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Paul D. Butler, Director
pbutler@artech.ca

ARTECH STUDIOS
8 Hamilton Ave.
Ottawa, Ontario
K1Y4R1
www.artechstudios.com

Artech has created over 200 games on all formats.  Currently, the company produces products for Xbox, 360, XBLA, Sony PS2, 
and PC and internet downloadable games.  Artech is also a leading developer of DVD games such as Monopoly, Clue, Trivia 
Pursuit, Twister Dance, and Candyland, the company has also produced work for Scholastic, National Geographic, The History 
Channel, and many others. 

Artech was founded in 1982 and has developed into a world class developer of interactive entertainment, video games, DVD, 
interactive TV and digital animation for international markets. Artech has many Gold and Platinum awards for million selling titles 
with over 200 games across all platforms.  Other awards include Game of the Year twice from Billboard and even the Software 
Publishers of America’s “Oscar” the Codie Award for Best Graphics.

Artech is a full services production house with design, writing, production, blue screen, motion capture, video edit, music studios, 
custom programming, 3D, animation, web, and localization services.  Artech clients include Hasbro, Warner Bros., New Line 
Cinema, Lucas Films, Sony, Microsoft, Mattel, Intel, Atari, THQ, Disney, Scholastic, and many others.
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The Invitation
OutsourceReport was invited recently to visit Canada and get a 
fi rsthand look at onshore outsourcing opportunities.  We fl ew to Toronto 
and attended an outsourcing conference hosted by Ontario offi cials.  
Although the conference was a brief two-day session, the information we 
garnered was vital.  We were informed of fantastic fi nancial benefi ts and 
incentives for any game publisher/developer to either outsource or move 
development into the province.
Stop 40 fl oors above the bustling streets of the fi nancial district in 
downtown Toronto, we discussed the burgeoning outsourcing capabilities 
of the Toronto area.  Included in our discussions was the increasing tech 
savvy population, the infl ux of investment and high-profi le businesses-
such as Dell, and the increasing new incentives for those businesses. 

Paradigm Shift for Onshore Outsourcing
During the outsourcing conference we heard from Richard Savage, an 
individual profi cient with the laws of Ontario that dictate incentives to 
businesses.  What we learned was astounding.  Financial opportunities 
exist onshore that rival offshore outsourcing.  Recent press releases 
and news articles speak of outsourcing savings in India or China that 
can come close to a savings of 60% of development costs.  However, 
one of the greatest concerns of outsourcing offshore can be the fear of 
a breakdown in communication-especially when foreign languages are 
involved.  Other major concerns include the fi nancial and time cost of 
sending management on-site, time zone differences, and national cultural, 
media, and entertainment differences that may infl uence production, IP 
protection and security, as well as additional concerns.  Now, consider the 
possibility of saving 60% of development costs of an outsourcing effort 
onshore.  No excessive time zone considerations, no communication 
hurdles, involving persons who understand the entertainment atmosphere 
of North America, and the ability to air fl ight management on-site and 
back in a single day.  Sounds ridiculous?  Not anymore.  Mr. Savage 
informed us of the following that may change your paradigm of onshore 
outsourcing.

Development Resources, Latent Benefi ts, and Non-fi nancial Gains of 
Ontario Outsourcing
Yes, we’ll get to the fi nancial aspects of outsourcing to Canada, however, 
there are benefi ts to outsourcing northward that can greatly affect the 
bottom line but are diffi cult to itemize on the balance sheet.  These latent 
benefi ts can dramatically infl uence an outsourcing decision and although 
not typically the initial consideration of an outsourcing initiative, they can 
be the deciding factor because of the clout they command in the decision-
making process.

Available Talent and Compatibility
Ontario has a wealth of compatible talent available for recruitment or 
assistance in game development.  The state has excellent educational 
facilities and solid game development tracks in those facilities.  Available 
talent is educated, mature, dedicated, and savvy to business practices in 
North America.  They are also easier for art, engineering, and design leads 
to direct as they are privy to the entertainment, social, and cultural trends 
of the US.
In addition to background similarities, the available talent speaks English 
as the dominant language so energies in communication are focused 
on development productivity instead of baseline understandings.  Since 
Ontario is home to immigrants from all over the world most of the 
population speaks two 
or more languages.  
While the two offi cial 
languages are English 
and French, most of the 
younger generation also 
speak a third language.

