New Media Cluster
in British Columbia

Investment & Partnership Opportunities

WHAT IS NEW MEDIA?
“New Media: The use of new and emerging
interactive digital technologies for the purposes of
informing, educating and entertaining.”
-New Media British Columbia
“New Media are new technologies for representation
and communication based on the paradigm of
computation – reducing things to their logical
“equivalents,” enabling information to be easily
transmitted, compared, and transformed.”
-Center for New Media, UC Berkeley
The Canadian Radio-Television and
Telecommunications Commission (CRTC) deﬁnes new
media as “encompassing, singly or in combination,
and whether interactive or not, services and
products that make use of video, audio, graphics
and alpha-numeric text, and involving, along with
other more traditional means of distribution, digital
delivery over networks interconnected on a local or
global scale”
(http://www.crtc.gc.ca/archive/eng/Notices/1998/
PT98-20.htm)
“The key feature distinguishing a new media
ﬁrm from one that is merely using new media
technologies as part of its business is the extent to
which the ﬁrm can be said to be innovating in both
of the two deﬁning aspects of new media, namely
“content” and “computation.” Without the presence
of both of these elements, the potential for new
media does not exist.“ From Cluster or Whirlwind?
The New Media Industry in Vancouver”,
-R. Smith, J. McCarthy & M. Petrusevich, CPROST
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Overview
British Columbia’s New Media cluster is
acknowledged as a leader among Canadian New
Media clusters. It has enjoyed vibrant growth
and generates over $1 billion in revenues. It is
home to global players such as Vivendi Universal
Games, Electronic Arts and Nokia which recognize
BC’s exceptional talent for creative content and
product development. This skilled labour force,
a strong innovation and support network of
industry associations and government incentives,
and a strategic location as a gateway to the
US, Asia Paciﬁc and other world markets are key
elements of a BC cluster that offers exciting
investment and partnership opportunities.
• 1The New Media cluster in British Columbia
(BC) beneﬁts from being part of a $1.4 billion
ﬁlm and television production region which is
the third-largest in North America. Companies
in this cluster have global competence in
digital animation, visual effects and postproduction services.

• With nearly 800 companies, it is estimated
that B.C.’s New Media industry provides
full-time employment to approximately
14,000 people.
• The cluster is largely concentrated in the
Lower Mainland around Vancouver but
satellite clusters are emerging on Vancouver
Island and in the Thompson/ Okanagan and
Kootenay regions of BC.

Content Development:
Core of BC’s New Media Cluster
• Content: Based on the NMBC survey data,
over 80% of BC’s New Media companies
are estimated to operate in the content
sector, producing digital content for: games,
animation, e-learning, web development &
design, e-commerce, visual effects/postproduction, internet marketing, digital
content publishing and streaming media.

• Other competencies include games,
e-commerce applications and e-learning.
• Primary market segments targeted by
B.C.’s New Media companies are: business,
education and entertainment. Secondary
market segments include: government,
consumer, training, healthcare and ﬁnance.
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This footer refers to all bullets in this section. Most industry
data comes from New Media BC, in particular the New Media in
BC Industry Survey 2003 (NMBC Survey hereafter). New Media
BC is one of the most active provincial industry associations for
New Media. It has led the collection of data and metrics on this
cluster.
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• Enabler: Over 40% of companies provide
tools and resources enabling digital content
development (internet applications,
software development, digital compression
technologies, security software, e-commerce
applications and consulting).
• Delivery: Around 20% of companies are
involved in delivering “pipelines” for digital
content (web hosting, internet or other
telecommunication services).
• Most New Media companies operate in more
than one of the above areas.
• Since British Columbia is home to a strong
and dynamic wireless cluster (proﬁled in a
separate brochure), BC’s New Media cluster
has a key competence in the development of
mobile applications. A 2005 British Columbia
Mobile Industry Map and an accompanying
Mobile Content Industry Directory2 highlight
nearly 200 companies in BC’s mobile industry,
40 of which develop and/or publish content
for mobile applications.

BC’s New Media Cluster:
Strong and Vibrant
HIGHLY EDUCATED WORKFORCE: 76% of
respondents report an average education of
undergraduate level or higher.
SERVING GLOBAL MARKETS: Over 75% of
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companies currently export products and/
or services. The United States is the most

important geographical export market; the
United Kingdom ranks a distant third. 30% of
exporting companies generate over 50% of their
income from exports.
WELL-ESTABLISHED: BC’s New Media is anchored

by established mid-sized companies like Radical
Entertainment, Mainframe Entertainment, Blast
Radius and Rainmaker. Over a third of survey
respondents were over 10 years old.
4 PRIMARY SUB-CLUSTERS:3 Games, Animation,
E-Learning & Web Services are the four primary
sub-clusters. The last includes a combination of
services such as those for e-commerce, internet
marketing, internet transaction technology, and
transport technologies.

