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Overview of the Entertainment Industry 
 
 
  
 

 
 

 
Film and Television Industry in Canada 

 

 
The film and television production industry in Canada has, for the last several years, 
been a major source of economic activity and jobs for Canadians right across the 
country.  The industry is comprised of three key sectors: 
 

 The Canadian Production sector is the largest of the three key sectors.  
Canadian Production is comprised of television programs and films made largely 
by independent production companies, although it also includes television 
programs made by production companies affiliated with Canadian broadcasters. 

 
 The Foreign Location and Service Production sector is the second-largest 

segment and is largely comprised of feature films and television programs filmed 
in Canada by foreign producers or by Canadian service producers on behalf of 
foreign producers.  The majority of foreign location and service production is 
made by producers based in the United States; however, approximately 10% - 
15% of the production activity in this sector is made by Canadian producers. 

 
 The Broadcaster In-House Production sector includes television programs 

made by Canadian television broadcasters in their own facilities, and is 
comprised primarily of news, sports and current affairs programming. 

 
 
In 2007/08, Film and Television Production in Canada created: 

 131,600 full-time equivalent (FTE) jobs (57,700 directly in Film & Television) 

 In Foreign Location and Service Production: 
o 44,500 jobs were created 

o $1.77 billion in production volume showing a 23% increase in volume. 
 85 theatrical feature films were shot in Canada, along with: 

o 62 television series and 

o 63 Movies of the Week, mini-series, pilots and other types of television 
programs.    

 

ñFilm and television production in Canada reached an all-time high of $5.2 billion in 
2007/08, as foreign location and service (FLS) production staged a dramatic recovery, 
despite the higher Canadian dollar.ò 09 Profile: An Economic  Report on the Canadian Film and Television 

Production Industry, p.8-10. 
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Whatôs more, the increase in Canadaôs FLS production volume was largely due to 
one province, British Columbia, and one type of production, feature film.  British 
Columbia saw its total volume of FLS production jump by $313 million in 2007/08, with 
feature film production accounting for $291 million of this increase. p.10. 
 
ñOver the past twelve months, Canadian producers have achieved some unprecedented 
success both in their domestic market and outside of Canada.  In 2008, two Canadian 
television dramas earned regular prime-time spots on American networks: Flashpoint on 
CBS, and The Listener on NBC.  Flashpoint attracted audiences of over one million 
viewers in Canada, and several million viewers in United States (U.S.) leading CBS to 
renew it for a second season.ò p.4. 
 
However, despite this positive news, ñthe economic recession is going to create much 
uncertainty with regards to the private financing for Canadian film and television 
production.  The Conservative governmentôs January 2009 budgetary provisions for the 
renewal of the Canada New Media Fund and the two-year renewal of the Canadian 
Television Fund (CTF) recognize the inherent value in contributing to the audiovisual 
industry.ò p.6.  
 
In a report through the Motion Picture Production Industry Association, The Honourable 
Bill Bennett, Minister of Tourism, Culture & the Arts visited North Shore Studios to 
announce the tally for BCôs motion picture production industry in 2008.  In spite of global 
economic uncertainty and industry challenges, such as a high CAD dollar last year, the 
Minister reported a very respectable $1.2 billion in 2008.  Bennett said that ñeven in 
these challenging economic times, the work that BC has put into strengthening and 
diversifying our economy means that the motion picture industry and many other 
industries will continue to grow and thrive.ò MPPIA, March 2009. 
 
In August of 2009, the eastern provinces of Ontario and Quebec put into place an 
additional tax credit of 25% for all expenses incurred by film companies.  This is a 
serious threat to the stability of the British Columbia film industry and the Motion Picture 
Production Industry Association is working feverishly with Minister Kevin Krueger of the 
Ministry of Finance to take the necessary steps to protect our billion dollar industry from 
moving east. MPPIA, Aug 2009. 

 

On February 3, 2010, Finance Minister Colin Hansen announced a proposed new tax 
credit for digital media, combined with changes to provincial film tax credits, recognizing 
the convergence of these sectors and it will support the continued growth, development 
and competitiveness of BCôs video game and film sectors and the related employment 
they provide.  ñThis is a made-in-BC incentive package that recognizes that 
convergence is taking placeé[and] we are responding to industry needs and recognize 
that film, television, animation, and visual effects companies contribute over a billion 
dollars annually to the BC economy and generate thousands of jobs.ò MPPIA, Feb 2010. 

 

ñOur changes will promote an increase in BC-based production for these dynamic and 
rapidly changing sectors,ò said Tourism, Culture and the Arts Minister Kevin Krueger.  
ñThey will serve to help keep BC at the forefront of the North American film and 
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television industry, while providing a significant boost for video game production in our 
province.ò p.1   These changes will also provide the necessary competition to the tax 
incentives recently introduced in Quebec and Ontario. MPPIA, Feb 2010. 

 

Locally, Vicci Weller, executive director of the TNRDôs film commission, said the movies 
that rolled through the area last year [2009] spent about $2 million.  Spin that out into all 
the subsequent monies that would then be spent and the economic impact was about 
$6 million, she said. Kamloops Daily News, Feb 10, 2010. 

 
One of the reasons that there have not been any recent major motion pictures on the 
horizon for the Thompson Nicola region for 2010, according to Weller, has been due to 
the lack of increased tax credits.  However, with the recent changes, hopefully we will 
see an increase in the local area within the next few months. Kamloops Daily News, Feb 10, 2010. 
 
According to BC Film Commission data, the total motion picture production spending 
and numbers of projects in British Columbia in 2008 were up almost 30 percent over 
2007, with the majority of the increase in foreign feature film activity.  This sector totaled 
$442 million in 2008, an increase of 146 percent or $262 million over 2007.  Though 
domestic spending as a whole decreased slightly, domestic animation spending 
increased 79 percent, to over $96 million, compared to $53 million in 2007.  
 
Some examples of film, television and animation productions shot in British Columbia in 
2009 include: Twilight Saga: New Moon and Eclipse, The A-Team, Tron: Legacy, Percy 
Jackson and the Olympians, Stargate Universe, Caprica, Fringe, Hiccups, 1001 Nights 
and Thomas and Friends. 
 

British Columbia is the third-largest film and television service production centre 

in North America, contributing over one billion dollars annually to BCôs economy and 

providing an estimated 20,000 direct and 15,000 indirect jobs.  It is only behind Los 

Angeles, CA and New York, NY for film production.  
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Animation in Canada 

 
 

Film and television production can be grouped into two categories: live action and 
animation.  The majority of Canadian animation programs fall within the childrenôs and 
youth genre, although animation productions for older age groups fall within the fiction 
genre.  The Canadian production community has long been a global leader in animation 
production.  Several successful independently produced Canadian animation programs 
such as Carl Squared, Jimmy Two Shoes, Atomic Betty, Captain Flamingo, W, and 
Toopy and Binoo, are televised on childrenôs broadcasters around the world. p.27.   

 

The volume of Canadian animation production ï in the childrenôs and youth genre, and 
other genres ï fell by 31% to $196 million in 2007/08.  Canadaôs volume of animation 
production was in a fairly steady decline from 2000/01 to 2005/06, when it experienced 
a 48% increase. p.27. 
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The Nature and Characteristics of the Film & Television Industry 
 
 

British Columbiaôs film industry operates in a highly competitive global environment.  
Within this global market, major economic, technological, political and social trends 
continually affect the business environment.  The effect is that the film industry must 
respond and continuously adapt to change, globally, nationally, and locally.  Escalating 
demand for content, combined with changing methods to create and distribute that 
content will significantly transform the media landscape in the next decade.  New 
business models, globalization, corporate downsizing, independent contracting and the 
shift to digital media are some examples of the major trends impacting the industry 
globally and in BC. Womenôs Labour Issues in the Film and Television Industry in British Columbia. BC Institute of Film 
Professionals, p.7 
 

Key Factors that define BCôs film and television production environment include: 
 

 British Columbiaôs film and television production industry has matured over the 
last decade into an annual business of over $1 billion. 