Proximity
A very real cost in 
offshore outsourcing 

is on-site traveling for development management.  Even with excellent 
communication, offshore outsourcing usually demands on-site visitations.  
Most major publishers and developers will send management to the 
outsourcing entity at least once a month.  Time, travel, and other expenses 
can quickly add up to a small fortune dedicated towards ensuring clear 
communication.
Not so with outsourcing to Ontario.  Ontario exists within the same basic 
time zones as North American publishers and developers.  Toronto has 
immediate access to its own international Airport.  This means easy 
telephone, e-mail, and conference call communication.  On-site visitations 
are also smooth and quick.  It’s possible for management to visit an 
outsourcing provider or a satellite studio on-site and return in the same 
day. 

Due Diligence and Business Risks
A huge benefi t to onshore outsourcing lies not only in the development 
process but also in company due diligence.  Because the legal systems of 
Canada are on par with the United States there are certain assumptions 
that can be safely made when running companies through due diligence.  
Because of Canada’s political and relative economic stability, due 
diligence processes can be somewhat safer.
In addition to due diligence, there are tremendous benefi ts of outsourcing 
to companies under relatively identical security, privacy, and IP protection 
rights as in the United States.  Although security and IP protection is going 
to be an issue whether you’re developing under your own roof or under 
multiple roofs, it is comforting to have development occur under essentially 
the same legal umbrella as is had in the United States.  When developing 
offshore, foreign speaking legal assistance is crucial.  Contracts that are 
drafted for offshore development must be in accordance with both United 
States law and foreign law.  In certain situations, US law will mean nothing 
in a development contract, as those same contracts will be litigated in 
accordance only under foreign law.  Executives understand the important 
nature of contracts as well as the exorbitant price tag competent legal 
assistance may command.  Foreign legal relations only increase the cost 
of that ‘unseen’ component of game development.  A congruent legal base 
is both benefi cial for security and IP protection as well as cost-effective in 
legal terms.  This effective combo can be a decisive factor in choosing an 
outsourcing development partner or in establishing an external satellite 
studio.

Direct Financial Benefi ts from Outsourcing or Developing in Ontario, 
Canada
This brings us to the power play of the article.  Direct fi nancial benefi ts 
and incentives, recently incorporated in Ontario that dramatically affect the 
bottom line of product developed by locally based businesses-including 
outsourced product.  Not minute by any means, these incentives and 
benefi ts equate to big bucks saved on game development.  In addition 
to benefi ts and incentives Canada still holds a favorable exchange rate 
compared to the American dollar.  Also, business taxes and salaries are 
lower when compared to America.  In lieu of the dramatic increase of 
benefi t costs in the United States, especially California, Canada benefi t 
costs can be much more palatable to employers and still as benefi cial to 
employees.  In addition to all the latent benefi ts outlined above, onshore 
outsourcing to Ontario can save development costs up to 60%.  Though 
we were shown many specifi c cost comparison charts, we only show 
those that we feel marked a signifi cant advantage to company costs.  

LOWER EMPLOYER PAYROLL TAXES (Ontario is 40-60% LOWER than US
Pension % Health % Unemployment % Family allowance % TOTAL %

ONTARIO 4.95 *1.95 3.50 0.00 9.67
U.S. 6.20 2.95 6.20 0.00 15.35
*FIRST $400,000 of payroll is exempt from Ontario Employer Health Tax:  Ontario Worker’s Compensation Cost for offi ce 
worker equals 0.30%:  Pension Cap: First $3500 exempt, Cap: Ontario: $45,500 ~ US: $87,900:   Unemployment Cap 
$39,000 or maximum of $1,081

    SOURCE:  Social Security Payments Throughout the World, 2004, U.S. Social Security Administration; Payroll deduction tables, Ontario, Canada 
Customs and Revenue    Agency, January 1, 2004; and the Ontario Ministry of Finance. 