BC—A Game Development Hotbed
A new 2005 study which maps Canada’s Video
Game Industry conﬁrms BC’s position as the
largest hub of the video game industry in
Canada. Of the 300 companies identiﬁed in
Canada, BC is home to over 130 companies
(approximately 44%). The game industry is
strongly supported by educational institutions,
retailers, and professional services which play an
important role in the value chain of the game
industry. Over 2,400 employees are estimated to
be working in the game industry in BC.4
• Boasting an extensive network of established
game companies, experienced game veterans,
and a skilled entry-level workforce, Vancouver
is one of the top gaming centres in North
America.

• A strong sub-cluster of game developers
includes boutique software developer and
innovative mobile games companies.
• A signiﬁcant number of game developers work
on multiple platforms. Hardware companies are
few but are well established in international
markets including world players such as Nokia.
• Mobile software developers generate both
titles and software.
• Most game companies are privately held
though publicly held game companies,
including Electronic Arts Canada, Relic
Entertainment (THQ Inc.), and Nokia Canada,
account for a majority of the revenue in the
game industry in BC.
• The market reach of local game companies is
facilitated by the presence of multinational
companies such as Nintendo Canada which has
its Canadian headquarters in BC and Buena
Vista Games (The Walt Disney Company) which
recently opened a development studio in
Vancouver to capitalize on BC’s expertise.
• Special opportunities for BC ﬁrms include:
access to the Mainland Chinese market, game
engines and localization.

2

The Map and Directory are produced by New Media BC for the Mobile
MUSE project and in collaboration with the Wireless Innovation Network
of BC (WINBC).
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From Cluster or Whirlwind? The New Media Industry in Vancouver”, R.
Smith, J. McCarthy & M. Petrusevich, CPROST.
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Games Study Report May 2004, NRC-IRAP and New Media BC.

Animation
• Film and television are key drivers of British
Columbia’s content industries. In 2003, ﬁlm
and television contributed $1.4 billion in
production expenditure to the provincial
economy.5 As the third-largest ﬁlm and
television production centre in North America,
the Vancouver area offers a strong competence
in digital animation, visual effects, and postproduction services.

BC : A National Hotspot for
E-Learning
• With over 70 companies and a track record
of successful companies such as WebCT and
Bridges.com, BC has established itself as a
national hotspot for e-learning. The growth
of this strong e-learning community has been
enabled by: the presence of related technology
competence in wireless, gaming and software
as well as heavy government investment in the
e-learning infrastructure: ensuring broadband
internet access in schools and libraries.
British Columbia is the province boasting the
highest percentage of internet connectivity
by households according to a 2003 survey
by Statistics Canada. Vancouver’s e-learning
companies proﬁt from being part of Vancouver’s
growing education and training services sector.
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Dating back to the early eighties, BC’s New Media
cluster has now come full circle. Distinctive
Software, one of the pioneering companies
was acquired by Electronic Arts in 1991. Over
time, employees from these companies chose
to start their own companies such as Radical
Entertainment and Relic Entertainment. These
companies also spun off other companies such as
Barking Dog Studios and Black Box Games—the
latter since acquired by Electronic Arts.
BC’s New Media cluster is part of a national
Canadian multimedia industry that numbers
over 2,300 ﬁrms. With over $3 billion in annual
revenues, the Canadian interactive digital
delivery marketplace enjoys a 20% annual growth
rate.6 This can be attributed in part to a national
broadband infrastructure which is one of the best
developed in the world: Canada has achieved
the highest overall broadband penetration of the
Group of Seven (G-7) industrialized countries.
Broadband deployment continues to advance
under active government encouragement: 85% of
Canadians live in communities served by highspeed Internet. Canada ranks ﬁrst among the
G-7 in terms of wireless communications costs
and among leaders in terms of internet access
charges.

Innovation Network: Educational
Training Institutions & Research
Infrastructure
BC is home to a large number of private and
public educational institutions that provide
trained talent to the New Media cluster. This
brochure proﬁles just a few of these institutions
and some of the supporting infrastructure.
Art Institutes of Vancouver & Burnaby: The
Art Institutes offer a broad range of programs
including Animation Art & Design, Digital Media
Production, Game Art & Design, Visual Effects &
Motion Graphics. http://aivan.artinstitutes.edu
BCNET: provides higher learning institutions,
research facilities and health organizations in
the province of British Columbia with access
to the provincial high-speed research network.
Through its Optical Regional Advanced Network
(ORAN) Services, BCNET provides access to
CA*net4 (Canada’s national research and
innovation network) and other global research
and education networks. www.bc.net
5