 
 Film production creates jobs, economic activity and attracts substantial inward 

investment into British Columbia that would not otherwise take place. 
 

 The production industry in BC is a complex, multi-sectored business environment 
that manufactures product for both domestic and foreign-based production 
companies. 

 
 The volume of production activity in BC is volatile and largely influenced by 

external factors that directly impact the cost-effectiveness of BC as a production 
location. 

 
 The production landscape in BC is increasingly focused on feature film 

production. 
 

 The domestic production sector in BC is comprised of a large number of 
predominantly small independent production companies. p.7 
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The film industry is a unique industry from an employment perspective.  The creative 
and technical process of producing film entertainment is a collaborative effort that 
requires input and cooperation from many different sources, including very creative 
artists and highly skilled technicians.  Work in the film and television industry tends to be 
project based, most workers are freelancers and the work itself is challenging and can 
mean extremely long hours and intense competition.  Some of the unique 
characteristics of BCôs film and television employment landscape include: 
 

 The success of BCôs film and television industry is largely based on the skills, 
creativity and talents of its workforce. 

 
 The film sector is highly unionized. 

 
 Recruitment methods for most film industry positions depend on the union/non-

union status of the production. p.8 
 
Recommendations regarding personal finances: 
 

 Learn how to budget and manage money very well. 
 Maintain a good credit rating so credit is available in the difficult times. 
 Have a backup plan, such as: 

o Have a job skill which can be used outside the industry 
o Have a second career 
o Have a part-time job p.6 Womenôs Participation in the Independent Sector of the BC Film and 

Television Industry  
 

Occupations within the film and television industry are broken down into two main 
categories: 
 

 Above the Line: 
o Producer 
o Director 
o Writer 
 

 Below the Line: 
o DOP (Director of Photography) 
o Editor 
o Production manager 
o Production designer 
o Art director 
o Accountant 
o Continuity 
o Grip 
o Gaffer 
o Hair/makeup 
o Publicist 

Above the Line positions are more difficult to break into and the pay is higher. 
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Career Planning in the Film & Television Industry in British Columbia 
 

 
There are several options to preparing your entry into the film and television industry in 
British Columbia: 
 

 Start establishing a network as soon as possible and make the most of every 
networking opportunity.  Some suggestions: 

 
 Volunteer in order to develop contacts 
 Network with people in the industry 
 Attend industry events 
 Join organizations such as Women in Film 
 Learn how to play golf p. 65 
 Identify a mentor in the industry who can help you advance, and propose an 

informal mentoring relationship for one year.  Possibly suggest an exchange 
for whatever you think you can offer. 

 
 One way of getting a foot into the film and television industry door is to join the 

Canadian Film and Television Production Associationôs (CFTPA) National 
Mentorship Program.  This program allows mentor companies (who are 
members) to hire new talent, and interns (who compete for programs) to get 
hands-on experience in the industry.  To check which programs are available and 
deadlines for applications, visit the CFTPA website at: 
www.cftpa.ca/mentorship/programs_and_application_forms/.  

 
 Another training program is the National Apprenticeship Training Program, 

offered through the Academy of Canadian Cinema & Television.  Launched in 
1984, the National Apprenticeship Training Program (NATP) is the Academyôs 
longest running and most successful professional development program.  Over 
227 apprentices have been sponsored since its inception, and of those 
participants, 80% have continued on in the film and television industry, and 75% 
of those have either won or been nominated for awards in their field, including 31 
nominations and wins from our own Gemini, Genie & Gerneaux Awards.  The 
program is designed to provide hands-on apprenticeship experience within a 
professional environment for students who have completed post-secondary film, 
television, communications or related studies.  Its purpose is to expose talented 
students to the labour market, easing their career entry into the industry.  For 
further information, visit the ACCT website at: 
www.academy.ca/programs/programs_natp.cfm.  

  
 
 
 
 
 
 

http://www.cftpa.ca/mentorship/programs_and_application_forms/
http://www.academy.ca/programs/programs_natp.cfm
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 You may also consider registering for education programs in film and television 
through one of the many educational institutions that offer courses to increase 
your chances of breaking into the film and television industry.  Programs range 
from one day seminars to certificates, diplomas, or even four-year degrees.  Like 
any significant monetary investment, such as buying a vehicle, you will want to 
do in-depth research to make sure the school and program you choose matches 
with your career goals and personality.  You will find a list of educational 
institutions at the back of this binder. 

 
Below are some questions designed to ask your potential educator to see if he/she has 
the appropriate qualifications and to ensure that the program and institution matches 
your needs: 
 

 Have you ever worked in the film industry? 
 Do you currently work in the film industry? 
 Do you have references from individuals currently working in film concerning the 

quality of your course? 
 When was the last upgrade to your course material? 
 Are you a certified educational institution? 
 Is your course recognized by a film labour organization? 
 Where are the graduates of your course currently employed? 
 Do you have past graduate references? 

 
While there are no right or wrong answers to these questions; they are designed to help 
you determine which training courses are right for you.  How you feel about a course 
should be the determining factor in taking it.  Simply be aware of the truth behind 
promises made or suggested. www.bcifp.com 
 
Because the film and television industry is such a demanding and unique employment 
sector, it is wise to do as much research about the industry before investing a significant 
amount of money in education, as well as knowing what will be expected of you before 
obtaining that first job. 
Here are some questions you should ask yourself before embarking on your quest to 
enter the film and television industry: 
 

 Do I like working in teams? 
 Am I willing to work at least 12 hours a day MINIMUM, sometimes 18+ hours? 
 Am I willing to work nights and weekends? 
 Do I mind being unemployed numerous times during the year?  With no 

knowledge of when I might be working again? 
 Am I willing to work in all weather conditions? 
 Am I willing to work in many different locations over the course of a job? 
 Do I have adequate transportation?  Is it reliable? 
 Do I have a pager or cell phone? 
 Can I follow verbal directions well? 
 Can I multitask? 
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If you cannot answer YES to all these questions, you will find it difficult to find and 
sustain work in the film industry.  If you think your answers to these questions are yes, 
please remember that: 
 

 No training course can guarantee professional work in the film industry. 
 Some people will work only part-time in film for two or three years before their 

first full-time opportunity arises. 
 Working in film is not a 9 to 5 job. 
 Film work has the potential to put strains on personal and family relationships 

due to very long hours, extremely high pressure and tension. 
 Creativity is a part of the industry but NOT part of the traineeôs job.  Only hard 

work is immediate. 
 Above all, film is not a job.  IT IS A LIFESTYLE!  This cannot be stressed 

enough! 
 
Unfortunately, an education in film does not come cheaply, especially if one chooses to 
attend a private institution, versus a provincially funded, public institution.  There are a 
multitude of educational institutions to choose from and a number of funding options for 
your education, so doing your research is highly recommended.  You are investing a 
significant amount of money into your education, and just as you would do the detailed 
and necessary research before purchasing a home or a vehicle, so should you do the 
detailed research for your education. 
 