ONTARIO BUSINESS INCENTIVES
An Analysis of the Benefi ts and Incentives of

Computer Game Development in Ontario
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Lower Employer Payroll Taxes: 40 to 60% Lower Than US
Salary costs are lower, total labor costs for development 
are lower combined state and federal corporate tax rates 
are somewhat lower if companies develop in Ontario.  
However, the only very signifi cant difference in direct cost to 
employers for game development was in payroll taxes.  That 

said, the savings is signifi cant totaling 40 to 60% lower in Ontario then in 
US comparisons.
Government R&D Incentive System
It is the incorporation of government benefi ts and incentives that make 
Ontario based businesses and outsource service providers competitive 
with offshore locations including far Eastern locations.  If businesses utilize 
these incentives correctly they could lower their R&D expenditures up to 
66%.  There are also refundable incentives where the government and 
actual cash to R&D budgets.  Though the term R&D may be intimidating, 
game developers can easily defi ne their development expenses as R&D.  
Many types of activities qualify for R&D.  Software development and 
related testing of the development qualifi es, new application development 
also qualifi es, and any new product development qualifi es.  The work, 
however, must be accomplished on Canadian ground.  As we mentioned 
before, Ontario base outsource service providers can also help US-based 
publishers and developers to leverage their development budgets.  If a 
publisher or developer contracts an outsource service provider in Ontario, 
the developer can negotiate a low contract cost based on those incentives, 
or it can choose to retain those incentives with the provider to improve 
margins for future development.  This R&D incentive system, which 
works perfectly for game developers, is the most aggressive incentive 
found among G-8 nations and is the key to savings that rival offshore 
outsourcing opportunities.

Canada’s SR&ED Incentives and Eligibility Criteria
Those interested in knowing the eligibility criteria for Scientifi c Research 
& Experimental Development incentives in Canada, and thus Ontario, we 
have included the following:

In order to be eligible for R&D incentives, businesses must conduct a 
“Systematic investigation or search... in a fi eld of science or technology by 
means of experimentation or analysis”.  Simply, this means that business 
R&D must utilize:

• A set of linked in systematic activities  
• They must demonstrate scientifi c or technological advancement  
• The advancement must be acquired through experimentation or 

analysis
In addition, R&D must be directed or performed by a staff with professional 
skills or experience.  The staff of directors must have at least 20 years 
worth of experience in the related fi eld.  They must:

• Expose technological problems as encountered
• They must use a systematic approach with a qualifi ed staff
• They must use a well-documented process and investigation of 

the study
Finally, the organization must unveil college that is not beforehand 
available to the organization.  The study must:

• Not be routine practice.  It must develop or create a new product 
or analysis

• It must demonstrate scientifi c or technological advancement
• And it must "push the barriers"

It is quite clear that game development falls cleanly into the eligibility 
requirements of Canada’s Scientifi c Research and Experimental 
Development.  It is not diffi cult to have a directorial staff that easily 
qualifi es for 20 years of experience in the industry.  As long as product 
development is documented according to the qualifi cations necessary, 
it will easily qualify for R&D.  For clarity’s sake, it would be fairly safe to 
replace all ‘R&D’ statements in this article with ‘game development’.

Why Ontario’s R&D Tax Incentives are Superior to US Tax Incentives
You don’t have to be a tax attorney to understand the inadequacies 
of US tax incentives when compared against Ontario.  Though 
tax credits and incentives may not mean much to direct product 
management, and it is sometimes diffi cult to visualize incentives 
over cold cash, but for business executives and account managers, 
incentives are as important to the bottom line as cash.
In Ontario, incentives are earned on every dollar spent on eligible 
R&D development.  In the US there is a maximum on the amount of 
development that is eligible for tax incentives.  In fact, in the US only 

50% of stop corporate R&D production costs are eligible for the US 
20% tax credit.  And US credit only applies to R&D expenses above a 
base amount using past gross receipts and R&D spending.
Also, in Ontario, you have more choices on tax credit and incentives.  
You may choose to carry incentives forward, in essence “banking” 
them up to 10 years.  In addition, where eligible, you may carry back 
incentives for up to three years.  Of course, most will choose to use 
incentives within the year they occur.
To clarify the profi table ways a publisher or developer can 
leverage R&D incentives with an Ontario subsidiary we include 
the following.  1) The foreign parent can contract with an Ontario 
subsidiary to perform R&D (game development).  Or 2) the Ontario-
based subsidiary of a foreign company can undertake R&D (game 
development) on its own.  If the publisher or developer chooses to 
outsource to a provider based in the Ontario area, the provider may 
internalize the incentives and conduct them itself or the provider 
may pass through the incentives to lower product prize or to improve 
profi tability of the publisher/developer.
In the United States, only wages, salaries and materials used in 
development qualify for incentives.  Consulting fees also qualify, but 
only 65 to 75% worth.  In Ontario, wages, salaries, capital equipment, 
materials, overhead, and 100% of consulting fees all qualify as write-
offs.

