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Strengths and Weaknesses
The continued success and presence of the software 

publishing industry in Eugene can be attributed to 

several factors, among which are: 1) a local repository 

of talent with experience inherited from foundational 

firms who are fixed to Eugene,  2) a lower cost for 

similar quality production as compared to the Bay 

Area or Seattle (lower rents and lower wages for 

workers), 3) an appreciation and affinity by senior 

managers and skilled employees for natural recreation 

opportunities and the region’s overall quality of life, 

and 4) a base of clientele in venture businesses started 

at the University of Oregon who seek personalized 

software developer services.  The S.W.O.T. (Strengths, 

Weaknesses, Opportunities, Threats) Analysis in Table 

4 are a distillation of wide-ranging comments and 

findings drawn from nearly twenty conversations with 

Eugene-area computer science educators, managers of 

software publishing firms, research organizations and 

education technology directors. While many agreed 

they sensed opportunities and synergies between 

local software companies, education companies, and 

research organizations, there remained questions as to 

what would constitute effective action in response. All 

expressed interest in having more facilitated meetings 

to explore the subject in greater depth. 

Consistent challenges expressed by firms and 

research centers from across the cluster, as described 

by management and entrepreneurs, was 1) talent 

recruitment (especially of highly qualified mid-level 

managers), 2) a need to constantly innovate either in 

product type or client, 3) difficulties in making airplane 

travel arrangements to, or bringing in visitors from, 

cities like San Francisco, Los Angeles, Seattle, and 

Boston where their most important clients and business 

partners are headquartered, and 4) inefficiencies 

associated with current internship programs. When 

told of the similar work or relevant research being 

done either by firms or faculty in the areas of “serious 

gaming” or education technology within a mile of 

their offices (or sometimes within mere blocks), many 

individuals expressed surprise and interest in meeting 

to learn more about the activities of other University 

 Eugene firms and research centers can 
first look to better their prospects 
for long-term talent development by 
deepening their local relationships 
with educational institutions and 

their student bodies.
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educators and other sectors of this cluster.

Workforce Analysis
Eugene software publishers and education technology 

companies are operating against a national and global 

skills crunch for computer scientists. In 2008, only 14 

percent of United States college graduates earned 

degrees in science, technology, engineering and 

mathematics, or STEM skills. Jobs in the United States 

requiring these skills will grow at 1.6 percent annually in 

the 2008-18 decade, but overall job growth is projected 

to grow only an average 1.0 percent (Source: McKinsey 

Global Institute Research). According to McKinsey, to 

fill the gap, the United States would need to increase its 

share of STEM graduates to 30% by 2018. 

Software publishing employment in Eugene in 2010 

scores a 6.17 location quotient (LQ) as compared to 

national averages. This indicates specialization in the 

local workforce and underscores software industry’s 

key status in the Regional Prosperity Economic 

Development Plan. Study of Bureau of Labor Statistics’ 

LQs also reveals a strong concentration of freelance 

workers with computer software and other information 

technology skills like “Computer Systems Design and 

related Services” in the Eugene-Springfield MSA, but 

a relatively lower concentration captured in federal 

statistics tracking electrical hardware fabrication jobs. 

Within Lane County, the number of workers in software 

publishing between the ages of 19 - 24 accounted 

for about 3% of the software publishing workforce, a 

percentage roughly mirroring the state average. For 

comparison to other metros, within the Seattle metro 

the percentage measured 3.5% in this age cohort, but 

an extraordinary 10.8% of Salt Lake City’s software 

publishing workforce were listed in this age group.  The 

Quarterly Workforce Indicator (QWI) data from the US 

Census Bureau in 2011 QI counted only 278 workers 

in Oregon under the age of 24 employed in software 

publishing—the third smallest age cohort in the industry 

and only ahead of the 105 persons grouped in the 65-

99 cohort. 

The age cohort with the highest percentage of total 

employment in software publishing (35-44 year-

olds) will, in the next ten years, transition into the 

grouping with the second largest average monthly 

earnings for the industry (45-54 year olds in software 

publishing average $9,333 in earnings per month). This 

demographic change has several important implications 

for job turnover and competitiveness in Eugene’s 

software publishing industries. 
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Even if the statistics shown in Table 5 undercounts a 

multitude of young software publishers who are self-

employed, the figures still indicate a never-ending 

challenge for Oregon (and by extension Lane County) 

software publishers to replenish their ranks of skilled 

25-34 year old workers. The most experienced and 

productive workers will be entering years of their life 

where their earnings are projected to greatly increase. 

Local employers will then have to choose to pay more 

to retain their services, or rely on their workers strong 

appreciation for Eugene’s low-cost, but high quality of 

life to compensate—a locally sourced “2nd paycheck.” A 

third option is they will attempt to start ventures of their 

own, in which case they will generate greater demand 

for local business services, financial capitalization, and 

more workers. No matter the mixture of these possible 

outcomes, this demographic projection underscores 

the criticality of an oft-repeated claim by employers in 

interviews: it is especially difficult to recruit and keep 

mid-level management in Eugene as compared to 

larger metropolitan areas that both pay more and offer 

comparable qualities of life for high earning residents.