In addition to the government student loan and the bank student loan, there are also 
apprenticeships, bursaries, grants, and scholarships available and itôs up to you to 
determine which options you are qualified for and best suit you.  There may also be the 
possibility of funding reimbursement, depending on whether or not your education 
meets the specified criteria and you belong to a union that offers reimbursement.  For 
example, with the benefits of membership through The Association of Canadian Film 
Craftspeople, Local 2020 CEP (ACFC), there is a list of approved courses that are 
eligible for reimbursement, through their Education and Training Program.  Members in 
Good Standing may receive 75% of the cost reimbursed, up to a maximum of $1000 per 
calendar year upon completion of the course. www.acfcwest.com 
 
 
 
 
 
 
 
 
 
 
 
 

http://www.acfcwest.com/
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Wages in the Film Industry in British Columbia 

 
Wages will vary between productions, but the biggest factor which determines wages is 
whether or not the set is unionized or non-unionized.  As well, the budget of the 
production will also determine the amount of wages earned.  For example, Low Budget 
Features or a slow television season will earn less than higher features or [higher 
budget] television.  While non-unionized wages were not available at the time of 
producing this binder, below are some examples of unionized wages pulled from a BC 
union, representing a summary of wages, per hour, for the year 2010: 
 
 
 
Position Low Budget Features/ TV/Features  Features 
 Slow Season $3.6-$6Million 6Million + 
 

 Assistant Accountants $25.50 $26.50 $27.00 

 Account Clerk $20.00 $21.00 $21.50 

 1st Assistant Art Director $22.50 $23.50 $24.00 

 Art Department Assistant $20.00 $21.00 $21.50 

 Construction Labourer $16.50 $17.50 $18.00 

 Assistant Costume Designer $25.50 $26.50 $27.00 

 Craft Services/First Aid  $25.50 $26.50 $27.00 

 Lamp Operator $20.00 $21.00 $21.50 

 Grip $20.00 $21.00 $21.50 

 Assistant Hairdresser $22.50 $23.50 $24.00 

 2nd Assistant Make-up $20.00 $21.00 $21.50 

 Scenic Art Labourer $16.50 $17.50 $18.00 

 Security $16.50 $17.50 $18.00 

 Set Dresser $20.00 $21.00 $21.50 

 Boom Operator (Sound) $25.50 $26.50 $27.00 

 Driver $20.00 $21.00 $21.50 
 
 
While working for a union offers higher wages, it is not simply a matter of filling out an 
application form and paying the required dues in order to become a member.  Some, if 
not most, unions require the applicant to have worked a certain number of hours on a 
non-unionized set or within the film and television industry before being allowed to apply 
for membership.  As well, depending on which department you are applying, you may 
be required, in addition to any necessary hours, to present a portfolio of your work or to 
have attained specific industry training.  It is best to look up the union that best suits 
your personal career goals and determine through your research what is required of you 
before applying. 
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Women in the Film Industry in British Columbia 
 
While the film and television industry in BC has experienced significant growth over the 
last 10 years, there is a growing concern among industry representatives about the slow 
rate of growth of women employed in BCôs entertainment industry.  Women film 
professionals are seriously under-represented in certain occupations, especially at the 
higher levels.  Women account for 40% of film students but only 32% of those 
participants are in the film and television industry labour force. p. i. 

 

Key Factors Affecting the Participation of Women in BCôs Film and Television Industry: 
 

 Women in the film and television industry workforce are negatively impacted in 
their careers by gender stereotyping about their capabilities and potentials. 

 
 Women in the film and television industry with families face significant obstacles 

balancing work and family. 
 

 Despite the high level of education and documented track record of volunteering, 
women experience more difficulties in gaining access to on the job training 
opportunities and developing the working relationships needed to secure 
employment because of the predominantly male work environment of the film 
and television industry. 
 

 Women employed in the non-traditional work areas of the film and television 
industry face isolation and adjustment to a predominantly male-dominated work 
culture. p.ii. 
 

Women film professionals strongly recommend that women entering the film and 
television industry ñlearn business skills in addition to the artistic/creative and technical 
aspects of the industry.  They were encouraged to read industry magazines, to learn 
about administration, budgeting, tax issues, market research, marketing, promotion, 
management and applying for funding.ò p.66 

  

Understanding the market was mentioned in two ways.  First, women have to be aware 
of the value of their labour.  Respondents said that women should ñknow the rates that 
are on average paid for positions you may be interested in so that your are on equal par 
with your co-workers,ò and ñstop negotiating lower rates than the men in order to secure 
employmentðproduction managers use this as leverage.ò p.66 

 
While women participate in virtually every occupational category, it is evident that 
participation rates are strongly gender-based along specific occupational categories.  
Women are over-represented in areas such as Accounting, Continuity, Craft Service/1st 
Aid, Hair, Makeup, Wardrobe, Costume, Publicity, Script Supervisors, and 
Production.p10-11. 

 

Conversely, women are under- represented in departments such as Special Effects, 
Sound, Lighting, Grip, Construction, Director, 1st Assistant Director, Stunt Performer, 
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Security, Director of Photography, and Camera Operator.  Occupations where the 
participation rate is more evenly spread are in areas such as Production Managers, 2nd 
& 3rd Assistant Directors, Art, Editors, Props, Set Decoration, Principal Actors, and 
Extras. p10 
 
One suggestion given in a survey for women, by women, about entering the industry, 
was to look at what jobs women currently have and ask: 
 

 Are these women doing the jobs you are looking at doing? 
 Are they happy? 
 Are they able to repay their student loans? 
 Are they still able to have a family? (If this is something you also desire) 
 Are they fairly compensated financially? 

 
Interview people who work in the industry to get an understanding of the different roles 
and responsibilities. Womenôs Participation in the Independent Sector of the BC Film and Television Industry, p.63. 

 
Personal Attributes Recommended for the Film and Television Industry 
 

 Realize that it is a lifestyle choice as much as a career.  The industry does not 
care about working around your family schedule, commitments, etc.  You must 
be prepared to put in the hours. 

 Women must be strong-minded and stand your ground, even when it is hard to 
do so.  Be aggressive, as no one is going to hand a job to you. 

 Dream big and go for it even when you think it is scary! 
 Being able to negotiate effectively with the decision makers and ask for what you 

and your project need is a useful skill to develop.  Learn how to mediate and 
negotiate gender-based challenges that may surface on set. 

 Remember to be a team player.  Filmmaking is all about collaborationéitôs not 
always easy to be generous and open but also strongébut it is easy to develop a 
reputation for being hard to work with. 

 Learn to develop strong leadership skills. 
 Women need to learn to network more and be able to play on the same playing 

field as the men. p.63-65. 
 
Regarding Childcare and the Film and Television Industry 
 
There is a general agreement among women film professionals that having children 
while working in the industry is difficult at best.  As one respondent to a survey 
conducted said, ñproduction and motherhood are not currently very compatible life 
choices.ò  Some women with families were passed up for work because there was a 
presumption that a family emergency would occur, making it problematic for the 
production company. Others found that the costs of childcare while having to work, 
especially if out of town, outweighed the income.  Some respondents advised women 
not to have children until their career was established, and ñmake sure that you have a 
strong support network to take care of them.ò p.67 -68 
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Participation of Women in Training and Education: 
 
The level of education among women within BCôs film and television industry workforce 
is high: 
 

 95% have achieved education above a high school diploma 
 9% have graduate degrees (Masters or Phd) 
 45%  have undergraduate degrees (Bachelors) 
 8% have some college or university courses 
 11% have completed apprenticeships or trade certifications 

 
Education in film, theatre, broadcasting, creative writing, journalism and design are the 
most common areas of study among the women surveyed.  Examples of other areas 
include professional designations such as Certified General Accounting (CGA), 
Hairdressing and Urban Planning. p.22 

 
Placement surveys indicate that graduates of film and television related education 
programs are generally successful in obtaining related employment after graduation.  
For example, findings from BCITôs Graduate Outcomes Survey for their Broadcast and 
Media Communication Diploma program indicate that 75% of graduates are employed 
in a related job.  As well, Capilano College students indicate that 71% of [film] graduates 
are currently working.  Of those graduates at Capilano, 75% spent less than 2 months 
actively looking for work p.24  

 

Women film professionals most commonly work in the industry as a freelancer or 
independent contractor.  The gross earnings of the women film professionals surveyed 
varied widely, with a majority of (57%) of the respondents indicating that they had 
earned $60,000 or less from film and television- related employment.  When asked to 
identify their approximate gross earnings last year from film and television-related 
employment, 54% of film professionals reported a gross income of over $40,000. p.31 
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Types of Careers in the Film  & Television Industry 
 
The film industry is perhaps unique in its range of opportunities for employment, as it 
requires a wide variety of occupations from just about every sector imaginable, from 
accountants to wranglers.  Below is a list and brief descriptions of only a small sampling 
of possible job positions within the film and television industry: 
 
Producer:  has the screenplay developed into a workable shooting script; plans, 
organizes and coordinates all aspects of the production.  The Producerôs talents bring 
the best cast and crew together. 
 