Ontario’s Tax Credits Signifi cantly Lower Development Costs

TAX CREDITS SIGNIFICANTLY LOWER R&D COSTS
(Small or Medium Sized Non-Manufacturer (Public, Private, or 

Foreign Owned))
$100 spent on qualifying R&D $100.00
Tax Benefi ts: 
* Ontario: 10% OITC (Refundable – Get $) $ 10.00
Federal: Investment Tax Credits (20% x $90)  $ 18.00
Federal: Tax Deduction (36.12% x $72) $ 26.01
Ontario: Exemption Fed Investment Tax Credit 
(14% x $18)

$   2.52

                  “TOTAL TAX BENEFIT” $ 56.63

After-tax cost of R&D in ONTARIO: $ 43.47

*(OITC: Small and medium fi rms taxable income < $500k and taxable capital 
<$50 mil.)

To explain, the above outlines the tax credit for 
every $100 spent on qualifying R&D costs.  The 
above also assumes that the production company 
or outsourcing provider is a small or medium-
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sized company.  The company can either be public, private, 
or even foreign-owned.  
The fi rst benefi t given is the Ontario 10% OITC.  This is 
an actual cash back incentive.  The Ministry of fi nance for 
Ontario cuts a check directly back to the qualifying company 
for 10% of every qualifying dollar.  For our hundred dollars 
spent in this illustration, $10 would be refunded directly back 

to the company.  
The next incentive is the federal investment tax credit. This credit is given 
for the remaining qualifying funds.  Because 10% was refunded, only $90 
is now available for the 20% investment tax credit.  20% of $90 is an $18 
tax credit.  
The next incentive is a 36.12% deduction on the remaining $72 that 
equals $26.01.  
Finally, in Ontario, there is another exemption federal tax credit of 14% on 
the remaining $18 to equal $2.52.  
All the benefi ts together equal an astounding total of $56.63 and reduces 
the after-tax cost of game development in Ontario to $43.47 for every 
qualifying $100 of product development.  At face value, it is an impressive 
reduction of development costs overall when done in Ontario. 

Tax Credit for Large Companies 

TAX CREDITS SIGNIFICANTLY LOWER R&D COSTS
(Large Non-Manufacturer (Public, Private, or Foreign Owned))

$100 spent on qualifying R&D $100.00
Tax Benefi ts: 
Federal: Investment Tax Credits (20% x $100)  $ 20.00
Federal: Tax Deduction (36.12% x $80) $ 28.90
Ontario: Exemption Fed Investment Tax Credit (14% x $20) $   2.80
                  “TOTAL TAX BENEFIT” $ 51.70

After-tax cost of R&D in ONTARIO: $ 48.30

The preceding chart shows that even for large companies or satellites set 
up in Ontario, tax credits are exceptional inducing after-tax costs of R&D 
or game development in Ontario to $48.30.

For most, that is where the incentives story ends.  However, we’re not 
done yet.  There are additional “targeted” R&D incentives that can be 
easily utilized by game developers or outsource providers.

Additional Targeted Incentives

The fi rst investment tax credit is for any private corporation that is 
Canadian controlled.  However any non-Canadian fi rm or VC may own a 
minority interest in these companies.  These corporations not only receive 
a lower tax rate, they may receive a “refundable” tax credit of 35% on their 
development expense.
If the company works with a university, they may receive another 20% 
refundable tax credit on their production expenses.  This tax credit comes 
directly from the Ministry of fi nance via check but requires a contract with 

an Ontario based university, college, or hospital.
Finally, for all digital media products, there is a 30% interactive digital 
media tax credit that can be acquired against production costs.  A 30% 
computer animation and special effects credit, a like fi lm and TV tax credit, 
as well as sound recording tax credits.  These incentives are available 
for game development companies based in Ontario as well as outsource 
providers. 