British Columbia Film, Activity Report 2003/04.
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Interactive Digital Delivery Marketplace An Overview of Canada’s
Multimedia Broadcasting Capabilities, National Research Council, 2005.
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British Columbia Institute of Technology:
Programs in digital animation, web technologies
and New Media design. www.bcit.ca
Center for Arts & Technology (Kelowna):
An impressive list of programs includes digital
media, recording arts, animation, digital ﬁlm,
acting, visual effects and game development.
www.digitalartschool.com
College of Interactive Arts:
Offers programs in game art, character
animation and game production.
www.gamercollege.com
Computer Master Institute of Technology:
Located in Victoria, BC, Canada, CMIT offers
diploma programs in e-Commerce, Computer
Animation, Interactive Media, Web Programming
and Games. www.computermaster.com
Emily Carr Institute of Art and Design:
Offers degree programs in Media Arts with major
such as Animation and Integrated Media.
www.eciad.ca
Great Northern Way Campus (GNWC):
The GNWC is a uniquely collaborative
educational institution emerging in the heart
of Vancouver. The Campus is a joint venture by
four of BC’s premier post-secondary education
institutions: BCIT, Emily Carr, SFU and UBC.
Initial academic programming and research are
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planned in the areas of Urban Sustainability and
Transforming Arts and Culture. www.gnwc.ca
Simon Fraser University (SFU):
SFU has been home to many spinoffs in the
New Media cluster, including TELEStraininglobal
Inc., Air Games Wireless, Credo Interactive and
Virtual Learning Environments Inc. (acquired by
eLearning Solutions Inc.)
University of British Columbia (UBC):
UBC hosts two main New Media facilities:
• Media and Graphics Interdisciplinary Centre
(MAGIC): Working at the emerging frontier of
computer graphics and animation, humancomputer interaction, and multimedia, the
Centre has collaborated in projects involving
biomedical imaging, scientiﬁc and engineering
visualization, and Internet art therapy.
• Multimedia Ethnographic Research Lab
(MERLin): An R&D lab within the Faculty of
Education which develops theories and tools
for conducting ethnographic inquiry using
digital video technologies.
Vancouver Film School: Comprehensive training
in all areas related to media and entertainment
production. In 1991, VFS offered the world’s ﬁrst
integrated 3D animation production program,
and three years later opened the world’s ﬁrst
fully dedicated production training centre for

New Media. Comprehensive training in all areas
related to media and entertainment production.
www.vfs.com
Vancouver Institute of Media Arts: A
specialized “media arts school” with a
curriculum developed and approved by industry
professionals offering programs in 2D Animation,
3D Animation, Game Art & Design, Visual
Effects, and Digital Film Production.
www.vanarts.com
WestGrid: Provides high performance
computing, networking, and collaboration tools
to seven institutions in western Canada.
www.westgrid.ca

British Columbia’s New Media Cluster:

Investment & Partnership Opportunities
British Columbia provides unique
opportunities for entrepreneurs, technology
providers or investors who want to serve
the gaming, post-production/visual effects
animation, e-learning or e-commerce
sectors from this strategic location. Utilize
British Columbia’s cost advantages and
commercialization incentives to become
a member of this dynamic cluster. We
invite you to join the leading international
players which recognize the partnership and
investment potential of British Columbia’s
New Media cluster.

New Media cluster include patented inventions,
trademarks and industrial designs.

Partnership Opportunities with BC
BC’s New Media cluster welcomes investment and
partnerships from world-class companies. Many
events are held in BC throughout the year to
showcase the potential and the accomplishments
of this cluster. These events include VIDFEST, an
opportunity for creators and producers of digital
content from around the world to meet peers
and develop new partnerships. The Vancouver
International Digital Festival is presented by
New Media BC.

Intellectual Property Creation: A BC
Showcase of Technology and Content
It is estimated that over 80% of BC’s New
Media companies produce some sort of
intellectual property. Copyrighted materials
(including artwork, photographs, software etc.)
and products account for the majority of the
intellectual property produced. Other forms of
intellectual property created by ﬁrms in BC’s

New Media Cluster in British Columbia
Investment & Partnership Opportunities
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Recruiting & Retaining Skilled
Talent
Amsterdam

Vancouver
Beijing
Shanghai

Tokyo
Taipei
Hong Kong
Manila

London
Frankfurt

Mexico
City

The BC lifestyle and high quality of life play an
important role in enabling companies to recruit
and retain skilled world-class talent from Canada
and around the globe.
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Commercialization Incentives
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New Media companies located in British
Columbia can take advantage of numerous
commercialization incentives.
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British Columbia: Leverage the
Cost Advantage!
Not only is Canada the most costcompetitive country for overall business
costs among the countries in the graph
above, BC cities offer some special
advantages as the lowest cost jurisdictions
in the Paciﬁc region of North America for
software design and multimedia operations.
BC’s Business Cost Advantage for Web & Multimedia
Software Operations (Content Development)
Rank in North
America
(index of 60 cities)

Rank in World
(index of 98 cities)

Kelowna

5

8

Vancouver

16

21

City

Source: KMPG: The CEO’s Guide to International Business
Costs, G7-2004 Edition
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innovation assistance program for small and
medium-sized Canadian enterprises (SMEs). In
addition to Technology Expertise and Advisory
Services, IRAP offers three types of ﬁnancial
assistance for R&D activities.
Scientiﬁc Research & Experimental Development
(SR&ED): Innovative technology development

companies can beneﬁt from one of the world’s
most generous tax credit programs that has both
federal and provincial credits. The federal SR&ED
program is a tax incentive program to encourage
research and development activity in Canada by
Canadian businesses. There are two components
of the incentive, expenses written off to reduce
income and Investment Tax Credits (ITC’s).
In addition, BC offers a provincial SR&ED Tax
Credit Program that provides a 10% tax credit to
qualifying corporations that carry on SR&ED in
British Columbia before September 1, 2009.
New Media Tax Credits: The government of British
Columbia has dedicated $5 million of tax credits
under programs for venture capital investment
in small businesses developing interactive
digital media products.
www.equitycapital.gov.bc.ca