While talented, young programming engineers are 

most frequently discussed in news publications (and 

even among some managers) as magnetically drawn 

to the large metropolitan areas where city lifestyle 

choices can be more appealing and wages higher, 

there is still another threat to the mid-sized metros: 

the retention of the best workers as they hone their 

practical work skills and mature into management roles. 

Despite its lower wage disadvantage, there remains 

a hand for smaller regions like Eugene-Springfield to 

play—besides marketing the region’s distinctive quality 

of life. To become more competitive in the search and 

retention of tomorrow’s veteran mid-level managers, 

Eugene firms and research centers can first look to 

better their prospects for long-term talent development 

by deepening their local relationships with educational 

institutions and their student bodies. 

One possibility is to capture the imaginations and talents 

of not just young engineers, but future managers and 

entrepreneurs with the idea that Eugene as a place 

situates them for greater success because of its near 

peerless resources and distinctive synergies within the 

locally-based EduTech cluster. As individuals and firms 

network and cooperate, the cluster’s members could 

also work together to help Eugene’s young people 

find that local software development work is “no 

mystery” and involve them early and often in coding 

their products. Once involved and aware of the local 

cluster, they are more likely to consider both a career 

in Eugene and see value in this region as a superior 

location for developing their particular career interests. 

Public actors like the City and the University may 

help businesses move towards a longer-term strategy 

in workforce development. However, it will take 

cooperation between public actors like the city and 

educational institutions to reach out to industry and 

strike the partnerships that address the identified short-

term downsides and risks to business associated with 

hiring temporary interns. In the course of conversations 

some creative solutions have come forward on ways to 

collaborate and cover financing.

Postsecondary Education in 
Computer Science

Table 6: Software Publishers Employees and Earnings by Education Level Lane County 2011 Q1 
Education Level Number of Employees Average Monthly Earnings

High School or Equivalent 312 $4,118 
Some college or associate 
degree 479 $4,703 

Bachelor’s degree or above 659 $6,954 
Note: Tabulations by education are for workers aged 25 and over only

Source: QWI Online [NAICS] US Census. Accessed 6/29/12
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In 2000, there were fewer than a dozen video game 

design related degrees offered at North American 

universities, and by 2005 there were more than 100 

programs in the U.S. and Canada, and dozens more 

overseas.  However, in 2012 there were no colleges 

or universities in Oregon that made the Princeton 

Review’s rankings of schools for game design in 

either the undergraduate or graduate lists. One 

important criterion used by the Princeton Review in 

their University rankings in both computer science or 

game development programs was whether students 

worked on “products that later shipped.” For the Pacific 

Northwest, two schools from Vancouver made top ten 

lists for game development, as did DigiPen Institute of 

Technology in Redmond, WA.

Notable video game developer clusters outside of 

Seattle, Boston and the Bay Area include Baltimore, 

Salt Lake City and Raleigh, as well as Vancouver, BC. 

These locations all include top ranked game design 

programs. For a metropolitan region of its size, the fact 

that Eugene has even made some bloggers’ short-list 

of the top twenty locations in the United States to find a 

job in video games is remarkable, but currently none of 

the major universities in Oregon are ranked or known 

for video game design programs. The presence of a 

well-ranked video game design school is no guarantee 

of a sizeable local video game industry, or vice-versa, 

for reasons discussed prior in this report, but greater 

cooperation and improvement is an excellent idea for 

taking advantage of the opportunities and tackling 

threats to the EduTech cluster. A higher ranking of a 

degree or certificate program could also be helpful for 

school recruitment efforts. 

Both Oregon State University (OSU) in Corvallis and 

University of Oregon (UO) in Eugene offer degrees in 

Computer Science, but they differ slightly in education 

strengths. OSU is more often characterized as an 

engineering school in contrast to UO’s reputation 

for liberal arts curriculum and a holistic approach to 

training its students for lifelong learning and research. 

Oregon State University, Lane Community College 

and the University of Oregon, are all identified by 

employers as sources of labor with internship program 

relationships, but their functioning as recruitment 

centers are expressed with caveats, reservations, and 

stories of missed connections by the local software 

business community and educators alike. Lane 

Community College (LCC) offers a certificate as well as 

an Associate’s Degree targeted towards Simulation and 

Gaming Design students.

While Lane Community College has the largest video 

game development education program in the state of 

Oregon, many of that program’s students are described 

as having to split their time between study with working 

menial, low-pay jobs that do not provide additional 

skill development (such as pumping gas) to afford  

tuition. Instead, students simulate “real world” work 

experiences as teams building projects of their own 

design. Students in LCC’s cooperative work program do 

often find work locally to supplement their studies, but 

instructors believe their program could benefit from 

increasing, enhancing, and diversifying their current 

relationships with members of local industry.

The fierce national competition for talent is known 

to educators and businesses—it was noted that 

the best local University of Oregon students may 

be recruited sometimes up to nine months before 

they even graduate. This talent competition may 

extend to faculty members who also desire that the 

best graduate students stay to assist them in their 

research. The University has a long-term interest in 

attracting better student applicants to their programs 

through the increase of prestige and reputation that 

could accompany better partnership with industry or 

accentuating their reputation for a niche or emerging 

The explicit mission of the Center 
is “to graduate the next generation 
of game designers, developers, 
entrepreneurs and critics, and to 
advance the art, science and culture 
of gaming by creating a context for 
advanced study and innovative work.” 
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field—as is the case with serious gaming or education 

technology. However, there are internal organizational 

difficulties for the University to surmount in order for 

there to be follow-through on ideas that range from 

new minors or certificates offered jointly between 

the colleges, or research laboratories with corporate 

memberships dedicated to the study of serious gaming.

