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Vancouver is a hub for North America’s gaming industry, and VFS has just as quickly 
become the premium education for game design. It seemed the best way to celebrate 
both was to provide a venue for everyone passionate about games to come together 
and discuss the current climate – and future – of this industry.

The fourth Game Design Expo in April 2010 was another enormous success:  
a sold-out, two-day event featuring some of the world’s top game professionals, 
including representatives from BioWare (Mass Effect 2), United Front Games 
(ModNation Racers), Blue Castle Games (Dead Rising 2), Volition (Saints Row 2), 
and Obsidian (Alpha Protocol). Day two also included a fully-booked Open House 
at VFS’s acclaimed Game Design program. Game Design Expo is an event that 
confirms the game community in Vancouver - and, indeed, in North America -  
is ambitious, engaged, and evolving at a phenomenal pace.

When tickets for Game Design Expo go on sale, they will go fast. The reputation 
of the event is sealed thanks to the incredible turnout for the Game Design Expos 
2007 through 2010. People know this is a rare opportunity to connect with those 
in the game industry in a friendly environment. 

how is game design expo different?
Game Design Expo offers speakers a rare opportunity to speak on behalf of their 
industry and to address the questions and opinions of a passionate audience. 
Because at Game Design Expo, speakers aren’t just talking to their colleagues. 
With Vancouver positioned as a worldwide hub for video game development, 
Game Design Expo affords a real opportunity for students of game design to rub 
shoulders with industry trend-watchers, international game developers, and the 
broader community involved in the arts and entertainment industry.

The video game industry is hungry for new creative talent. Game Design Expo 
is the best opportunity to make that first handshake to create an essential new 
relationship between the other arts & entertainment disciplines, and open the 
doors to more creativity into the game industry.

why participate in game design expo?
To be part of the ongoing dialogue about the games industry, to meet others 
in your community, and to give something back to the industry by sharing your 
experience.

Game Design Expo is a two-day event hosted by Vancouver  
Film School (VFS), featuring lectures and panels with some  
of the top minds in all aspects of game design, including  
designers, producers, artists, and writers.

game design expo overview
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Who is attending? 
Game Design Expo is for game industry professionals, gamers, emerging talent, 
and students with an interest in game design, art, film, or storytelling.

Like the 2009 and 2010 Expos, we expect the 2011 Game Design Expo to sell 
out fast. The event is held at the Vancouver International Film Centre, with 
a relatively exclusive number of attendees providing an intimate environment  
that fosters dialogue and networking between speakers and attendees.

game design expo – a history 
In 2007, Vancouver Film School commemorated its 20th Anniversary in the  
entertainment arts industry. In celebration of our anniversary we wanted to explore 
innovative new ways to become more directly involved in the industries for which 
VFS educates the up-and-coming leaders. For the game industry that meant 
establishing VFS and Vancouver as The Gaming Hub for incredible games and 
amazing talent.

The first Game Design Expo was held in January 2007 to a sold out crowd at the 
newly constructed Vancouver International Film Centre in downtown Vancouver. 
Speakers from all over North America were in attendance to talk about designing 
for play, storytelling and cinematics, and the future of gaming. In 2008, Game 
Design Expo expanded to encompass two full days of guest industry speakers, 
touching on topics like “Battle of the Consoles – One Year Later”, and the role  
of the Sound Designer in games. Speakers at the 2009 Game Design Expo 
explored topics such as “The Next Generation Player,” “The Prototyping Process,” 
and “Designing for the Consoles.” Last year’s speakers followed this up with 
engaging talks on user-generated content, interactive narrative design, and 
designing the perfect challenge.

Every year, VFS facilitates competitions for industry-funded scholarships to its 
Game Design program. At 2009’s Game Design Expo, VFS announced its own 
“Women in Games” full-tuition scholarship – the first of its kind. It was again 
awarded in June 2010, along with industry-sponsored scholarships from G4Tech 
TV, Annex Pro, and Radical Entertainment.

game design expo overview
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game design expo overview

Speakers at previous Expos have included:

Glenn Entis
Senior Vice President/Chief Visual 

and Technology Officer,  

EA Worldwide Studios

Eric Zimmerman
Co-Founder/CEO, Gamelab

Kelly Zmak
President, Radical Entertainment

Mike Swanson
Studio Art Production Manager,  

Gas Powered Games

Don Daglow
President & CEO, Stormfront Studios

David McCarthy
Executive Producer,  

Fusion Business Unit, EA

Jay Weinland
Audio Lead, Bungie Studios

CJ Cowan
Director of Cinematics,  

Bungie Studios

Jim Sink 
Business Development Manager, 

Backbone Vancouver

Kevin Barrett
Director of Design, BioWare

Steve Sim
Senior Sound Designer,  

BioWare

Mac Walters
Senior Writer, BioWare

Arnab Basu
Associate Producer,  

Crystal Dynamics  

(Eidos Interactive)