Film Television & Animation Production: British
Columbia offers two tax credit programs:7

1. Film Incentive BC (FIBC) program for
domestic productions that are BC owned
and controlled and have qualifying levels of
Canadian content.
2. Production Services tax Credit (PSTC), open
to both domestic and foreign producers, with
no Canadian content requirements.
The British Columbia Production Services
Tax Credit (PSTC) encourages ﬁlm, television
and animation production in BC and can
be accessed by a broad range of foreign
productions. There are three components:
1. The basic PSTC tax credit is 18% of
accredited qualiﬁed BC labour expenditures
effective January 1, 2005.
2. The new REGIONAL tax credit is 6% of
accredited qualiﬁed BC labour expenditures.
3. The new DIGITAL ANIMATION or VISUAL
EFFECTS tax credit is 15% of accredited
qualiﬁed BC labour expenditures.
Canadian Federal Tax Credit: The Canadian
Federal Government’s Film or Video Production
Services Tax Credit (PSTC) is primarily for
foreign production and has been increased to
16% of Canadian labour costs from 11%.

7

Source: The BC Film Commission: A branch of the provincial
government, the British Columbia Film Commission is a portal
to ﬁlm production in BC.
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This brochure proﬁles just a few of the leading ﬁrms that are leveraging BC’s knowledge
base and strategic location to develop their technology and content from BC. We invite your
ﬁrm to use the skilled creative talent here to maximize your growth potential in the global
marketplace.

Air Games Wireless Inc.

Blast Radius Inc.

www.airg.com

http://blastradius.com

Content/Enabling Software: Game Development/
Publishing

Content/Enabling Software: E-Commerce

Founded in 2000, this Simon Fraser University
spin-off designs, develops, and publishes
mobile games and entertainment applications
including: wireless games, messaging
applications, entertainment services, billing
software, provisioning infrastructure, mobile
product promotions and competitions. AirGames’
catalogue of over 500 mobile entertainment
products and services for WAP, SMS, JAVA, MMS,
custom embedded and BREW technologies is
targeted at mobile operators, handset makers,
and media companies. Since its inception,
AirGames’ customer base has grown to include
over 80 mobile operators in over 35 countries.
AirGame customers collectively serve over 90%
of mobile subscribers in the United States,
over 65% in Europe, and over 70% in Asia and
Australia.
New Media Cluster in British Columbia
Investment & Partnership Opportunities
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BC Leaders in the New Media Cluster

Started in 1996 by graduates of the Vancouver
Film School’s Multimedia program, Blast Radius
continues to be a privately owned company
that now has 300 employees. Blast Radius
facilitates marketing, sales and customer
service automation by working with global
companies and tailoring its growing library of
pre-built software components and services
to a company’s unique requirements. In 2004
Blast Radius extended its authoring capability
by acquiring the XMetaL division of Corel Corp.
XMetaL is a leading XML (Extensible Markup
Language) authoring product. Blast Radius’
revenues have grown on average, by 400%
annually since inception, a growth it has
realized without the help of outside investors.
Company founders attribute their success to
their initial strategy of specializing in three
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vertical markets: sports, consumer electronics,
and media and entertainment. Blast Radius’
clients include: A&E Television Networks, AOL,
Casio, Heineken, Nike, Nintendo, Philips and
Sony.
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Bridges Transitions Inc. (TSX: BIT)
www.bridges.com
Content/Enabling Software: E-Learning
Based in Kelowna in BC’s Okanagan region,
Bridges is a leading provider of career and
education planning products and services. Over
13,000 schools and agencies throughout the U.S.
and Canada use Bridges’ resources. The company’s
primary target market is the middle and high
school market in the U.S. and Canada, where
thousands of schools use Bridges’ online and CDbased products to prepare students for successful
transitions to education and work beyond high
school. Bridges’ products are generally sold as
a one-year online or CD-ROM subscription to
schools, school districts and, on occasion, to
entire states and provinces. Bridges’ Choices
software, introduced in the 1970s, was among
the world’s ﬁrst electronic career development
tools and continues to lead the way for career
information delivery systems. A new product
offering for Bridges is the line of test preparation
products re-launched under Bridges’ testGEAR™
brand.