The strength of education research centers in Eugene 

is more entwined with the University of Oregon—

historically, their presence and lineage in Eugene traces 

directly to the University and its colleges more than 

software publishers. Software companies certainly 

benefit enormously from the presence of the University, 

but both as a matter of history and present reality,  

their resources and talent recruitment are reputedly 

less connected to UO than the research organizations. 

There remain unexamined opportunities for local 

software businesses in access to students, equipment 

and research—not only with the Computer Science 

Department, but within the College of Education’s 

work with virtual environments, “immersive education” 

and especially with the many non-profit social science 

research organizations related to the University who 

are sitting on non-commercialized intellectual property 

and without the capacity to turn it into product. 

Game Education and Research 
Centers at NYU and NCSU
New York University’s Game Center and its recently 

inaugurated Masters of Fine Arts for Game Development 

and North Carolina State University’s Digital Game 

Research Center offer interesting contrasts for how a 

University and its local industry can come together. In 

the case of the former, a game center founded with the 

explicit mission of creating a new generation of game 

workers relied on its strengths in the liberal arts as a 

distinguishing characteristic, while in the latter, industry 

and faculty work more closely on research projects 

that may result in innovative intellectual property with 

commercial applications. 

New York University’s Game Center, established in 2008, 

is supported by game companies like Arkadium, but 

the curriculum and both its Master’s degree and Game 

Design Minor emphasize the liberal arts strengths of the 

University. Although housed at the Tisch School of Arts 

in the Skirball Center for New Media, it collaborates with 

other NYU schools and departments, including their 

Courant Institute of Mathematical Sciences, Steinhardt 

School of Culture, Education, and Development, and 

NYU Poly. Students are given instruction in software 

coding, but are also encouraged to spend time with 

colleagues in the game testing lounge and take 

mandatory courses from humanities or social science 

professors who teach storytelling, drawing, and 

theoretical aspects of games. The explicit mission of 

the Center is “to graduate the next generation of game 

designers, developers, entrepreneurs and critics, and 

to advance the art, science and culture of gaming by 

creating a context for advanced study and innovative 

work.” The Center’s students, “both undergraduates 

and graduates, will be drawn from diverse disciplines 

including computer programming, visual art, sound and 

audio, animation, writing, and joined together by the 

central discipline of game design.” NYU followed this 

Center with selective hires of faculty with experience 

creating games for teaching, such as Eric Zimmerman, 

the founder of Gamelab, which spun off two successful 

companies: Gamestar Mechanic, an online site funded 

by the MacArthur Foundation that lets kids create 

their own games, and the Institute of Play, a nonprofit 

initiative at the intersection of games and learning.

 

North Carolina State University’s Digital Game Research 

Center, founded in May 2007, is more straightforward in 

its linkages to industry. Large studios like Epic Games, 

based in Raleigh, are corporate benefactors of the 

Digital Game Research Center, and have agreements to 

receive access to the primary research of students and 

faculty. There, too, the center is conceived as multi-

disciplinary where the focus investigates the “scientific, 

...feel staying is precluded as a 
viable option because local industry 
simply does not exist, or not in 
significant quantity.
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engineering, artistic, social and educational challenges 

of digital entertainment.” Although officially within the 

Department of Computer Science, the “center’s faculty 

include colleagues from the colleges of Education, 

Engineering, Design, Management, and Humanities 

and Social Sciences that collaborate on a wide range 

of research and educational initiatives which focus on 

new modes of entertainment and interaction in digital 

worlds.” Activities at the Center include hosting events, 

seminars on game related topics, and group and team 

projects.  Interestingly, all three research projects 

currently highlighted by the Center are on topics related 

to teaching elementary grade students and learning 

through games. For instance, “faculty member James 

Lester is collaborating with colleagues in the College 

of Education to build a narrative centered learning 

environment to teach students basics of microbiology,” 

a project funded by the National Science Foundation.

Eugene and the University of Oregon have parallel 

resources in its local colleges in the expertise of 

their faculty members, its own recently completed 

National Science Foundation research projects into 

Table 7: High Wage, High-Demand Occupations in Software Publishing
Occupations paying more than region’s 2011 median wage and more than median number of total 2010-20 
openings in the region (Lane County Median Wage: $15.98)