Screenwriter:  responsible for the required research and the writing of the story.  In 
some cases a screenwriter may be attached to a large studio, but more often will be a 
freelancer.  The screenwriter may be hired to create a script from a concept or may 
create original ideas which are ñpitchedò to a studio, broadcaster or independent 
producer. 
 
Director:  in charge of all the creative aspects of the project or film; interprets the script 
and directs the action before the camera.  The Director guides all departments in their 
work towards the final product and has the final say in casting, production design, 
location choices, script revisions, costume design and ñlookò, as well as editing of 
picture and sound during post-production.  On the working set, the Director is the 
ultimate authority and everyone is there to help create the directorôs vision. 
 
1st Assistant Director (1st AD):  creates the schedule and is in charge of running the 
set and keeping a certain pace during shooting.  1st ADs communicate to the crew what 
is happening and what is about to happen.  They are responsible for safety on set.  
They direct the movement of the crew on set and may place and direct extras in scenes. 
 
2nd Assistant Director (2nd AD):  responsible for everyone on the crew knowing their 
call time and location.  The 2nd AD organizes work for the next day by way of the Call 
Sheet, does departmental paperwork and production reports, conveys information from 
the 1st AD to the rest of the AD team and crew and may also set background extras. 
 
3rd Assistant Director (3rd AD):  oversees performersô preparation for the set and is 
responsible for their time sheets and assisting on set when required.  3rd ADs stay close 
to the circus and the performers, accompanying them to the set when ready. 
 
Location Manager (LM):  responsible for finding and securing all appropriate locations 
or facilities for shooting and acquiring all of the required permits.  Location Managers 
also provide all personnel needed for policing and traffic control in certain locations.  
LMs are hired early in pre-production and must have a comprehensive understanding of 
the logistics and complexities of shooting in the chosen locations.  The Locations 
Department may be a single person, or up to 5, depending on the number and 
complexity of locations. 
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Assistant Location Manager (ALM):  is the assistant to the Location Manager and 
functions primarily on set as the liaison between the production company and the 
community, neighbourhood or location owner.  ALMs delegate duties to police officers 
and PAs during shooting. 
 
Production Assistant (PA):  provides general assistance on-set, which may include 
crowd control, security, clean up, public relations and so on.  There are often 4 or more 
PAs during shooting.  This is the most common entry-level position to break into the film 
and television industry. 
 
Background/Extras Wrangler:  supervises and coordinates the background 
performers. 
 
Director of Photography (DOP):  responsible for the overall look of the film.   The DOP 
- also called the Cinematographer ï creates the lighting, ambience, atmosphere and 
tone of the film, through choice of film stock, camera lenses, filters and movements.  
The DOP works closely with the director to plan the shot and with the Head Lighting 
Technician (Gaffer) to achieve the desired effect. 
 
Camera Operator:  the person behind the lens, who works under the DOP to create the 
framing and composition of each shot. 
 
Video Coordinator:  responsible for video playback of all monitors on set and for 
playback of the camera video tape. 
 
Visual Effects Coordinator:  responsible for making the camera picture and the effects 
created in post-production match up and look believable. 
 
Production Designer (PD):  in charge of all the visual elements to ensure the 
continuity of design throughout the production; coordinates artistic elements including 
sets, costumes and props.  The Production Designer works closely with the Director 
when choosing locations or creating sets. 
 
Art Director (AD): designs and supervises the construction of all sets and scenery and 
oversees the painting and dressing of all sets.  There are as many as six job categories 
in the Art Department, from illustrators to draftspeople. 
 
Set Decorator:  responsible for research, acquisition and allocation of items required to 
dress the various sets.  Set Decoration includes as many as seven different categories. 
 
Costume Designer:  responsible for researching, creating or obtaining appropriate 
costumes for each performer. 
 
Key Hairstylist:  in charge of hair styling for each character and maintaining the 
continuity and look of each individual.  They are responsible for purchase, design and 
styling of any wigs or hairpieces that are used. 
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Key Make-up Artist:  works to give each performer their particular make-up ñlookò.  The 
Key Make-up Artist is responsible for maintaining continuity and freshness of the make-
up during the shoot (may use Assistants). 
 
Property Master:  obtains and provides all items that a performer picks up and uses.  
Props can include coffee mugs, spectacles, cameras, newspapers, rings, watches, 
suitcases or telephones, as well as food required for a scene.  There are four or more 
categories in the department. 
 
Gaffer:  the Head Lighting Technician, who works closely with the DOP and oversees 
the crew of lamp operators.  There are as many as five categories in this department.  
The term Gaffer probably originates from old English theatre houses, where a 
stagehand would light candles around the proscenium arch and along the stage front, 
using a lighted candle at the end of a long ñgaffò or pole. 
 
Key Grip:  in charge of the crew in the grip department.  They work with the Gaffer and 
the DOP to rig, support, flag or otherwise facilitate the shot.  The grip department 
expands depending on the complexity of the production as they are responsible for 
providing equipment to assist other departments in setting the desired shot.  The term 
Grip probably also originates from English theatre, where the stagehand carried his 
tools in a grip bag. 
 
Dolly Grip:  moves the dolly on which the camera sits for certain kinds of tracking 
shots. 
 
Head Greensperson:  responsible for realizing set and location requirements related to 
shrubs, foliage, ground covers, etc.  The Greens department must also maintain these 
set elements throughout the shooting. 
 
Construction Coordinator:  plans, delegates and supervises all work in conjunction 
with building the sets, including the work of draftspersons, buyers, metal fabricators, etc.  
The Construction Department also includes artists who work on models and miniatures 
(often used in conjunction with visual effects). 
 
Special Effects Make-up:  designs and devises the construction and application of 
facial or body prosthetics and body parts such as hair or teeth and/or any other 
specialized make-up.  They may work with lab technicians, mold makers and 
occasionally the SPFX department.  The size of the department varies according to the 
needs of the particular project. 
 
Script Supervisor:  keeps track of everything that happens in the shot; responsible for 
logging material shot and recording information about timing, lenses and filters, action 
and dialogue and ensuring continuity.  The Script Supervisor maintains a log of scenes 
shot and óowedô.  Their notes and logs are used during editing.  This is usually a one-
person department. 
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Sound Mixer:  records sound for each scene and level mixes for each take.  They also 
record ambient or natural sound to be used in the background of a scene.  Sound 
Mixers provide the auxiliary sound packs and headsets for the Director, Producer and 
Script Supervisor so that they can hear the performersô dialogue during a scene. 
 
Boom Operator:  handles the sound boom as well as any microphones on set or 
placed on a performer. 
 
Special Effects Coordinator:  supervises all special effects needed on the set such as 
rain, fog, smoke, wind, steam, snow, explosions and fire.  Another aspect of the 
department is the creation of mechanical effects such as break-away doors, fake walls, 
etc.  The Special Effects department works closely with the Stunt Coordinator when 
developing any structures or devices that involve crew or performers.  Safety is a 
priority.  Size of the crew varies depending on the needs of the production.  Special 
Effects should not be confused with Visual Effects. 
 
First Aid/Craft Service:  provides all on-set first aid and medical attention as well as 
serves light refreshments.  Normally a one-person department, they must have a 
current Occupational First Aid Level 3 ticket. 
 
Transportation Coordinator:  responsible for all vehicles used during production, such 
as the honeywagons, starwagon, cable truck, cast vehicles, picture cars, etc.  The 
Transportation Department includes Captain, Co-Captain and drivers. 
 
Catering: provides food for the cast and crew (qualified chefs, sous-chefs, etc.). 
 
Wrangling:  ACFC provides Animal Wranglers.  Teamsters provide Wranglers, Animal 
Handlers & Trainers. 
 
Actor:  a Performer engaged to speak or mime five lines or less of dialogue or an actor 
whose performance constitutes an Individual Characterization even though there is no 
dialogue. 
 
Background Performer (aka Extra):  a Union and/or non-Union performer who has 
been engaged to provide non-speaking performance in a scene, provided that that 
performance is not sufficiently individualized so as to merit an ñactorò designation. 
 