 It should be noted that “Royal Assent” changed the foregoing 30% from 
the pre-existing 20% was fi nalized just prior to publication of this issue 
of OR.   This has the gaming industry in Ontario very exited.  This item 
has already been added to the Ontario Budget in March 2006 and is due 
to be “law of the land = Royal Assent” within days.  The exact language 
that is being used to communicate this point is:  *March 23, 2006 Ontario 
Budget proposed that corporations which currently meet the legislative 
requirements will be eligible for a 30% tax credit. A 20% tax credit has 
been proposed for those corporations that exceed the current asset and 
revenue cap. **March 23, 2006 Ontario Budget proposed expanding 
the eligibility for a 20% OIDMTC to products developed under a “fee-
for-service” arrangement.  The exact details can be found at: http://
www.omdc.on.ca/Page3400.aspx
These incentives are all in addition to the previous benefi ts and incentives 
outlined.  Is it any wonder so many fi lm, computer, animation and similar 
projects are occurring in this geographical location?

Incentives for hiring/training
Still, there are incentives for hiring and training for Ontario-
based companies.  There are incentives for hiring out of Ontario 
universities or colleges.  These include cash back incentives or tax 
refunds of student salaries.  Businesses can receive $1000 Canadian 
funds for co-op students placed from an Ontario university or 
college.  Many students work for US companies already including 
Wind River, Adobe, Cisco, Microsoft, etc. In fact, Microsoft is a huge 
benefactor of the co-op program in Ontario.  Many of their employees 
graduated from the University of Waterloo. This is an excellent way 
to evaluate potential new hires.
In addition to hiring incentives, there is also an Apprenticeship 
Training Credit that companies can receive up to $15,000.  
Companies may receive up to $15,000 for the fi rst 36 months of 
employee training.  In addition the employers may be reimbursed 25 
to 30% of eligible apprenticeship wages.  

Final Words
Toronto has a very established outsourcing industry.  That 
outsourcing industry has grown tremendously in the past several 
years.  There’s an infl ux of technically able professionals, including 

engineers, who work for companies such as Dell, Adobe, 
Cisco, and others.  In addition, Toronto’s fi lm history 
has brought in many companies that can provide for the 
gaming industry including cinematic creations, motion 
capture, recording studios, VO talent, and others.  In 
addition, there are outsource providers for the gaming 
industry ready to lend a hand.
There are tremendous fi nancial benefi ts to outsourcing 
game production to Ontario.  The same fi nancial benefi ts 
are available for companies looking for an excellent 
satellite studio location or a more fi nancially friendly 
atmosphere to migrate their business to.  In addition 
to fi nancial benefi ts, there is a tremendous amount of 
latent benefi ts to onshore sourcing to Canada.  These 
benefi ts include time zone considerations, accessibility, 
legal aspects, security, etc..  Combined, those latent 
and fi nancial benefi ts pack a powerful argument that 
rivals other offshore outsourcing solutions.  Companies 
considering outsourcing, satellite creation, or company 
migration should take a serious look at Toronto, Ontario 
as an excellent solution.

Information presented her is believed to be accurate at the time of writing 
and subject to change. For details please contact the Ontario Ministry 
of Economic Development and Trade or Ontario Media Development 
Corporation.

ONTARIO, THE PLACE TO BE FOR R&D
Additional “Targeted” R & D Tax Incentives

Federal: Small Canadian-Controlled Private Corporation (CCPC)
 35% refundable” investment tax credit (35% fi rst $2mil of R&D expense)
 Lower Corp. tax rate:  Only 18.62%
  (combined fi rst $250k of taxable income)
 Non-Canadian fi rm or VC can own minority interest
Ontario Business-Research Institute Tax Credit (OBRI)
 20% refundable tax credit (receive check from Ministry of Finance)
 Requires contract with Ontario-based university, college or hospital
Ontario’s Media Tax Credits:  All refundable 
 30%* Interactive Digital Media Tax Credit: For digital media products
 30%* Computer Animation & Special Effects Tax Credit
 30%* Firm & TV Tax Credit for eligible fi lm & TV productions
 30%* Sound Recording Tax Credit: For eligible sound recordings.
* Changing to 30% from 20% with Royal Assent just before publication 
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info@tirawireless.com
+1- 416-642-8472
Toll free 1-800-505-5158
www.tirawireless.com
Alex Tasic
atasic@tirawireless.com