 Employment  2010-2020 Openings Median 
Wage

Job Title 2010 2020 *Due to 
Growth

Due to 
Replacement Total 2011 Minimum Educational 

Requirement

Computer and 
Information 
Systems Managers

225 273 48 38 86 $40.10 Bachelor’s

Managers, All 
Other 446 542 96 110 206 $36.84 Bachelor’s

Business 
Operations 
Specialists, All 
Other

1,009 1,163 154 208 362 $22.79 Bachelor’s

Computer 
Programmers 238 285 47 61 108 $28.95 Bachelor’s

Computer Software 
Engineers, 
Applications

259 333 74 31 105 $35.36 Bachelor’s

Computer Support 
Specialists 842 1,059 217 250 467 $24.45 Postsecondary 

training

Network and 
Computer Systems 
Administrators

318 379 61 59 120 $29.94 Bachelor’s

Network Systems 
and Data 
Communications 
Analysts

185 221 36 30 66 NA Bachelor’s

Computer 
Specialists, 327 400 73 68 141 $28.48 Postsecondary 

training

All Other

Graphic Designers 204 241 37 69 106 $17.98 Associate

Technical Writers 68 90 22 16 38 $38.21 Bachelor’s

Wholesale and 
Manufacturing 
Sales 
Representatives

1,230 1,470 240 318 558 $24.26 Related work 
experience

Source: Lane Workforce Partnership and Oregon Employment  Department
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“immersive education,” and even the added benefit of 

an extended, locally-based workforce that specializes 

in social science research, software development, and 

game design. Glaringly absent is a place to focus the 

collective talents and abilities of schools and industry, 

a location where the next generation of “serious game” 

or education technology talent can learn cutting edge 

research from faculty as well as the professional 

expertise of private business. Even in these resource 

constrained times, the public financial resources for 

concepts like this exist at the state and federal level, 

but could best be realized in partnership with private 

sources or corporate sponsorship. 

Internships
Today, there are several routes from either University of 

Oregon’s Computer Science Department or the Game 

Development Cooperative Program at Lane Community 

College to become interns. However, interviews with 

local educators, instructors, software companies, 

and education research centers identified numerous 

challenges and highlighted areas for improvement. 

Local businesses and research organizations (especially 

those comprised of very small operations of less 

than ten people) often express discomfort with the 

temporary, short-term nature of internships. The risks 

can be deemed as too high for bringing in a person 

at such a green state knowing they will most likely 

leave after a summer for either more coursework or 

another company. Indeed, some businesses felt that 

even recent graduates presented grave risks in the 

first six-months to a year as they transitioned from an 

academic setting to professional work. In those cases 

where the risks of internship are accepted, managers 

spoke of quality assurance or testing work that could 

be given to interns. However, the nature of this kind of 

work meant tasks could spike for a period of time and 

require the assistance of multiple interns before fading 

and leaving managers burdened to find meaningful 

engagement for the students. In the past this was 

not as much an issue for video game companies that 

could have interns play and test games, but times have 

changed. 

For instance, contract deadline pressures do not allow 

the long, leisurely transition from game tester to 

program coder as more the norm twenty-years ago. 

Often work of a level once done by student interns 

can instead be sent overseas in Vietnam, Mexico or 

India to be completed at a cheap rate by full-time 

professionals with completed graduate degrees. The 

time spent managing and teaching the students on the 

job is valuable to all employers of all sizes, but the 

larger software businesses or education organizations 

are better resourced to take a chance on interns with 

the foreknowledge that only a certain subset will pay 

dividends as their future employees. Small and mid-

size employers, especially start-ups, are less willing or 

even sometimes unable to take those chances. 

Students at the University of Oregon Computer 

Science Department, for their part, sometimes tell 

administrators they feel forced to take classes in the 

summer to make up for the lack of local internships. 

Reputedly, there is a pervasive attitude—if not 

acceptance and expectation—that once they graduate 

their best options for software employment are 

outside Eugene and in larger metropolitan areas. Many 

students may want to stay in Eugene, either because 

of family or they are still working on their degree, but 

feel staying is precluded as a viable option because 

local industry simply does not exist, or not in significant 

quantity. 

Some leaders of local software publishing firms stress 

that gaining the skills necessary for their businesses 

is best learned on your own or through a period of 

hard-nosed apprenticeship, and not through degree 

programs. A recurring observation is that simply too 

little time is spent practicing coding at University by 

students. Some are not satisfied with the gap they 

observe in basic skills when they meet and test 

prospective entry-level local colleges and university 

students. Instead, conversations with software 

business owners reveal recruitment might come from 

diverse fields besides computer science, which including 

experienced employees from bioscience, health care, or 

geography. Some speak of an innate talent for expert 

coding. For their part, some educators emphasize that 
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teaching a student self-learning and research skills are 

the way to gain those intrinsic abilities to become better 

employees over a lifetime and learn once in a business. 

A key challenge for the cluster is to find a ways for 

students to become more connected to local industry 

and develop  both immediate and life-long skills. 

Why National Cluster 
Definitions Don’t Fit Locally
The current definitions of these clusters at the 

national levels do not precisely fit observations of this 

region’s firms and occupations. Indeed, a “cluster” is a 

purposefully vague term meant to resist the false sense 

of policy precision that sometimes accompanied past 

economic development theories. Industrial clusters are 

best understood as combinations of industries with a 

new theoretical spin on the agglomerative economies 

described by urban economists and analyzed by 

generations of location theorists and regional scientists. 

Clusters are not self-contained sectors of entirely similar, 

directly connected businesses or merely a supply chain. 

As Michael Porter himself has pointed out numerous 

times in his writings and associated publications, cluster 

boundaries need to be adapted to observed local 

circumstances. In the case of Eugene, there are several 

reasons why segments of Porter’s Harvard School of 

Business Mapping project’s Information Technology 

Cluster and the Education & Knowledge Creation cluster 

should be considered together when analyzing local 

competitiveness.