Photographic Double:  a Performer doubling photographically for a member of the 
cast during on-camera long shots and other scenes in which the photographic double is 
not recognizable. 
 
Principal Actor:  a Performer engaged to speak or mime six or mores lines of dialogue 
or a Performer engaged to perform a major Rule without dialogue. 
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Stunt Actor:  a Stunt Performer who is engaged to play a Role, which may include up 
to ten words, and who performs stunt work. 
 
Stunt Performer:  specially trained in the Performance of Stunt work. 
 
Special Skills Extra:  any Background Performer with an area of expertise, such as 
weaponry, horseback riding, skiing, etc. 
 
Stand-in:  a Performer engaged to replace physically another Performer during a set-up 
period. 
 
Production Coordinator (PC):  runs the production office under the guidelines of the 
Production Manager.  Tasks include organizing equipment rentals, customs brokers, 
hotel rooms, relaying messages to and from set, etc.  Depending on the size of the 
production, the PC may delegate tasks to an Assistant Production Coordinator and a 
number of Office Production Assistants. 
 
Production Accountant:  responsible for paying bills and maintaining financial records 
during production; must be knowledgeable of union, guild and government regulations.  
The Production Accountant may use an Assistant Accountant and Accounting Clerks to 
assist with the duties. 
 
Post-Production Supervisor:  responsible for planning and managing all of the various 
aspects of finishing the film after shooting.  The Post-Production Supervisor works with 
various facilities and departments (editing, animation, lab, graphics, visual effects, 
sound mix, foley, etc.) to ensure that work flows efficiently from one to another. 
 
Editor:  assembles the film footage in accordance with the script.  Working with the 
Director and/or Producer, the Editor selects appropriate takes and selects edit points for 
pacing.  In smaller projects, the Editor may also serve as Post-Production Supervisor. 
 
Foley Artist:  creates sound effects in a recording studio to match various sequences in 
the edited film. 
 
Post Production Sound Mixer:  combines the multiple sound tracks (dialogue, effects, 
music, etc.) into the final sound track for the film, incorporating transitions and adjusting 
levels for the effect desired by the Director. 
 
Visual Effects Artist:  is increasingly important for todayôs projects, utilizing CGI 
(computer-generated imaging) or digital processing to enhance, augment or repair film 
footage.  Includes the use of shots made with blue screen, green screen, motion 
control, rear screen projection, miniatures, composites, animation, etc. 
 

 The post-production industry is rapidly changing due to the increasing use of and 
rapid changeover in digital technology and techniques.  Workers in this field must 
be prepared to constantly upgrade their skills. 
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Education Institutions in BC  
 

 
 
PUBLIC INSTITUTIONS 

 
British Columbia Institute of Technology 
Main Campus ï 3700 Willingdon Avenue 
Burnaby, BC  V5G 3H2 
Main Switchboard: 604-434-5734 
www.bcit.ca 
 
Capilano University 
2055 Purcell Way 
North Vancouver, BC  V7J 3H5 
Continuing Education Tel: 604-984-4901  Fax: 604-983-7545 
Film Studies Tel: 604-990-7868  Fax: 604-990-7867 
www.capilanou.ca 
 
Douglas College 
Box 2503 
New Westminster, BC  V3L 5B2 
Switchboard: 604-527-5400 
Stage Crafts Program Tel: 604-527-5280  Fax: 604-527-5095 
www.douglas.bc.ca 
 
Emily Carr University of Art & Design 
1399 Johnston Street, Granville Island 
Vancouver, BC  V6H 3R9 
Tel: 604-844-3800  Fax: 604-844-3801 
www.ecuad.ca 
 
Kwantlen Polytechnic University 
12666 72nd Ave. 
Surrey, BC  V3W 2M8 
General inquiries Tel: 604-599-2100 
Inquiry@kwantlen.bc.ca 
 
 

http://www.bcit.ca/
http://www.capilanou.ca/
http://www.douglas.bc.ca/
http://www.ecuad.ca/
mailto:Inquiry@kwantlen.bc.ca
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Langara College 
100 West 49th Avenue 
Vancouver, BC  V5Y 2Z6 
Main Switchboard:  Tel: 604-3223-5511  Fax: 604-323-5555 
www.langara.bc.ca 
 
Vancouver Island University (formerly Malaspina University) 
Four Campuses: 
www.mala.ca 
 
Nanaimo Campus: 
900 Fifth St. 
Nanaimo, BC  V9R 5S5 
Toll Free: 1-888-920-2221 
Main Switchboard Tel: 250-753-3245 
Email: info@viu.ca 
 
Cowichan Campus: 
222 Cowichan Way 
Duncan, BC  V9L 6P4 
Main Switchboard Tel: 250-746-3500 
 
Parksville * Qualicum 
100 Jensen Avenue East 
Parksville, BC  V9P 2G3 
Main Switchboard Tel: 250-248-2096  Fax: 250-248-9792 
Email: pqcampus@viu.ca 
 
Powell River: 
3960 Selkirk Ave. 
Powell River, BC  V8A 3C6 
Main Switchboard Tel: 604-485-2878  Fax: 604-485-2868 
Toll Free: 1-877-888-8890 
 
Simon Fraser University 
8888 University Drive 
Burnaby, BC  V6A  1S6 
The School for the Contemporary Arts 
Tel: 604-291-3363  Fax: 604-291-5907 
www.sfu.ca/sca 
 
 
 
 
 
 

http://www.langara.bc.ca/
http://www.mala.ca/
mailto:info@viu.ca
mailto:pqcampus@viu.ca
http://www.sfu.ca/sca
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University of British Columbia 
6354 Crescent Road 
Vancouver, BC  V6T 1W5 
Department of Theatre, Film & Creative Writing 
Tel: 604-822-6037  Fax: 604-822-0508 
Email: film@interchange.ubc.ca 
www.ubc.ca 
 
UBC Continuing Studies 
Computers, Media & Technology 
UBC Robson Square 
800 Robson Street 
Vancouver, BC  V6Z 3B7 
Tel: 604-822-1420  Fax: 604-822-1499 
www.tech.ubc.ca 
 
Vancouver Community College 
City Centre Campus 
250 West Pender Street 
Vancouver, BC  V6B 1S9 
Tel: 604-443-8300  Fax: 604-443-8588 
Email: info@vcc.ca 
Continuing Education: Tel: 604-443-8416  Fax: 604-443-8667 
Email: continuinged@vcc.ca 
www.vcc.ca 
 
 
PRIVATE INSTITUTIONS 
 
Note:  With private institutions, because they are not supported by the government, it is 
strongly recommended that thorough research is completed on any private school that 
interests you.  Check to make sure the school you are interested in is accredited.  That 
is, it is recognized by the government and by the industry you are wishing to enter.  As 
with many, if not most, private schools, there is no protection for the student from 
unexpected school closures and you could potentially lose thousands in unrealized 
tuition dollarsðleaving you with nothing but debt to show for your efforts from months of 
study.  You will also find that private institutions have much higher tuition fees because 
they are not funded by the government.  This is something to keep in mind when 
balancing out the typical shorter time frame to complete a program through a private 
institution versus a longer running, public institution program, when comparing any 
programs that interest you. 
 
 
 
 

mailto:film@interchange.ubc.ca
http://www.ubc.ca/
http://www.tech.ubc.ca/
mailto:info@vcc.ca
mailto:continuinged@vcc.ca
http://www.vcc.ca/
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Having said that, there are advantages to private schools, such as the previously 
mentioned, shorter time period to complete your studies and to enter your chosen 
industry quicker than if you went through a public school.  As well, most, if not all, 
private institutions have instructors who are currently active in the industry and can offer 
the student the most up-to-date information.  Also, many private institutions make sure 
their technology is kept up-to-date for their students. 
 