Riley Cooper
Senior Designer,  

Crystal Dynamics 

(Eidos Interactive)

Rory Armes
Senior Vice President/ 

Group General Manager,  

EA Canada

Douglas Alan Tronsgard 
CEO, Next Level Games

CLINT HOCKING  
Creative Director, 

Ubisoft

ELLEN BEEMAN 
Lead Producer, 

Microsoft Game Studios

SCOTT DOSETT 
Senior Animator, 

Epic Games

JOSH HOLMES
Independent

VICTOR LUCAS 
Creator/Exec. Producer/Host, 

Electronic Playground

WIL MOZELL 
President, Big Park

MATT SEARCY 
Independent Designer

DREW MURRAY 
Lead Designer, 

Insomniac Games 

TARRNIE WILLIAMS 
General Manager, 

Relic Entertainment

William Ho 
Game Designer, 

United Front Games

Armando Troisi
Lead Cinematic Designer, 

BioWare

Chris Whiteside
Design Director, 

Propaganda Games

Josh Bridge
Level Director, 

Blue Castle Games

Jason Leigh
Creative Director, 

Blue Castle Games

Matt MacLean
Lead Systems Designer, 

Obsidian Entertainment

Tyler Sigman
Design Director, 

Big Sandwich Games



6/11

game design expo overview

The VFS Game Design Open Houses, in conjunction with Game Design Expo,  
are high-demand events that provide both insight into game design education  
at VFS as well as a day of networking and fun. Taking place on the Sunday  
of Game Design Expo weekend, the Open Houses invite guests to attend sample 
classes with Game Design instructors and play student-created games, with both 
faculty and alumni on hand to answer questions about the program. 

vfs game design program
The VFS Game Design program has quickly established itself as a premium  
education with many graduates entering the workforce with companies like  
Electronic Arts and BioWare soon after graduation.

Game Design at VFS is a one-of-a-kind program that covers everything needed  
to understand how to be an asset to a game design team, including visual  
storytelling, game audio, level design, and motion capture. Working with other 
students and mentored by professional faculty, students develop playable games 
from concept to completion.

Many of our Game Design alumni have been hired immediately after graduation 
(sometimes, even before!) at companies like BioWare, Radical, Relic, Volition, Blue 
Castle Games, Propaganda Games, Next Level Games, and Electronic Arts.

about vfs
VFS has been changing people’s lives for over 20 years. More than a film  
school, VFS is a post-secondary entertainment arts school training students  
in 13 production-oriented programs across every aspect of the entertainment  
arts, including Game Design.

In just one intensive year at VFS, students receive a comprehensive education 
including lectures, tutorials, productions, collaborations with other departments, 
mentorship with working professionals, and guest speakers from the industry.  
Students graduate with a professional portfolio of work showcasing their abilities.
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event details

Game Design Expo 2011 will feature a number of events, as well  
as many opportunities for industry veterans to mingle with each 
other and tomorrow’s professionals.

location
The Game Design Expo Industry Speaker Day (January 22, 2011) will once again 
be held at the Vancouver International Film Centre, a beautifully designed modern 
space with a stunning three-story glass atrium for sponsors and exhibitors to attract 
visitors. Inside the theatre, audiences will enjoy the leg-stretching comfort of the 
theatre’s seating as they enjoy and learn from multimedia presentations. VIFC 
provides an intimate environment designed to encourage conversation, networking, 
and a sense of community between speakers, exhibitors, and attendees alike.

award presentation
Game Design Expo will be presenting an award for Outstanding Educational  
Contribution to the Industry, as a way for VFS and the educational community  
to acknowledge those in the industry who go “above and beyond” in support  
of the next generation of designers and artists.

recruitment day
VFS offers private recruitment opportunities on its campus to those organizations 
interested in cherry-picking VFS students and alumni. For the final project during 
their one year at VFS, small teams of Game Design students create fully playable 
game level designs that meet all industry standards. As Dave Warfield, Head  
of Game Design at VFS, has said, “Within one to two weeks [after graduation], 
students are already interviewing. Sixty per cent of students are hired right out  
of the gate.” To catch them before the students even start to show their demos 
to the industry, you can set up interview sessions for Friday, January 21, 2011.

speakers’ dinner
On the Friday evening before Game Design Expo gets into full swing, speakers  
will be invited to attend a private Speakers’ Dinner. The Speakers’ Dinner is  
a chance for colleagues from around the world to relax, enjoy good food,  
and mingle with old friends and new.
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call for speakers

how can i participate in game design expo 2011?
We’re looking for guest speakers with something to say and a desire to share 
that knowledge with industry peers and up-and-coming talent. This year, we’re 
welcoming talks on any topic within your area of expertise. 