First, software publishers and so-called “EduTech” 

companies, or research centers, are frequently 

looking for workers with similar or overlapping sets 

of knowledge, skills, and abilities in the creation of 

programs meant to influence, test, train, or teach human 

behavior. The ability to code software is increasingly 

another level of required literacy for workers in many 

professional services, much as basic ability to interface 

with computers is commonplace requirement in many 

unrelated professions. Local software publishers will 

provide in conversation anecdotes that some of their 

best employees now come from backgrounds other 

than what the federal government would classify as 

“professional technical services.” Workers with degrees 

in geography or even with experience in managing 

databases for health care service providers can shift to 

employment in software publishing the same, or easier, 

than graduates with computer science degrees might. 

Indeed, the private non-profit education research 

groups are now observed hiring individuals whose 

primary work experience are from Eugene game studios. 

This is not only because they can code software that 

is necessary to make their intellectual property useful 

or commercialized, but because game developers can 

bring their own methods of incentivizing interaction in 

the programs they develop for education or training. 

This is a manifestation of the skill matching advantages 

present in “agglomerative economies.”

Secondly, education centers, professional and technical 

service providers, and software publishers all share 

a basic definitional trait in common: they rely almost 

entirely on the creative input of their workers expertise. 

Computer chip fabrications, and data centers for that 

matter, have many material inputs that can figure 

importantly, such as water cooling systems or cheap 

electricity. Social science and humanities researchers are 

included in the US Commerce Department’s definitions 

of an Information Technology and Telecommunications 

cluster, but are more entwined and rooted to the local 

universities than software publishers, who may either 

locate near “the heart of the Bay Area or just as well 

be in Vietnam or any other location” as one interviewee 

facetiously described the situation.

The reasons for software publishers to be in Eugene are 

not as explicitly tied to regional educators, but there 

are compelling reasons to be close to researchers and 

graduates with degrees from fields  other than  computer 

science. One is the plethora of skilled individuals 

from backgrounds with transferrable knowledge, but 

another is the complementarity of education research 

institutes and related companies to custom software 

publishers. A local company that can create tablet 

applications or program backend internet connectivity 

for a language testing company is like the importance of 

excellent advertising or marketing firms to major food 

producers—they are a reason for a company to place 

its headquarters in close proximity. There is choice in 
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software service-providers. 

Finally, the data does not support the view that 

software publishers are highly linked, at least within this 

geographic region, to other forms of computer product 

fabrication that make up the definition of Information 

Technology and Telecommunication as defined by the US 

Chamber of Commerce’s Innovative Regions initiative. 

Figure 4 illustrates the point. Software publishing 

employment increased greatly even as computer chip 

fabrication at the Eugene Hynix plant closed and laid 

off hundreds of workers—nearly twice the number of 

jobs was lost in electronic component manufacture 

than expected given the national benchmarks. In fact, 

national benchmarks predicted the region create 126 

software jobs in this time period, when instead it created 

860. There is little correlation between manufacturing 

computer and electronic wiring and the development 

of software publishing industries within the Eugene-

Springfield region, but every reason to believe from 

interviews with managers that software publishers and 

education technology companies together present a 

gathering specialization and potent area of competitive 

strength for the Eugene-Springfield MSA. 

In the first quarter of 2011, total employment in 

educational services in Lane County was 16,941, or 

about 13% of the local workforce. Educational services 

Fig. 4: Job Creation in Eugene-Springfield by Information Technology Subcluster ‘98-’09
Blue Diamond shows National Benchmark Prediction

Source: Prof. Michael E. Porter, Cluster Mapping Project, Institute for Strategy and Competitiveness, Harvard Business School; Richard Bryden, Project Director.
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include local schools, colleges, universities, technical 

or trade schools, and educational support services. All 

of these workers could be theoretically included into 

the EduTech cluster on the grounds of their skills in 

teaching, but that undermines the utility in applying 

cluster theory if the definition were overly broad and 

all encompassing. Instead, this report encourages 

independent judgment and discretion in observing 

these purposefully fuzzy boundaries. 

Why it Matters
As two of the greatest areas of expertise and presumable 

strength, and given their basic definitional characteristics 

as professions, a natural presumption is that software 

publishers and social science “knowledge creators,” 

given the near neighborhood of workers and offices, 

could find certain competitive advantages against out-

of-region firms through enhanced cooperation and 

collaboration; either consciously pursued by individual 

managers at the companies or unconsciously as firms 

hired local talent—no matter what their original sector. 

This is already the case at some firms and research 

centers that hire individuals from one another’s field. 

The difference is other regions have spent the past few 

years pursuing tangible support for the phenomenon, 

as described earlier in the form of Gaming Education 

Fig. 5 Job Creation in Eugene-Springfield by Education & Knowledge Creation Subcluster ‘98 – ‘09 
Blue Diamond shoows Nationl Benchmark Prediction

Source:  Prof. Michael E. Porter, Cluster Mapping Project, Institute for Strategy and Competitiveness, Harvard Business School; Richard Bryden, Project Director.
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Labs and Master of Fine Arts programs for game 

development. Eugene-Springfield firms and institutions, 

on the other hand, may often be unaware of possible 

synergies between their own activities and those of 

other firms on the same street. Improperly defined, 

individuals from relevant professions might accidently 

be excluded from networking events, or not immediately 

perceive their own interests in attending. 