Blanche MacDonald Centre for Applied Design 
100 ï 555 W. 12th Ave. 
Vancouver, BC  V5Z 3X7 
Tel: 604-685-0347  Fax: 604-669-1415 
Email: admissions@blanchemacdonald.com 
www.blanchemacdonald.com 
 
Canadian College of Film & Acting 
16 Bastion Square 
Victoria, BC  V8W 1H9 
Tel: 604-383-3933  Fax: 250-383-2292 
Email: admin@cdncollege.bc.ca 
www.cdncollege.bc.ca 
 
CDIS ï Center for Digital Imaging and Sound 
3264 Beta Avenue 
Burnaby, BC  V5G 4K4 
Tel: 604-298-5400  Toll free: 1-800661-1885  Fax: 604-298-5403 
Email: info@artschool.com 
www.artschool.com 
 
Columbia Academy 
1295 West Broadway 
Vancouver, BC  V6H 3X8 
Tel: 604-736-3316  Fax: 604-731-5458 
Email: administration@columbia-academy.com 
www.columbia-academy.com 
 
The Gulf Islands Film and Television School 
S-43, C-12 RR #2 
Galiano Island, BC  V0N 1P0 
Tel: 250-539-5729  Fax: 250-539-3290 
Email: gifts@gulfislands.com 
www.giftsfilms.com 
 
 
 
 
 

mailto:admissions@blanchemacdonald.com
http://www.blanchemacdonald.com/
mailto:admin@cdncollege.bc.ca
http://www.cdncollege.bc.ca/
mailto:info@artschool.com
http://www.artschool.com/
mailto:administration@columbia-academy.com
http://www.columbia-academy.com/
mailto:gifts@gulfislands.com
http://www.gifts.bc.ca/
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Interior Film and TV Training Centre 
#212 ï South 750 Cottonwood Avenue 
Kamloops, BC  V2B 3X2 
Tel: 250-554-9700  Fax: 250-554-9707 
Email: interiorfilm@shaw.ca 
 
John Casablancas Fashion Institute 
150 ï 220 Cambie Street 
Vancouver, BC  V6B 2M9 
Tel: 604-688-0328  Toll-free: 1-866-688-0261  Fax: 604-688-9365 
www.jcvancouver.com 
 
PAVI ï Pacific Audio Visual Institute 
34 West 8th Avenue 
Vancouver, BC  V5Y 1M7 
Tel: 604-873-4853  Toll-free: 1-800-601-7264  Fax: 604-873-4295 
Email: info@pacificav.com 
www.pacificav.com 
 
Vancouver Film School 
200 ï 198 W. Hastings St. 
Vancouver, BC  V6B 1H2 
Tel: 604-685-5808  Toll-free: 1-800-661-4101  Fax: 604-685-5830 
Email: registrar@vfs.com 
www.vfs.com 
 
Victoria Motion Picture School 
#101 ï 755 Topaz Avenue 
Victoria, BC  V8T 4Z7 
Tel: 250-381-3032  Toll-free: 1-800-522-FILM  Fax: 250-388-7349 
Email:  vmps@vicfilm.com 
www.vicfilm.com 
  

mailto:interiorfilm@shaw.ca
http://www.jcvancouver.com/
mailto:info@pacificav.com
http://www.pacificav.com/
mailto:registrar@vfs.com
http://www.vfs.com/
mailto:vmps@vicfilm.com
http://www.vicfilm.com/
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Various organizations in the Lower Mainland also offer single courses, 
workshops and mentorship programs.  They include: 
 
Cineworks 
300 ï 1311 Howe Street 
Vancouver, BC  V6Z 2L7 
Tel: 604-685-3841  Fax: 604-685-9685   
Email: cineworks@radiant.net 
www.cineworks.ca 
 
Canadian Film and Television Producers Association 
BC Producers Branch 
250 ï 1140 Homer Street 
Vancouver, BC  V6B 2X6 
Tel: 604-682-8619  Fax: 604-682-9294 
Email: vancouvr@cftpa.ca 
www.cftpa.ca 
 
Praxis Centre for Screenwriters 
The Mews - #300, 12 Water St. 
Vancouver, BC  V6B 1A5 
Tel: 604-682-3100  Fax: 604-682-7909 
Email: praxis@sfu.ca 
www.praxisfilm.com 
 
Women in Film and Video Vancouver 
402 ï 225 W. 8th Ave. 
Vancouver, BC  V5Y 1N3 
Tel: 604-685-1152  Fax: 604-685-1124 
Email: info@womeninfilm.ca 
www.womeninfilm.ca 
  

mailto:cineworks@radiant.net
http://www.cineworks.ca/
mailto:vancouvr@cftpa.ca
http://www.cftpa.ca/
mailto:praxis@sfu.ca
http://www.praxisfilm.com/
mailto:info@womeninfilm.ca
http://www.womeninfilm.ca/
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Associations, Guilds, Organizations and Unions 
 
Academy Of Canadian Cinema & Television ï Western Division 
Unit 212 ï 2223 West Broadway 
Vancouver, BC  V6K 2E4 
Tel: 604-684-4528  Fax:  604-684-4574 
Email:  info@academy.ca 
www.academy.ca/western/ 
 
Association of Canadian Film Craftspeople (ACFC West), Local 2020 CEP 
108 ï 3993 Henning Drive 
Burnaby, BC  V5C 6P7 
Tel: 604-299-2232  Fax: 604-299-2243 
www.acfcwest.com 
 
British Columbia Film 
2225 West Broadway 
Vancouver, BC  V6K 2E4 
Tel: 604-736-7997  Fax: 604-736-7290 
Email: bcf@bcfilm.bc.ca 
www.bcfilm.bc.ca 
 
British Columbia Film Commission 
201 ï 865 Hornby Street 
Vancouver, BC  V6Z 2G3 
Tel: 604-620-2732 
www.bcfilmcommission.com 
 
Canadian Film & Television Production Association 
600 ï 736 Granville St. 
Vancouver, BC  V6Z 1G3 
Tel: 604-682-8619  Toll Free: 1-866-390-7639 
Fax: 604-684-9294 
Email: vancouver@cftpa.ca 
www.cftpa.ca 
 
Canadian Society of Cinematographers 
3007 Kingston Road, Suite 131 
Toronto, ON  M1M 1P1 
Executive Director and Awards:  Susan Saranchuk 
Tel: 416-266-0591  Fax: 416-266-3996 
Email: admin@csc.ca 
www.csc.ca 
 
 
 

mailto:info@academy.ca
http://www.academy.ca/western/
http://www.acfcwest.com/
mailto:bcf@bcfilm.bc.ca
http://www.bcfilm.bc.ca/
http://www.bcfilmcommission.com/
mailto:vancouver@cftpa.ca
http://www.cftpa.ca/
mailto:admin@csc.ca
http://www.csc.ca/
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Directorôs Guild of Canada (DGC), BC District Council 
1152 Mainland Street, Suite 430 
Vancouver, BC  V6B 4X2 
Tel: 604-688-2976  Fax: 604-688-2610 
Email: info@dgcbc.com 
www.dgcbc.com 
 
IATSE Local 891 Motion Picture Studio Production Technicians 
1640 Boundary Road 
Burnaby, BC  V5K 4V4 
Tel: 604-664-8910  Fax: 604-298-3456 
Email: info@iatse.com 
www.iatse.com 
 
National Film Board of Canada 
www.nfb.ca 
 
National Screen Institute ï Canada (NSI) 
Suite 400, 141 Bannatyne Ave. 
Winnipeg, MB  R3B 0R3 
Tel: 204-956-7800  Toll Free: 1-800-952-9307  Fax: 204-956-5811 
Email:  info@nsi-canada.ca 
www.nsi-canada.ca 
 
Telefilm Canada 
609 Granville St., Suite 410 
Vancouver, BC  V7Y 1G5 
Tel: 604-666-1566  Toll Free: 1-800-663-7771  Fax: 604-666-7754 
Email: info@telefilm.gc.ca 
www.telefilm.gc.ca 
 
Women in Television & Film Vancouver 
#462 ï 411 Dunsmuir St. 
Vancouver, BC  V6B 1X4 
Tel: 604-685-1152  Fax: 604-685-1124 
Email: info@womeninfilm.ca 
www.womeninfilm.ca 
 
Writers Guild of Canada 
366 Adelaide Street W, Suite 401 
Toronto, ON  M5V 1R9 
Tel:  416-979-7907   Toll Free: 1-800-567-9974 
  

mailto:info@dgcbc.com
http://www.dgcbc.com/
mailto:info@iatse.com
http://www.iatse.com/
http://www.nfb.ca/
mailto:info@nsi-canada.ca
http://www.nsi-canada.ca/
mailto:info@telefilm.gc.ca
http://www.telefilm.gc.ca/
mailto:info@womeninfilm.ca
http://www.womeninfilm.ca/
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Production Companies and Animation Studios 
 
This list is only a small sampling of production companies and animation studios.  A 
thorough search of the internet will result in a multitude of companies within the Lower 
Mainland. 
 