Benefits of being a Game Design Expo speaker:

	 •	 Gain exposure to a wide audience of Game Design  
		  and business decision-makers

	 •	 Showcase your expertise and position yourself  
		  as an expert among industry peers

	 •	 Play a key role in furthering the Game Design profession

	 •	 Provide a valuable educational experience for those in  
		  the audience considering a career in the game industry

	 •	 Become associated with Canada’s premier entertainment arts  
		  school and benefit from our professional marketing vehicles

We are pleased to announce that the 2011 Game Design Expo  
is accepting submissions from game industry professionals 
wishing to present at Game Design Expo on January 22–23, 
2011 in Vancouver, BC. Game Design Expo has become even 
bigger since the successful inaugural event in 2007, and the 
sold-out 2008, 2009, and 2010 Expos garnered unprecedented 
support from the media and industry. Join the conversation: 
play a part in your industry’s evolution and the fostering  
of new talent.
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call for speakers

speaker submission
Presentation proposals should include your presentation’s title, as well as 
presenter’s name, title, and full contact information with a brief summary  
of the topic. If your submission is accepted, you will be required to send us  
a short biography, the learning objectives of your lecture, and a speaker  
photo suitable for web and print publication.

panel submission
The panel discussion will feature a moderator and four to five panel members 
chosen for this event that may or may not have been part of the speaker 
sessions earlier in the day. Submission format for the panel discussion should 
include the panelist name, title, full contact information and the nature of your 
participation in the panel. Please include any suggestions for panelists  
or moderator for this event and whether you have contacted them or not. 
VFS will consider all suggestions before deciding on the final panel. If chosen 
as a panel member, you will be required to send us a photo suitable for print 
publication and a short biography.

how does game design expo select speakers?
	 •	 Topics/speakers that are likely to generate discussion and draw attendees

	 •	 Proposed topic, relevance to the industry, new approach

	 •	 Speaker’s credentials, reputation, and subject expertise on topic

	 •	 Speakers working for companies making major announcements and  
		  undertaking similar newsworthy activities coinciding with Game Design Expo

	 •	 Assessment of the value to the gaming community

Please avoid proposals that:
Replicate presentations made at other venues or ignore the demographics 
and other special factors of the Game Design Expo and its audience.

Speaker proposal deadlines:
Proposals for the 2011 Game Design Expo are due by October 7, 2010. 
Proposals received after the deadline will not be accepted and will have 
to be resubmitted for next year’s event. 
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call for speakers

If your presentation is chosen:

	 •	 Organizers of Game Design Expo will inform you of the date, 			 
		  time, and place of your presentation, as well as the deadlines for  
		  session descriptions, audiovisual requirements, and presentation  
		  material submissions. Only those approved will be contacted.

	 •	 Please focus on education and professional development in your  
		  session and do not include sales messages.

	 •	 Approval as a speaker at Game Design Expo does not mean you will  
		  automatically be invited to speak at future events. Game Design Expo  
		  will continue to offer a fresh program with new speakers and diverse topics.

If selected, we ask that you not present this topic in the 30 days prior to  
the VFS Game Design Expo to any other educational or industry conference,  
seminar or speaker series.

Selected speakers will receive:
One complimentary registration for the full Game Design Expo,  
which will include:

	 •	 A Speakers’ Welcome Reception on Friday night

	 • 	 Continental breakfast for each day you attend  
		  the Game Design Expo

	 • 	 Lunch on Saturday and Sunday

	 • 	 Copies of all the promotional materials,  
		  including posters and the Expo program

	 •	 Any other materials or packet inserts Expo attendees receive

We will consider proposals not selected for the 2011 Expo for the Expo in 2012.

Speaker Contact:

Shira Gordon, Event Manager

T. 	 +1.604.631.3562
F. 	 +1.604.685.5830
TF. 	1.800.661.4101 (within North America)

E. 	 shira@gamedesignexpo.com
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Recording: as a service to our delegates and members, the speaker understands that his/her presentation(s) will be recorded 
and may be used for promotional use. Speakers will receive a copy of their presentation. We urge you to print a copy of this 
submission for future reference. 

speaker/panel proposal submission form 
Please fax completed form by October 7, 2010 
to Shira Gordon: +1.604.685.5830, or email shira@gamedesignexpo.com

mr
mrs          

dr 
ms

Personal Information

Presentation

Panel Session Submission

title of presentation (Please provide a descriptive and compelling title)

first name        last name       

title company

address

city province/state countrypostal code/zip code

phone number cell phone number

fax number

contact person (Other than speaker) contact phone

contact title

address optional

email

contact email

industry discipline

session description

suggested panelist

Copyright: The speaker agrees that, by the act of submission of his/her presentation, he/she will not infringe on the copyright or other intellectual 
property rights of any third party, and that the speaker will indemnify Vancouver Film School completely from any action that may occur as a result thereof.

title of panel discussion (Please provide a descriptive and compelling panel title)

first name last name       

title company

contact phone contact email

first name last name       

title company

contact phone contact email

suggested panelist

first name last name       

title company

contact phone contact email

suggested panelist
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