Chalk Media Service Corporation
(TSX-V: CKM)
www.chalk.com

Condition30 Inc.
www.condition30.com
Content/Enabling Software: Other

Content/Enabling Software: E-learning
Chalk Media produces strategic online training
& marketing solutions and network television
& in-ﬂight entertainment programming. The
company’s television shows, ranging from Dave
Chalk Computer Show to Dave Chalk Connected,
have won many awards and accolades and
have built a highly recognizable brand name.
Leveraging this brand has allowed the company
to build relationships with a blue-chip customer
base and provide them with custom online
training and marketing solutions.
Chalk Media’s custom solutions help industryleading companies communicate target
messages more effectively with their customers,
distribution partners and employees. The
company is client focused and produces
innovative, quality solutions that exceed the
client’s needs. The expert team of designers,
developers, analysts, project managers and
content strategists work with clients to
efﬁciently develop creative, compelling solutions
that provide superior communication to any
audience.
With ofﬁces in Vancouver, British Columbia and
Toronto, Ontario, Chalk Media works with global
organizations such as Samsung, Intrawest,
Business Objects, TELUS, RBC Financial, HSBC,
Future Shop, Terasen, Verizon, Sony, Bell Canada,
Thomson Carswell and Microsoft.

Condition30 has developed a novel and
proprietary application to automate rich content
creation. Its principal product, ZensStrings, is a
music-generation engine that composes music
and audio in real-time without taxing memory
or processing power. Condition30 was a top
ten ﬁnalist in the 2003 Telus New Ventures BC
competition. ZenStrings composes music that
evolves in a thematic way, naturally providing
an audio context for entertainment products
such as video games, visual effects or interactive
content. Condition30’s business model has
three revenue streams: download fees from
the ZenStrings music library; commissioning of
original ZenStrings compositions; and sales of
the ZenStrings music engine.

Electronic Arts Canada
(Electronic Arts Inc. NASDAQ: ERTS)
http://eacanada.ea.com
Content/Enabling Software: Game Development/
Publishing
An anchor tenant in BC’s New Media cluster,
Electronic Arts Canada (EAC) was established
with the acquisition of Vancouver-based
Distinctive Software in 1991. A part of Electronic
Arts (EA) Inc., EAC now employs over 1,300
people at its studios in Burnaby and downtown
Vancouver. EAC is the world’s largest development

Etrafﬁc Solutions Inc.
www.etrafﬁcsolutions.com
Content/Enabling Software: E-learning
Etrafﬁc is an international provider of Internetbased elearning applications specializing in
online staff development training, online
second language training and Peer-to-Peer
platform software development. Its Elearning
suite of programs includes language learning
tools, peer-to-peer applications for information
sharing, online tools for analyzing standardized
test scores and searchable databases for
school administrators that can be customized.
Etrafﬁc combines the strengths of instructional
designers, graphic artists and programmers,

New Media Cluster in British Columbia
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to offer services in six functional categories:
access, administration, communication, learning,
teaching and planning. With a large portion of
its market comprised of school districts, schools,
universities and education ministries in the
United States, the company is the 2004 winner
of the BC Exporter of the Year Award for the
professional and services sector category.

IDELIX Software Inc.
www.idelix.com
Content/Enabling Software: Visual Effects
Software
IDELIX’ leading 2D/3D graphics technology is
a patented geometry engine, Pliable Display
Technology (PDT), which can be integrated
with partner or client applications for efﬁcient
data visualization, creation, manipulation, or
extraction. PDT’s competitive advantage lies
in its ability to view and edit high-resolution
detail within the context of the entire lowresolution image, without having to zoom in
and lose part of the image context. The PDT lens
moves across the display screen as a geometric
transform, giving the visual impression that the
display surface is “pliable” or elastic. Desired
levels of magniﬁcation and detail appear within
the focal region of the lens, while the lens
shoulder provides continuous visual connection
to the base image, providing detail-in-context
viewing with no information hidden from view.
Established in 1996 by Dr. David Baar as a

result of his interests in software for numerical
modeling and image processing, the company has
grown to 22 employees.
Having completed the development of a highly
modular Applications Programming Interface
(API) and container applications to enabling
the easy integration of PDT capabilities with
imaging applications and systems, IDELIX seeks
partners with leading software OEMs and systems
integrators worldwide. Current IDELIX partners
include Boeing Autometric and Natural Resources
Canada.

Lions Gate Learning Alliance
www.lionsgatelearning.com
Content/Enabling Software: E-learning

PROFILE OF BC’S NEW MEDIA CLUSTER

studio for interactive entertainment and its
Burnaby location is the headquarters for
EA’s development studios. Of EA’s US$2.96
billion ﬁscal 2004 revenue, EAC accounts for
approximately one-third. EA develops, publishes
and distributes interactive software worldwide
for video game systems, personal computers and
the Internet. Technology breakthroughs such as
faster processors and improved screen resolution
have meant that handheld platforms are a major
opportunity for the company. In ﬁscal 2004,
44% of the company’s worldwide net revenue
was attributed to PlayStation 2. Leveraging the
full margin proﬁtability of intellectual property
developed within the company is an ongoing
initiative at EA that is seen as key to its longterm ﬁnancial performance.