The Ace Film Company Inc. 
200 ï 247 Abbott St. 
Vancouver, BC  V6B 2K7 
Tel: 604-682-0001  Fax: 604-682-7346 
www.acefilms.com 
 
Bardel Entertainment Inc. 
548 Beatty Street 
Vancouver, BC  V6B 2L3 
Tel: 604-669-5589  Fax: 604-669-9079 
www.bardel.ca 
 
Dancing Line Productions 
505 ï 2310 West 2nd Avenue 
Vancouver, BC  V6K 1J1 
Tel: 604-724-4774 
www.dancinglineproductions.com 
 
Digital Alchemy Entertainment 
68 Water Street, Suite #403 
Vancouver, BC  
Tel: 604-484-0688 or 604-5085 
www.alchemyentertainment.com 
 
EA Games 
www.ea.com 
 
Nerd Corps Entertainment Inc. 
Vancouver Studio 
Level 3 ï 1256 East 6th Ave. 
Vancouver, BC  V5T 1E7 
Tel: 604-484-0266  Fax: 604-484-0267 
www.nerdcorps.com 
 
Rainmaker Entertainment 
Suite 500, 2025 West Broadway 
Vancouver, BC  V6J 1Z6 
Tel: 604-714-2600  Fax: 604-714-2641 
www.raimaker.com 

  

http://www.acefilms.com/
http://www.bardel.ca/
http://www.dancinglineproductions.com/
http://www.alchemyentertainment.com/
http://www.ea.com/
http://www.nerdcorps.com/
http://www.raimaker.com/
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Overview of the Gaming Industry 
 
 
 
 
 
 
 
 
 
 
Similar to the film and television industry, gaming in British Columbia, particularly in 
Vancouver, is a large industry.  However, due to the economic downturn in 2009, the 
gaming industry had taken setbacks and faced sizeable lay-offs.  By late August in 2009 
an estimated 800 people had lost their jobs in the gaming sector. 
 
Despite the doom and gloom being spouted about the current state of the industry, all is 
not lost.  The digital domain is far too diversified to completely disappear from British 
Columbia.  Also in 2009, a publication toted the latest in technology of comic books 
coming to mobile phones.  ñSean OôReilly, owner and CEO of Coquitlam-based 
publisher Arcana Comics, told the Straight in a phone interview that his company is 
creating digital comics for mobile devices.  Arcana is developing Creatures and 
Monsters, new series that will straddle the digital and print markets.ò www.straight.com ά5igital 

ŎƻƳƛŎǎ ŎƻƳŜ ŎŀƭƭƛƴƎ ƻƴ ƳƻōƛƭŜ ǇƘƻƴŜǎέΦ This is just one example of how the creative invention of digital 
media continues to grow. 
 
Furthermore, in an on-line article from straight.com in September 2009, there is a belief 
ñthat weôll see even more activity in Vancouverôs video-game sector as a result of the 
economic downturn.  Speaking from Humanature Studioéthat historically recessions 
have been the reason start-ups are founded.  The financial difficulties experienced by 
Radical Entertainment in the late ó90ôs, which included a stint in receivership, led to the 
creation of Barking Dog and Black Box.  Whenever there are layoffsépeople start new 
companies.  Those ventures that can secure financing and develop popular games will, 
in turn, grow.  When the next recession comes along, those companies will shrink and 
release some of their employees, some of whom will form new studios.ò  Vancouverôs video 

game family tree.  Straight.com 
 

The impulse to start something new, to storm into the industry with a strong creative 
vision, is one of the things that make the Vancouver development community unique 
within the worldwide gaming industry.  óThere is an entrepreneurial spirit that exists here 
in Vancouver that is very much a part of the way we operate our businessesô, said Kelly 
Zmak, president of Radical Entertainment.  Microsoftôs Don Mattrick, a founding father 
of the cityôs video-game cluster and now a senior vice president at Microsoft, believes 
that the way employees can move from one company to another while staying in 
Vancouver has helped the industry here flourish. Vancouverôs video game family tree.  Straight.com 

 

http://www.straight.com/
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In even further good news, a report recently released by the Ministry of Tourism, 

Culture, and the Arts on March 25, 2010 announced increased tax credits which have 

been extended to the gaming industry through the branch of digital animation and visual 

effects.  In it, the tax credit bonus has increased to 17.5% from 15%.  This increase has 

served to help prop the industry back up into a healthier position and reduce the number 

of gaming companies leaving British Columbia to provinces such as Ontario and 

Quebec. 
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Women in the Gaming Industry in British Columbia 
 
 
Generally speaking, gaming is a male-dominated industry, particularly males between 
the ages of 18 ï 35 years.  Gradually, women are becoming more involved, and in April 
2008, Brenda Bailey, a 42-year-old, Nanaimo-born chief operating officer and managing 
partner of Deep Fried Entertainment, cofounded Women in Games Vancouver, an 
organization that supports women who are entering or are already employed in the 
video-game industry.  Women in Games is working with other women-in-technology 
groups to develop a mentorship program and plans to hold three or four networking 
events a year.  Bailey is also set to cofound a new game-development studio which will 
be incorporated on October 31st.  It didnôt have a name at the time this article was 
written, but the studio will develop iPhone and BlackBerry games geared toward women 
over 40.  Geak Speak: Brenda Bailey, chief operating officer of Deep Fried Entertainment.  Straight.com 

 

Itôs of Baileyôs opinion that women are both underrepresented working in the industry 
and also actually playing the games.  Where there seems to be a growth of women is 
within the casual-games sector, and those women are mostly over 40.  The casual 
games sector appears to be growing, and companies are taking advantage of the 
increasing market.  Interestingly, while there are companies seeking to hire women, 
they are often not remaining with the company, and one reason may be because she is 
the only female out of 80 or so males within the corporation.  One way companies may 
attract and maintain female employees is to hire more than one woman to the staffðby 
hiring 3 women, for example, it creates enough of a change in the dynamic to offset the 
imbalance of men to women within the workspace.  Even more encouraging, women 
are increasingly acquiring senior executive positions within the industry.  Geak Speak: Brenda 

Bailey, chief operating officer of Deep Fried Entertainment.  Straight.com 
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Career Planning in the Gaming Industry in British Columbia 
 
While having a love of playing games is an advantage in this industry, you also need to 
have serious technical skills.  Post-secondary education is a must.  Preparing for a 
career in game development should start early.  Developers say high school and 
college students should get a well-rounded education.  Students should study math to 
hone their reasoning skills and study writing and liberal arts to nurture their creativity.  
Finding opportunities to work as a member of team is also beneficial.  After high school 
students need education and training specific to the game occupation they want to 
pursue as a career.  Most of these occupations require training in computer 
programming or the arts.  People who want to develop video games usually need some 
experience before they land their first job.  Many begin as hobbyists, making simple 
games themselves or with friends.  They learn how from reading books or websites.  
Participating in class projects or internships is also a good way to get experience.   
 