While software companies created jobs at a rate faster 

than expected if looking at national figures, research 

organizations’ job creation–considered by the “Cluster 

Mapping Project” a subcluster of the “Education 

and Knowledge Creation” cluster—disconcertingly 

underperformed their expected mark; these results are 

shown in Figure 5.  If Eugene’s research organizations 

experienced job creation at the same percentage 

change increases from 1998 to 2009 as predicted by 

national figures, then there would be hundreds of 

additional employees in above-average wage research 

organization jobs—as marked by the blue diamond. 

Instead, educational institutions in Eugene-Springfield 

more than tripled the job creation figure as predicted 

by national benchmarks.

Recommendations
What does a cluster theory based strategy look like? 

Cluster theorists and economic development practitioners 

who use cluster theory stress the importance of 

government’s role to help convene, facilitate, or co-

finance cluster initiatives, but also emphasize that 

industry needs should be advanced and described 

foremost by private sector consortiums. Therefore, 

when the Athletic and Outdoors cluster group at the 

Portland Development Corporation built a materials 

library for local designers in the Portland to access, 

they were investing into an ecosystem of designers 

for smaller companies that larger industry giants like 

Nike and Adidas could look to as an extended talent 

pool. Likewise, the following list of recommendations is 

drawn from conversation with businesses or educators 

and hypothesizes actions that either local government 

or institutions might support. The list should not be 

considered as the full array of possible outcomes or 

tasks for government or institutions to take on their 

own, nor is it the end to fostering greater connections 

between constituent elements of the cluster.  Additional 

proofing or development of concepts would need to 

take place in facilitated meetings with businesses and 

educators. 

Downtown Quality Assurance & 
Compatibility Testing Work 
and Meeting Space for Student 
Coders
Purposes: Increase University student bodies’ 

awareness of local industry, provide them with 

more exposure to coding work and access to the 

mentorship of business professionals while augmenting 

the agglomerative economies that accompany 

easier connections to skilled labor and cross-sector 

collaboration. 

How: Student teams, supervised by a program manager 

or administrator, funded collaboratively by businesses 

and schools, could take on contract quality assurance, 

testing, and hardware compatibility tasks for either an 

hourly or project-based rate. Area software publishers 

or education research organizations could, as need 

arise, come to the workspace to meet with students, 

purchase hours, or assign tasks. The hope is the lab 

would be run both during the school year and in the 

summer months for those students looking for greater 

experience.

Who: Students from all backgrounds—undergraduate, 

graduate, computer science, or miscellaneous—could 

participate, but their assigned role on projects would 

be under the supervision of a hired program manager/

instructor.  Student organizations from the schools could 

use the lab as an informal meeting space to meet fellow 

interested students and potential industry mentors in 

addition to honing skills and practicing professional 

work.

Narrative Description:
This concept emerged over the course of conversations 

and interviews with individuals within the cluster. The 

outline of the vision is to create a programmed space 
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managed by one or two of the major educational 

institutions where students from different backgrounds 

(undergraduate or graduate, computer science or 

miscellaneous) can come to work either individually or as 

teams on aspects of software products that are intended 

to ship. Generally, the work could be characterized as 

entry level, routine quality assurance or compatibility 

testing that businesses would feel comfortable 

sharing outside of their office place, although optional 

arrangements for securing of intellectual property rights 

has not—yet—been fully explored.

Students would need to be paid for the work produced in 

the lab supervised by a professional program manager. 

Student organizations like “e-Biz” from the University 

of Oregon would be encouraged to come and use the 

equipment and space that might be provided with 

the assistance of the City of Eugene in the downtown 

Central Business District. Sponsoring business owners 

who sat on a supervising board could come by to visit 

with students, provide mentorship on their independent 

projects, and share information and ideas in a relaxed, 

informal atmosphere. Students, in essence, could gain 

valuable coding insights from performing contracts 

on real product rather than simulating a professional 

working experience. They may practice being 

independent, quality assurance contractors on different 

projects as they arose from throughout town or at 

various firms.

The risks and unsteady nature of the work could be 

overcome if spread amongst the many software 

publishers and education research organizations in 

the form of this internship pool, easily reached at a 

downtown location and ready to be called upon to 

execute  “QA contracts”. Furthermore, education 

research organizations, software publishers, and 

educators through the process of cooperating on setting 

up and running the space would, if the project proved 

fruitful, make additional networking and personal 

connections to one another, preventing some of the 

opportunity costs observed in the course of interviews 

for this report. 

Issues of intellectual property could be handled a 

number of ways. Some hypothetical solutions included 

the neutral siting of the lab off campus property, 

contractual arrangements between the lab and 

businesses, and companies choosing to only send non-

confidential work for quality assurance or compatibility 

testing.

The uniqueness of the operation could garner state and 

hopefully national attention. Start-up software publishers 

could see a workforce resource and recruitment method 

special to Eugene and a region that innovates not just 

in applications, but in cooperative organization. If a 

pilot project proved successful, additional curriculum 

and programming could be added to the working space 

through the addition of talks, lectures, or coursework in 

relevant subjects by the University of Oregon or Lane 

Community College.

Next Steps: Identify leaders and champions of the 

concept from the private business and non-profit 

community before convening them in a facilitated 

setting to flesh out details of a pilot project. Then 

review a detailed proposal with supportive educators.  