A marketing consortium the Lions Gate Learning
Alliance is a partnership between eLearning BC
and Leading Edge British Columbia to combine
the talents and skills of 10 British Columbia
companies to compete more effectively in
world markets. The Alliance includes small and
medium-sized companies, as well as Simon Fraser
University and Open School of British Columbia.
Lions Gate Learning Alliance is developing a
product and service package built from their
collective expertise and assets that will offer
compelling end-to-end solutions for clients in
Canada, the US and foreign markets.
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Mainframe Entertainment Inc.
(TSX:MFE)

PROFILE OF BC’S NEW MEDIA CLUSTER

www.mainframe.ca
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Content/Enabling Software: Animation/Digital
Film
Mainframe is an industry leader in computer
generated (CG) animation for television and
direct-to-video/DVD family entertainment.
Mainframe’s CG animation expertise is also being
used in the production of theatrical feature ﬁlms,
interactive games and commercials. Established
in 1993, Mainframe continues to grow its library
of proprietary productions, and has received
many prestigious awards for its work on such
international brands as “Barbie”, “Hot Wheels”,
“Spider-Man”, “Casper” and “Popeye”. It is
recognized as a CG animation pioneer having
developed the groundbreaking internationally
distributed television series “ReBoot”. Mainframe
clients include Sony, Mattel, Lions Gate Home
Entertainment, Electronic Arts (Canada) and
MTV. Mainframe’s majority shareholder, IDT
Corporation, is a NYSE-listed multinational
telecommunications and entertainment company.
The company now has over 250 employees.
Direct to Video/DVD accounts for the majority
of Mainframe’s revenue, followed by television.
Having seen a signiﬁcant growth in electronic
gaming revenue, Mainframe is positioning itself
as a CGI studio partner to provide animation
services in return for proﬁt participation and
co-ownership of electronic games.

Mobile MUSE (Media-rich Urban Shared
Experience) is a collaborative, industry-focused
research project based in Vancouver. Mobile
MUSE, the ﬁrst project of its kind in Canada, is
moving forward to meet the growing demands
worldwide for wireless applications that offer
users of cell phones and PDA’s more than voice
communications and text messaging. The Mobile
MUSE prototypes are testing personalized,
interactive services for a new generation of
mobile devices.

of its total personnel. With R&D centers in 11
countries, its R&D expenses totaled EUR 3.76
billion, or 12.8% of net sales. Nokia’s N-Gage
Design Studio in BC develops over half of the 50strong portfolio of titles for global distribution
for N-Gage, its mobile platform which enables
3D multiplayer gameplay over Bluetooth wireless
technology and GPRS. The BC ofﬁce is also
responsible for providing the localized user
guides, marketing materials and packaging for
each title and has managed the development
of top selling N-Gage games. Nokia is a broadly
held company with listings on major exchanges
in Europe and North America.

Nokia Canada (NYSE: NOK)

QDesign Corporation

Mobile Muse
www.mobilemuse.ca

www.nokia.ca
Content/Enabling Software: Game Development/
Publishing; Delivery: New Media Hardware
With a reputation as one of the most innovative
global wireless companies, Nokia’s product
creation and business development centres
in Richmond and Burnaby are responsible for
designing next-generation wireless devices and
services and are its only mobile terminal R&D
facilities in Canada. Nokia has development in 3
major areas in BC: mobile multimedia terminals,
Symbian CDMA platform development, and
games publishing. A leading player in the mobile
communications and interactive entertainment
market, Nokia’s track record is based on an
intensive R&D focus. In 2003, it had over 19,000
R&D employees, representing approximately 39%

(Digital Theater Systems, Inc., NASDAQ: DTSI)
www.dtsonline.com
Content/Enabling Software: Streaming Media
Acquired in 2004 by Digital Theater Systems
Inc. QDesign (now formally DTS Canada ULC)
has consistently demonstrated technologically
innovative audio compression solutions
for digital music, New Media, and Internet
streaming. Following the release of the world’s
ﬁrst real-time MP2 audio compression software
in 1996 QDesign has successfully introduced its
own MP3 and QDesign Music Codec technologies
followed most recently by QDX, the industry’s
ﬁrst secure, dynamically scalable digital music
platform solution. Based in Vancouver and
already integrated into DTS’ ongoing activities,
the DTS Canada ULC team will focus exclusively

PhoeniX Technologies Inc.
www.ptiphoenix.com
Delivery: New Media Hardware
Founded in 1996 with the vision of creating a
superior motion-tracking device for delivery of
real-time 3D motion data, PhoeniX developed
Visualeyez™, a wide-angle, high speed and
high-resolution active-optical 3D motion
tracking system. One of the leading players
in the motion capture market, Visualeyez™
systems are powerful enough for real-time
3D content creation in various entertainment
applications, yet sophisticated and accurate
enough for scientiﬁc motion research. With
its advanced active LED tracking technology,
Visualeyez™ is able to track each individual
LED marker ID simultaneously and each
marker is distinguishable from all others at
all times. Combining these two features gives
users instantaneous, high quality motion

New Media Cluster in British Columbia
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feedback. PhoeniX entertainment target markets
include: ﬁlm and TV special effects, computer
graphic animation, computer and video games
development, virtual reality simulations and
camera tracking. Scientiﬁc research applications
include: movement analysis, computer-aided
surgery, bio-mechanical research, physiotherapy,
industrial measurement and control, and reverse
engineering. The company’s customers include
one of Japan’s largest game developers, Koei Co.
Ltd. and Radical Entertainment. The technology
within Visualeyez™ systems is patented in
Canada, the US, Canada, Japan, and Taiwan with
other patents pending in several countries.