College internships are one of the best ways to start a career in video game 
development as it will help you confirm your interest in the industry and help you secure 
a permanent job when the time comes.  Game developers value experience, which is 
why many developers start out as interns.  You should start looking for opportunities at 
least 6 months before you want to work as an intern.  Game company websites, internet 
job boards, newspaper classified ads and career counseling offices are good places to 
find openings.  Another resource to access is your public library.  Look for books about 
programming, animation, and game design.  Some libraries also subscribe to industry 
magazines such as Game Developers Magazine or The Cursor.   Career counselors 
(including university career counselors) may be able to help you locate internship, 
volunteer, or job shadowing positions.   Also send resumes to companies who donôt 
have any advertised job postings as many smaller publishing houses donôt advertise job 
openings. 
 
When applying for jobs, candidates are expected to demonstrate their skills.  Artists and 
sound designers compose short demo reels of their best work to be sent with their 
resume to employers.  Most games are developed in small studios and then shipped to 
publishers, who advertise and distribute them.  Like the film industry, and any other 
industry, networking is essential.  Remember to have your demo reel or portfolio 
prepared and ready to hand out to potential employers.  You never know when a visit to 
a studio may produce a spontaneous interview. 
 
Something else to keep in mind, is that the gaming industry requires as much dedication 
and very long hours as the film industry.  They work evenings and weekends to meet 
deadlines and often work a minimum of 12 hour days.  Testersô work schedules are 
especially irregular, working nights and weekends.  Many work part-time or are hired to 
test only one game.  Small developing studios bring in teams for short periods of time.  
The larger publishing houses carry full-time staff.  Frequent job changes are another 
drawback.  Workers must be prepared to work for many companies throughout their 
careers. 
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The video game industry is highly competitive.  Entry-level sound designers have the 
most difficulty finding jobs because most designers are hired for only a short time during 
the later phases of development.  But some occupations are easier to enter.  Qualified 
programmers, especially those with 3D skills or artificial intelligence expertise, are in 
high demand.  Also in demand are artists with experience using the latest modeling and 
animation software.  They are most likely to find jobs.  Artists without as much 
experience working in 3D often start out in texture mapping jobs. www.gignews.com 

  

http://www.gignews.com/
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Types of Careers in the Gaming Industry in British Columbia 
 

Ty 
Job titles and duties of video game developers vary depending on the game genre and 
individual company.  As with most computer-related industries, as technology changes, 
it demands a frequent change of an individualôs role within each position of a company.  
However, generally speaking, each studio is comprised of four areas:  design, artistic, 
programming, and testing.  The design team writes the game concept, character 
interactions and gameplay elements.  The artistic team creates images and composes 
music and sound.  The programming team plans and codes software.  The testing team 
finds errors in the game before it is published.  www.gignews.com 

 
Game Designer:  They write the blueprint of the game.  They decide the mission, 
theme, and rules of play.  Most development teams have a lead game designer who is 
responsible for the overall concept and feel of the game.  Level designers work with 
artists and programmers to lay out smaller sections of the game.  Writer-designers write 
game text and dialogue.  Some also write hint books and manuals.  Communication is a 
designerôs greatest skill. www.gignews.com 
 
Artist:  During the concept stages of development, concept artists draw sketches and 
storyboards to illustrate and embellish the designerôs ideas.  Artists later create all the 
artwork the design concept calls for, including creatures, settings, vehicles and icons.  
All artists work under the direction of an artistic lead.  There are several types of artists, 
including character artist and animator, background artist or modeler, and texture 
artist.  Game artists need a visual imagination.   Game artists must also be able to 
apply basic math concepts, especially when working on 3D games. www.gignews.com 
 
Sound Designers:  Compose the music and sound in a game.  Sound designers work 
closely with the game designers.  Sound designers should be musically creative. 
www.gignews.com 
 
Programmers:  Game programmers are software engineers who plan and write video 
game software.  They turn ideas, art and music into a game that works.  There are 
several types of programmers, including Engine, Artificial Intelligence, Graphics, and 
Tool programmers.  Because they are translating ideas into numerical equations, 
programmers need strong math skills. www.gignews.com 
 
Testers:  Testers play games for a living.  They find errors in video game software 
before it is shipped to stores.  They play each part of a game, trying to ferret out graphic 
glitches, computer crashes, and other bugs.  Testers should be able to communicate 
clearly.  The bug reports that testers write must be concise and easy to understand.  
Some companies require applicants to submit a brief writing sample. Most importantly, 
testers have to be expert game players.  They need good dexterity and coordination.  
This is especially important when testing difficult levels.  Testing is impossible if you 
canôt keep your characters in the game.  The best testers have experience playing 
many kinds of video games.  Game publishers prefer testers with versatility. 

www.gignews.com 
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Education Institutions in BC That Offer Digital Gaming Programs 
 
 
BC Institute of Technololgy 
Digital Animation Program (Includes Gaming) 
3700 Willingdon Avenue 
Burnaby, BC  V5G 3H2 
Tel: 604-434-5734  Toll free: 1-866-434-1610 
www.bcit.ca 
 
The Centre for Arts & Technology ï Kelowna Campus   
Landmark Technology Centre III 
100 ï 1632 Dickson Avenue 
Kelowna, BC  V1Y 7T2 
Tel: 250-860-2787  Toll free:  1-866-860-2787 
www.digitalartschool.com/campuses/kelowna 
 
Vancouver Film School 
VFS Administration & Admissions Office 
2nd Floor ï 198 West Hastings Street 
Vancouver, BC  V6B 1H2 
Tel: 604-685-5808  Toll free: 1-800-661-4101  Fax: 604-685-5830 
  

http://www.bcit.ca/
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Production Companies and Animation/Gaming Studios 
 
 
The following list is a small sampling of production companies and animation studios.  A 
thorough search of the internet will result in a multitude of companies operating within 
the Lower Mainland.  One website to check out is www.candevs.ca. 
 
 
A.C.R.O.N.Y.M. Games 
Studio GM 
Suite 115, 4400 Dominion St. 
Burnaby, BC  V5G 4G3 
Email: info@acronymonline.com 
Tel: 604-732-3606 
Fax: 604-732-3611 
www.acronymonline.com 
 
Action Pants Inc. 
840 Cambie St., 2nd Floor 
Vancouver, BC  V6B 4J2 
Tel: 778-329-4800 
Email: info@actionpantsinc.com 
www.actionpantsinc.com 
 
Atomic Robot Games  
4th Floor, 322 Water St. 
Vancouver, BC  V6B 1B6 
Tel: 604-809-4851 
Email: info@atomicrobotgames.com 
www.atomicrobotgames.com 
 
Bardel Entertainment Inc.   
548 Beatty Street 
Vancouver, BC  V6B 2L3 
Tel: 604-669-5589  Fax: 604-669-9079 
www.bardel.ca 
 
Blue Castle Games 
300 ï 4401 Still Creek Dr. 
Burnaby, BC  V5C 6G9 
Email:  info@bluecastlegames.com 
www.bluecastlegames.com 

 
 
 
 

http://www.candevs.ca/
mailto:info@acronymonline.com
http://www.acronymonline.com/
mailto:info@actionpantsinc.com
http://www.actionpantsinc.com/
mailto:info@atomicrobotgames.com
http://www.atomicrobotgames.com/
http://www.bardel.ca/
mailto:info@bluecastlegames.com
http://www.bluecastlegames.com/
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Deep Fried Entertainment 
#400 ï 1062 Homer St. 
Vancouver, BC  V6B 2W9 
Email: info@deepfriedentertainment.com 
www.deepfriedentertainment.com 
 
Gekido Design Group Inc. 
201 ï 402 West Pender St. 
Vancouver, BC  V6B 1T6 
Tel: 604-872-6970 
Email: sales@gekidodesigns.com 
www.gdgi.com 
 
Gnosis Games 
Suite 400, 948 Homer St. 
Vancouver, BC  V6B 2W7 
Tel: 604-331-9596 
Email: info@gnosisgames.com 
www.gnosisgames.com 
 
 

mailto:info@deepfriedentertainment.com
http://www.deepfriedentertainment.com/
mailto:sales@gekidodesigns.com
http://www.gdgi.com/
mailto:info@gnosisgames.com
http://www.gnosisgames.com/