Funding for a pilot project could come from a number 

of sources, but besides government funding, the fiscal 

commitments of industry is necessary to ensure their 

on-going participation in the managing and operations 

board. The responsibility of this hypothetic board, which 

should include members of industry and education, 

may include hiring a program manager/administrating 

instructor, writing lab rules, and guidance that code 

testing performed is useful and meaningful experience 

for students towards employment.

Marketing Eugene’s 
Distinctive Advantages
Purpose: Raise local and national awareness of 

education research organizations, video game studios, 

and other software publishers so that some organizations 

are, to paraphrase one education technology manager, 

“as well-known in Eugene as they are in Boston’s Back 

Bay or certain small cities of Norway.” 

How: Companies, working through their industry 

representatives in the Eugene Area Chamber of 
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Commerce, EduTech Cluster and Oregon’s Software 

Association hire marketers to spread the heritage, 

advantages, and future opportunities of doing business 

in Eugene in both these sectors. 

Who: Eugene Chamber of Commerce, Education  

Technology & Research Cluster, City of Eugene and 

local firms (like Concentric Sky, who has already begun 

a “Silicon Shire” campaign).

Narrative Description: Brand Eugene nationally as 

a place where education technology happens, so that 

potential investors, companies, and future workers 

from outside the fields of education who are interested 

in participating in the growing education services 

sector know Eugene’s history and expertise is more 

than University of Oregon, but extends to a cluster 

of knowledgeable software developers. Since almost 

94% of the state’s EduTech combined revenue comes 

from out of state, many people in Oregon are unaware 

of the industry. Indeed, although the non-for-profit 

International Society for Technology in Education has 

nearly a 100,000 affiliates, most Oregon teachers have 

never heard of them. 

Next Steps: The City of Eugene and the Chamber 

of Commerce work in cooperation with local industry 

associations create or build into existing websites 

statistics and other material that advertise the presence, 

size, and competitiveness of the cluster as compared to 

other regions. This information could then be filtered 

to industry blogs, message boards, and e-newsletters.

Regional Cooperation with 
Corvallis Businesses and 
Institutions
Purpose:  Present the strengths and size of the cluster 

as more nationally significant to investors, clients, and 

entrepreneurs by presenting a much larger, statistically 

significant region with two university assets as fertile 

ground for innovation in software and education 

technology products, but with greater lifestyle 

opportunities than viewed in isolation.

How:   Re-think the geographic boundaries of the 

economic area from a perspective that sums the talents 

and abilities of the three metropolitan areas, rather than 

viewing them as rivals. Bringing the University of Oregon 

and Oregon State University together to collaborate on a 

Research Center in concert with industry is an example; 

the inclusion of Hewlett Packard from Corvallis or Intel 

from Portland to help invest in a hypothetical “Southern 

Willamette Education Technology Research Center” is 

another. 

Who: University of Oregon, Oregon State University, 

Eugene Chamber of Commerce, Lane County, City of 

Corvallis, City of Springfield, City of Eugene, Benton 

County.

Narrative Description: Federal grants, like the 

Innovation Challenge grants from the US Commerce 

Department, now reflect this emphasis on regions 

as the appropriate competitive scale for a globalized 

economy in their urging greater integration between 

cities and their regional governments. The Willamette 

Angel Conference is a tangible example of this expanded 

geography used in practice of economic development 

activities. If a software business begins in Eugene or 

Corvallis, and it can be shown that the region constitutes 

a single labor market full of creative knowledge 

professionals, that adds to the competitiveness of the 

region to recruit talent and firms. 

Enhance Local Software 
Publishers’ Access to 
University of Oregon Research 
in Education
Purpose: To further the long-term strategic vision of 

linking the research taking place at College of Education 

and College of Arts and Sciences into digital education, 

computer interface, and virtual environments for the 

purpose of supporting the potential emergence of new 

industries.

How:   The education program would need to come 

from faculty, but the University of Oregon’s technology 

transfer office and the Eugene Area Chamber of 

Commerce are well-positioned to make links between 
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researchers and local industry. 

Who: Researchers at the University of Oregon in the 

Computer Science Department, and Researchers at the 

College of Education’s Center for Advanced Technology in 

Education, Center for Learning in Virtual Environments, 

and interested non-profit research organizations.

Narrative Description: A strategic partnership with 

regional industry would help grant writing for on-going 

research. There have been many candidate grants 

in recent years for this type of activity, including the 

Economic Development Administration’s innovation 

challenge grants. 

Examples: The Gaming for Education Lab at Michigan 

State University and the Digital Games Research Center 

at North Carolina State University are prime examples 

from the United States, although others exist in Europe. 

Formalize Collaborations 
Between Local School Systems 
and Education Technology 
Businesses and Research 
Organizations
Purpose: Employ the Regional Prosperity Economic 

Development Plan’s tactic of “buying local” by 

encouraging local school system to allow education 

technology industry to both test and demonstrate the 

efficacy of their products. Explore the US Department of 

Education’s Office of Education Technology’s concepts 

of an “Education Innovation Center.”

How:   Education research organizations that are 

members of the Eugene EduTech cluster work together 

to produce a whitepaper for local systems explaining 

the benefits for teachers and students to have a free 

evaluation, proof of concept, testing procedure. The 

schools can then be asked to help formalize a process for 

education technology companies to test new evaluation 

or education techniques in real classroom settings.

