Lab Assets
Get Your Picture Taken

9. Learn About End-of-Day Emails (EDESs)
10.Create Your Gapp Lab Badge

11. Arm Yourself with A Nerf Gun

12. Wrap-Up

B Bl =8 Do

1. Welcome

Welcome to The Gapp Labl You have been choser]

and medical software development lab in the world|

Let's begin by getting you all set up with things you|
in the lab. Run through this checklist, read all the ir
each section.

How to Bug a Bug

Example bug

BALL: HALLWAY: PHYSICS: Ball bounces di
when the player walks past it

Expected: Ball on level 3 bounces up and down regardless of external facf]
clipping in the sides of the hallway and does not damage player.

Actual: Ball bounces diagonally any time the player walks past it. The ball
walls and can damage the player.

Severity: B
Repro Steps:

- Launch debug build 0.772

. Spawn the player character before the hallway in level 3.

. Enter ‘Long_hallway_4'

. Walk past the bouncing ball

. Position the camera to observe the ball movement and clipping

Mo W R -

Occurrence: (6/8)

User Path: Unavoidable
Notes: N/A

Related: 32, 21. 5

Version: 0.772

Submitted By: Amy Adkins
Assigned To: Brenton Walker

Status-In Progress

B Bioinformatics Wrap Kit

Biocinformatics Wrap Kit

‘ B2 About Drawing Health narec
B Art_Assets Shared

B2 Backlog

B3 Design_Document Shared
B Graphic_Designer_Primer_lmages Snar=c
B Miscellaneous_Notes Shered

1 screenshots s

red

B style_Guide Shared

=] Tool_Creation_Research_Document Snarzd

X Bioinformatics_Schedule.xisx snhared

E Copy of Drawing_Health_User_Guide_1.0 snzred

'W Copy of Drawing_Health_User_Guide_1.0.docx Shsr=g
W Drawing_Health_User_Guide_1.0.docX Snarza

B Flow_Version_1(Qutdated) PNG Shared
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We documented and formalized several
processes to maintain continuity

2nd samester This is not
ramp up time “the fun” part
dropped of game

significantly development
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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
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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 ean should do it too!
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