
Canadian Content in Video Games
Leonard Paul – Vancouver Film School – Digital Research in Games Conference 2005

DiGRA 2005

Canadian Content in Video Games

Leonard Paul of Vancouver Film School

Vancouver, Canada



Canadian Content in Video Games
Leonard Paul – Vancouver Film School – Digital Research in Games Conference 2005

Introduction

Video Games in 2003:
$746 CAD million

EA Canada's 1000 person studio in Burnaby:
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Larger Canadian Companies
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Canadian Titles
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Canadian Video Game Developers
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Hockey Games

Hockey Games on GameRankings.com
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French-Canadian
Video Game Culture

Sony's Syphon Filter: The Omega Strain:
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Government Regulation and Aid

From www.LeadingEdge.ca:
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Canada at World Cyber Games
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Competitive Canadians

Canada's Guillaume Patry ("Grrrr_ca"):
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Canadian Game Development
Market Map
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Canadian Game Development
Market Map (Detail)
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Deposit Coin?

●Financial future uncertain for even large game 
companies such as EA and Ubisoft

●Financial funding such as SR&ED, Telefilm 
New Media Fund and others needed for 

smaller innovative game companies
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Business Conclusion

From LeadingEdge.ca:
   When I hear entertainment executives discuss the need 

for "Canadian content," I smile and think about EA's 
FIFA Soccer franchise. The FIFA Soccer game series -- 
produced right here in BC -- has generated more than 
CAN$1.6 billion worldwide. In the growing cultural and 
economic phenomenon of videogames, Canadian 
content rules the world.

Don Mattrick, President
Worldwide Studios
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Cultural Conclusion

Currently there is a strong argument that games made in 
Canada have little culturally distinct:

“Asked if made in Canada games had any distinctive 
traits, Canadian developers were usually ruefully 

nonplussed; a spaceship in a sci-fiction game might be 
decorated in the colours of the local hockey team; one the 
dozen or mercenary warriors in a shooter is described as 
French-Canadian and grunts his few lines in a Quebecois 
accent; one developer came up with a game involving 'a 
Mountie and a grizzly bear' but 'it isn't likely to get off the 

page.'”
- The Politial Economy of Canada's Video and Computer Game Industry
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New Possibilities for
Canadian Games

Pax Warrior: Educational     

Swordfish: GPS Location-Based   

Code Zebra: Academic   
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Academic Future

● Games are now worthy of academic research
● Games being made in Universities and other 
institutions could be more culturally reflective 

due to context 
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Future Research

● Much more Canadian specific video game research is 
needed due to being combined with North American 

statistics, however it is often difficult as the information 
collected is often of a confidential nature

● Easier to detect narrative aspects in culture, but is there 
a certain Canadian ludology?

● National Game Study by NRC & New Media BC
● The Canadian Video and Computer Game Industry by 

Nick Dyer-Witheford funded by Social Sciences and 
Humanities Research Council
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Links

BioWare Corporation: www.BioWare.com
Electronic Arts Canada: www.EACanada.com
Radical Entertainment: www.Radical.ca
Ubisoft Canada: www.Ubisoft.ca
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Contact

Leonard Paul:

Presentation available at:
www.VideoGameAudio.com

lpaul@vfs.com