Another opportunity to explore connections between 

EduTech firms and organizations is with a strategic 

broadband plan funded by the state of Oregon’s 

broadband planning project. If Eugene is selected as 

one of eight communities for a strategic community 

broadband plan aimed at boosting levels of technology 

adoption by young people, then there will be an 

opportunity for companies to come together in a 

facilitated process with schools to reimagine or redesign 

either how teachers are trained or how decisions for 

purchasing and deploying broadband applications are 

made.

Who: School District 4J, Lane Community College, 

Eugene Chamber of Commerce, EduTech Cluster 

Narrative Description: Over ninety percent of Oregon 

EduTech companies revenues come from out-of-state, 

so testing products with the local school system is not 

just about a narrow sales opportunity. An established 

and guaranteed route to field testing products in real 

classroom situations should be of benefit in marketing, 

innovating, and fine-tuning regionally innovated 

products. The predictability of a local testing process 

would also allow education technology businesses 

located in Eugene a comparative advantage rooted to 

their location and give incentive for companies looking 

to relocate (like Wireless Generation) to choose Eugene 

instead of Portland, Boston or Washington, DC. Lastly, 

if the school system does ultimately decide to purchase 

a tested product, this could lead to other Oregon 

communities purchasing Eugene developed products. 

Example: In New York City Economic Development 

Corporation’s Edutech NYC 2020 report released 

in April 2012 (http://www.nycedc.com/blog-entry/

edutechnyc2020), a key strength cited for the city’s 

industry was the size of the local school system as a test 

market for products. However, this recommendation 

goes one further in proposing that the City of Eugene 

be the first to formalize a relationship between its local 

industry and its school system for a proof of concept 

process. 
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NAICS Code INFORMATION TECHNOLOGY AND TELECOMMUNICATIONS

238210 Electrical contractors

333613 Mechanical power transmission equipment manufacturing

333295 Semiconductor machinery manufacturing

334111 Electronic computer manufacturing

334112 Computer storage device manufacturing

334113 Computer terminal manufacturing

334119 Other computer peripheral equipment manufacturing

334210 Telephone apparatus manufacturing

334220 Broadcast and wireless communications equip.

334290 Other communications equipment manufacturing

334310 Audio and video equipment manufacturing

334411 Electron tube manufacturing

334412 Bare printed circuit board manufacturing

334413 Semiconductors and related device manufacturing

334414 Electronic capacitor manufacturing

334415 Electronic resistor manufacturing

334416 Electronic coils, transformers, and inductors

334417 Electronic connector manufacturing

334418 Printed circuit assembly manufacturing

334419 Other electronic component manufacturing

334512 Automatic environmental control manufacturing

334513 Industrial process variable instruments

334515 Electricity and signal testing instruments

334516 Analytical laboratory instrument manufacturing

334518 Watch, clock, and part manufacturing

334611 Software reproducing

334612 Audio and video media reproduction

334613 Magnetic and optical recording media manufacturing

335311 Electric power and specialty transformer manufacturing

335312 Motor and generator manufacturing

335313 Switchgear and switchboard apparatus manufacturing

335314 Relay and industrial control manufacturing

335911 Storage battery manufacturing

335912 Primary battery manufacturing

335921 Fiber optic cable manufacturing

335929 Other communication and energy wire manufacturing

335931 Current-carrying wiring device manufacturing

335932 Noncurrent-carrying wiring device manufacturing

335991 Carbon and graphite product manufacturing

335999 Miscellaneous electrical equipment manufacturing

423430 Computer and peripheral equip and software wholesale

423690 Other electronic parts and equipment wholesale

511210 Software publishers

517110 Wired telecommunications carriers

517211 Paging

Industry Composition of National Cluster as defined by NAICS Code
Source: www.statsamerica.org

Study Funded by Economic Development Administration
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517212 Cellular and other wireless carriers

517310 Telecommunications resellers

517410 Satellite telecommunications

517910 Other telecommunications

518111 Internet service providers (ISPs)

518112 Web search portals

518210 Data processing and related services

541511 Custom computer programming services

541512 Computer systems design services

541513 Computer facilities management services

541519 Other computer related services

541618 Other management consulting services

541710 Physical, engineering and biological research

541720 Social science and humanities research

926130 Regulation and administration of communications, 
electric, gas, and other utilities

NAICS Code EDUCATION AND KNOWLEDGE CREATION

611210 Junior colleges

611310 Colleges, universities and professional schools

611410 Business and secretarial schools

611420 Computer training

611430 Management training

611511 Cosmetology and barber schools

611512 Flight training

611513 Apprenticeship training

611519 Other technical and trade schools

611610 Fine arts schools

611620 Sports and recreation instruction

611630 Language schools

611691 Exam preparation and tutoring

611692 Automobile driving schools

611699 Miscellaneous schools and instruction

611710 Educational support services

511110 Newspaper publishers

511120 Periodical publishers

511130 Book publishers

516110 Internet publishing and broadcasting

519110 News syndicates

519120 Libraries and archive


	Pages from LLC Report Covers v.7 econo-2.pdf
	EduTech_ClusterDocument_28march14.pdf