“Our ability to be on time with our launches and meet our commitments to carriers cannot be measured. Tira is a 
fantastic partner for us, and thanks to their commitment to our relationship, we have been able to build a successful 
global business with less than a handful of people.”
- Gregory Graham, Director of Product Marketing, WiderThan Co., Ltd

“Our business is all about time to market, and Tira Jump enables our team to deliver mobile content on time and on 
budget. We are able to manage risk and eliminate any surprises, all of which is critical to our customers.”
- Troy Kupisch, VP Quality Assurance, Absolute Quality

Introduction

Tira Wireless’ vision is to deliver a comprehensive end to end mobile 
content deployment solution – a solution which supports multiple 
content types and addresses the growing complexities of mobile 
content deployment, including market planning, content preparation, 
adaptation and optimization, asset management, and workfl ow.

Tira is the premier provider of advanced technology for mobile content 
deployment. The company’s fl agship Tira Jump platform manages the 
complete deployment lifecycle for Java and BREW applications, and 
other media types, such as ringtones and wallpapers. From application 
development and deployment planning to the direct delivery of certifi ed 
content to an operator’s deck or portal, Tira Jump ensures content providers 
have even tighter control over the end-to-end deployment process.  

Tira was founded in 2001 to create products and services for the mobile 
marketplace. Tira gained signifi cant experience supporting the needs of 
this market, initially as a high quality application publisher, and then as a 
supplier of certifi cation technologies and services. Today, Tira leverages 
its experiential knowledge of this market to maintain a strong focus on 
developing technologies and delivering products that address the enormous 
expense and complexity of deploying mobile content for global consumption. 
Specifi cally, Tira’s technology addresses the increasing complexities of 
fragmentation and digital asset management related to the numerous 
combinations of mobile devices, applications and content types, languages 
and operator specifi c requirements.

Tira’s momentum in the mobile market has achieved industry recognition. In 
July 2003, IDC named Tira in its list of “Top ten emerging wireless players 
to watch”. Tira was also recognized in March 2004 by Fierce Wireless as a 
member of the Fierce 15 – one of the top 15 wireless startups. In September 
2004, the CDMA Development Group awarded Tira its 3G CDMA Industry 
Achievement Award for Innovative Entertainment Technology. Deloitte 
Technology Fast 50 named Tira Wireless as one of the fastest growing 
technology companies in 2006. 

Locations/Number of Employees
170 people employees with locations in San Mateo, Toronto, Seattle, Mumbai 
and London

In recent months, Tira Wireless reinforced the executive team with new 
appointments in San Mateo and London: Tony de la Lama to drive product 
strategy and marketing and Clive Jefferies responsible for European sales 
efforts. Additionally, Juan Dewar appointed as Senior VP Sales, joining the 
company from Sun. 

Benefi ts and Value Proposition 
Leading the industry since 2001, Tira focuses exclusively on the deployment 
of mobile content:

Client List:  Disney Internet Group, Warner Bros.,
Sony Pictures Mobile, THQ Wireless, Airborne
Entertainment, Pixiem, A2M, Abandon Mobile,
Accuweather, Bandai, Capcom, Digital Chocolate, 
Dwango, Electronic Arts, Gamehouse, Gmedia,
Handmark, Hudson Entertainment, Infospace, 
In-Fusio, Jumbuck Entertainment, Konami Digital 
Entertainment, Mforma, Mobile Candy Dish, Mobile
Gaming Now, Mobilescope, Moonstorm, Oasys, 
Oberon Media, Phonebites, Punch Entertainment,
Sega America, Superscape, Telus, Vindigo, T-
Mobile US, WiderThan America, Babel, Absolute
Quality, Helio.