Propaganda Games

game developers who were instrumental in
creating the NBA Street and Def Jam franchises
for Electronic Arts. Propaganda Games has
already assembled a high-caliber group of more
than 30 talented, veteran game developers and
is continuing to grow and establish their core
team. BVG is the interactive entertainment arm
of The Walt Disney Company (NYSE:DIS). The
division self-publishes and licenses a broad
portfolio of videogames for multiple platforms
worldwide based on the wide range of intellectual
properties within The Walt Disney Company
and its subsidiaries, including feature ﬁlm,
television and publishing as well as new, original
intellectual properties.

(Buena Vista Games, Inc., The Walt Disney
Company, NYSE:DIS)

Radical Entertainment Inc. (Vivendi
Universal Games Paris Bourse: EX FP, NYSE: V)

www.buenavistagames.com

www.radical.ca

Content/Enabling Software: Game Development/
Publishing

Content/Enabling Software: Game Development/
Publishing

Buena Vista Games Inc.’s (BVG) new development
studio in Vancouver, Canada, Propaganda Games,
aims to use BC’s skilled talent base to strengthen
its internal game development capabilities and
further its goals of becoming a top tier publisher
of handheld and console games. The studio’s
charge is to create innovative action/adventure
games for the major video game consoles
including upcoming next-generation platforms.
The studio will focus on developing original
intellectual property, as well as key BVG-owned
and licensed content for the older core gamer
consumer. The studio founders are expert video

Established in 1991, Radical is one of North
America’s largest developers of interactive
entertainment with over 200 development
professionals. It is best known for developing
critically acclaimed and commercially successful
releases such as The Simpsons: Hit & Run, The
Hulk and The Simpsons Road Rage. Maintaining
an in-house R&D team run by industry leaders
in 3D graphics and real time technology,
Radical’s specialty areas include Pure3D® (a
multi-genre, multi-platform game engine), a
unique game development process, hierarchical
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on product development, IP creation and R&D,
bringing to DTS its experience and intellectual
property relating to entertainment delivery
in lower-bit rate, bandwidth-constrained
environments such as wireless audio, portable
devices and the Internet.
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spline technology, real-time physics/animation
hybrid simulation, next-generation console
experience, handheld and wireless experience,
character creation, story and game design,
computer-human interaction and usability.
Radical was named winner of the New Media
and Entertainment Category in the 2003 BC
Export Awards. Vivendi Universal Games (www.
vugames.com) is a global developer, publisher
and distributor of multi-platform interactive
entertainment. The company is a leader in the
subscription-based massively multi-player online
(MMO) games category, and also holds leading
positions in the PC, console and handheld games
markets.

Rainmaker L.P. (TSX:RNK.UN)
www.rainmaker.com
Content/Enabling Software: Animation/Digital
Film; Visual Effects/Post-Production
Headquartered in Vancouver and founded in
1979, Rainmaker is one of North America’s
leading ﬁlm and television post-production
and companies, offering a complete range of
post production services for ﬁlm, television
and New Media including ﬁlm processing,
digital video post production, and digital visual
effects. Rainmaker has grown to serve a global
client base with a staff of over 150 employees.
Its digital post production facilities claim to
be among the most advanced and extensive
in Western Canada. They include 6 telecine
suites—including Canada’s only C-Reality
telecines, 3 online edit suites, NTSC, PAL & HDTV
capabilities, in-house dubbing, DVD-burning and
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electronic distribution services. The company is
the winner of a 2002 Leo Award and has many
Emmy nominations to its credit.

Relic Entertainment Inc.

Recombo Inc.

Content/Enabling Software: Game Development/
Publishing

www.recombo.com
Content/Enabling Software: Application Developer
Recombo is a leading Content Integration (CI)
technology company whose CI solutions unlock
the value of information by a process that
1) Labels, 2) Assembles, 3) Packages, and 4)
Delivers content to improve the performance
of the enterprise. Developing technologies to
deepen and simplify content integration, some
Recombo technologies are used in products
while others are used for client or partner
solutions. Recombo uses the Shareable Content
Object Reference Model (SCORM) extensively and
is developing products to make the application
of SCORM easier: a SCORM Content Management
System which is an XML Database conﬁgured for
SCORM; the Manifest Editor, a desktop system
for building, editing and managing SCORM
packages. Ongoing research includes the use
of meta-data to better describe content in
personalized learning, knowledge management
and performance systems. Recombo is based in
Vancouver and has customers in the US, Asia and
Europe.

