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In tertiary education, ownership of student work can be a contentious issue when it comes to balancing interests of an institution and students. Tensions often emerge around authorship and future use, especially in the context of project-based learning where questions of commercial potential arise. As a result, many institutional policies focus on protection, often at the expense of student agency and motivation. This dynamic creates further challenges in creative fields where portfolio projects become the foundation for professional identity. In many cases, student projects are treated as temporary artefacts produced solely for assessment - these works are typically archived, controlled or discarded after their completion. However, there is opportunity in creative education for students to own and commercialise the work they create. 
Using Media Design School’s game development programmes as a reflective case study, this paper considers how a model of student IP ownership shapes student engagement, project quality, and can provide entrepreneurial outcomes for learners. This is in service of highlighting the career development value of projects that students can continue to own, showcase, and build on after graduation. This discussion is grounded in reflective practice and identifies the institutional conditions needed to support this model responsibly; teaching approaches, curriculum design and policy settings all interact to support student ownership while also addressing the complexities of collaboration and external partnerships within an ethical and sustainable model.
These outcomes suggest that student-owned IP can function as a practical mechanism for bridging education and industry; projects become vehicles for employability, freelance work and independent commercial ventures. In game development contexts in particular, this model can be seen in action in the release of student-developed titles during study, where learners navigate distribution platforms, player feedback, digital marketing approaches, and monetisation strategies alongside their academic requirements. Within this model, the role of assessment also shifts. In addition to marking a finished artefact with limited lifespan, faculty are engaging with work that may continue to evolve beyond the classroom. This introduces a different set of considerations around feedback and quality as students are encouraged to think about not only meeting assessment criteria but also audience expectations and market viability. Case study examples of projects that have reached thousands, to hundreds of thousands of players underscore these considerations; experiences that extend career development beyond preparation and into participation as students begin to operate in professional contexts prior to graduation.
This reflective case study suggests that student owned IP contributes to an integrated model of career development, where learning outcomes, creative practice and entrepreneurship are intertwined. Rather than separating education from industry, conditions are fostered where students can begin to participate in their fields while still studying. Therefore, student IP ownership represents not only a policy position, but a deliberate pedagogical approach that supports agency, creativity and the development of meaningful career pathways.
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