(THQ Inc. NASDAQ:THQI)
www.relic.com

A leading developer of electronic entertainment
software, Relic’s products combine compelling
interactive storytelling and award-winning 3-D
Real-Time Strategy (RTS) gameplay based on
a proprietary engine. Founded in 1997, Relic’s
ﬁrst title, “Homeworld” (1999) was received to
widespread acclaim, garnering several “Game of
the Year” and “Strategy Game of the Year” awards
from major industry publications including PC
Gamer and Computer Gaming World. In April
2004, Relic was acquired by
THQ Inc., a global developer and publisher of
interactive entertainment software for a variety
of hardware platforms including PC CD-ROM,
wireless devices, and those manufactured by
Sony Computer Entertainment America Inc.,
Nintendo and Microsoft. The acquisition has been
successful: in the second quarter of ﬁscal 2005,
THQ attributed its better-than-expected results
in part to the outstanding performance of new
releases that included the ﬁrst release from the
Relic acquisition, which ranked as a top-selling
title in multiple territories.

Colombia, Pakistan, Tajikistan and the United
Arab Emirates.

www.serebra.com

Sxip Networks Inc.

Content/Enabling Software: E-Learning

www.sxip.com

Serebra provides technology-based training
solutions through a combination of Cortex,
its proprietary learning management system
(LMS), and a curriculum catalog with over 2,500
current courseware titles. Founded in 1987
(as FirstClass Systems, with a name change
to Serebra in 2001), Serebra has over sixteen
years’ experience delivering e-learning solutions
to individuals and to enterprise customers.
Serebra’s Cortex platform is the successor to
all of Serebra’s previous disparate delivery
systems such as goFCS, FCS WorldNet and
Serebra.Net. It was developed to provide full
retail-consumer, corporate and reseller partner
learning management support via a fully hosted
Internet installation. Speciﬁcations such as
SCORM and AICC provide such a standardized
interface for any interaction between Cortex and
learning content. In 2004, Serebra announced a
collaboration with Etisalat Academy (a division
of Emirates Telecommunications Corporation)
and GMC-TIN (a network operating under
the auspices of the G77 United Nations) to
commence an e-learning initiative throughout
the Middle East and North Africa (www.
easylearning.org). The company has experienced
positive momentum in international markets
with the establishment of new EasyLearning
resellers in Uganda, Indonesia, Venezuela,

Content/Enabling Software: Application
Developer

Serebra Learning Corporation
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Founded in October 2003, Sxip provides software
and services for individuals to create and
manage their online digital identities. It is a
privately held, well-funded startup owned by
Dick Hardt, the former founder of ActiveState,
a leader in open source programming languages
and anti-spam software which was acquired by
UK-based software company Sophos in 2003.
The Sxip Network, an open source network, gives
individuals the ability to create and manage
their online personas, facilitating single
sign-on and informed attribute exchange.
Websites and portals can establish deeper
relationships with their users while complying
with privacy legislation. The exchange of
information is facilitated using the Simple
eXtensible Identity (SXIP) Protocol.

PROFILE OF BC’S NEW MEDIA CLUSTER

(TSX-V: SBR)
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Supporting Growth:
Industry Associations
BC is home to a number of industry associations
that develop proactive programs and policies to
stimulate the growth of the cluster. Here are a
few of these associations:
• British Columbia Film: a private non-proﬁt
society, BC Film mandate is to been to offer
programs and services that contribute to
the growth of the indigenous production
community in British Columbia. In addition,
BC Film administers the provincial tax
credit program on behalf of the provincial
government. www.bcﬁlm.bc.ca
• BC Technology Industries Association: With
over 350 member companies, it is the largest
and most inﬂuential association representing
BC’s technology industry. www.bctia.org
• eLearning BC: An alliance of over 70 elearning
providers that provides a capabilities directory
and an Interoperability Centre to facilitate
companies in testing and certifying their
courses and learning management systems as
interoperable. www.elearningbc.com
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• New Media BC: Representing a broad crosssection of this cluster, New Media BC is
building the new media community locally
and promoting it abroad through networking
events, Special Interest Group committees,
advocacy work, and marketing. New Media BC
has been instrumental in the formation of a
new national New Media industry association
to coordinate the activities of provincial New
Media associations. www.newmediabc.com
• Wireless Innovation Network BC
(WIN BC): Representing more than 150
member companies, WIN BC is the focal point
for wireless in BC. www.winbc.org
• New Media West: an online resource created
to support the emerging New Media cluster in
the West Kootenay region located in
Southern BC. www.newmediawest.com

These are just a few of British Columbia’s
leading companies and associations within
the New Media cluster. We invite you to
contact Leading Edge British Columbia or
visit our website at www.leadingedgebc.ca
and further explore the strategic location
of BC as a place to do business. Beneﬁt
from our competitive cost position and join
us in serving world markets as a member
of British Columbia’s leading New Media
cluster.
Disclaimer: Corporate proﬁles and other information
contained in this document were compiled from publicly
available information. Leading Edge British Columbia
assumes no liability or responsibility for errors or
omissions, or for the results obtained from the use of
this information.
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For further information:
900 - 1188 West Georgia St.
Vancouver, BC V6E 4A2
Canada

604.683.6150
info@leadingedgebc.ca
www.leadingedgebc.ca

Leading Edge BC is an industry-led marketing organization
promoting the province’s technology industry both nationally
and internationally.