2003
• IDC names Tira as one of the Tira in its 

list of “Top 10 emerging wireless players
to watch”

2004
• Named to Fierce Wireless Fierce 15

– one of the top 15 wireless startups
•  CDMA Development Group awarded 

Tira its 3G CDMA Industry Achievement
Award for Innovative Entertainment 
Technology

2005
• Highly Rated Product review in Software 

Development Magazine
(Aug 2005) by Michael J. Yuan
(Recognized J2ME expert)

2006 
• Deloitte Technology Fast 50 named Tira

as one of the fastest growing technology 
companies in 2006.

• Finalist, Mobile Entertainment Forum
Award for Innovation

• Highly rated product review by analyst 
Tony Rizzo for 451 Market Insight
Service

Doug Barre



• Increasing Effi ciency
• Improving time-to-market
• Providing a broader distribution for content providers
• Widest reach of any deployment solution
• Deployment and support on over 1000 devices
• Support for over 55 global operators

Summary of Services

Today there are thousands of different handset/operator combinations produced 
by more than 30 major handset manufacturers such as Nokia, Motorola, 
Samsung, Sony-Ericsson, LG, and Audiovox.

Each device model is unique as they have different operating systems, screen 
sizes, display resolution, processing speed, memory, keyboards, performance, 
etc. These differences require that each application be adapted to run on each 
device. The result is a highly fragmented market – a real business problem 
looking for a solution. Exacerbating the issue of device fragmentation is the fact 
that there are also thousands of unique games, applications and other content 
types that are available for download and sale via distribution channels such as 
mobile operators, and off portal content providers.  

According to industry analyst fi rm Strategy Analytics, the number of Java and 
BREW enabled handsets in the marketplace will grow to 1 billion by 2009 and the 
number of people actively downloading games will reach 220 million by 2009. 

The deployment process for mobile applications is different from any other 
previous software platform due to the global scale, distribution models and 
wide range of devices. These mobile applications have to be optimized for each 
mobile device, numerous languages and mobile operator networks. The result is 
that a single mass-market application has to be produced in hundreds of different 
variants over a very short period of time. 

This fragmentation, combined with the growing volume of devices and applications 
being introduced, has also created challenges in the ability to track and maintain 
control of multiple versions of content to accommodate increasingly diverse 
requirements. For large-scale publishers and distributors today, global distribution 
can translate into up to 5,000 different mobile content assets produced each 
month. These assets can include multiple operator and device specifi c versions 
of games, music, images and downloadable video clips.  This volume quickly 
grows into the tens of thousands when one considers supporting assets such 
as ringtones, wallpapers, sound and image fi les or marketing descriptions. Over 
a year, it is possible for a large mobile content publisher to create over 100,000 
different mobile asset fi les as part of its mobile content deployment process. As 
a result, there is a compelling need to effi ciently manage all of those assets and 
plan for their deployment – including storage, control, management, adaptation, 
publishing and certifi cation.

Tira’s past experience as a mobile application publisher, the technology it 
developed for mobile application certifi cation, as well as the company’s intimate 
knowledge of device issues and operator requirements were all key ingredients 
in the development of Tira Jump.  This technology has evolved over the course 

of the last two years to optimize process effi ciencies and maximize resource 
utilization in the deployment of mobile content, all while enhancing quality and 
consistency. 

Tira Jump is a patent-pending, award-winning technology platform that enables 
content providers to effi ciently manage, adapt and deploy games, applications, 
wallpaper, ringtones and personalization content across a broad range of 
handsets, languages and mobile operator requirements.  Prior to the January 
2005 debut of Tira Jump, this advanced technology was only available to 
members of the mobile content value chain as a content adaptation service 
through Tira’s professional services team.  Today, however, the functionality 
of this unique technology has been expanded to encompass end-to-end 
deployment processes, and is now available for license by mobile content 
publishers, developers and software services companies to help facilitate 
the deployment process and manage internal development teams as well as 
external deployment partners.

With Tira Jump, mobile content providers can manage the complete deployment 
lifecycle for multiple types of Java and BREW content, as well as ringtones and 
wallpapers – from deployment planning to the direct delivery of certifi ed content 
to an operator’s deck – all from a single platform. It provides content providers 
with even tighter control over the end-to-end deployment process, enabling 
them to achieve greater effi ciencies by speeding time to market and reducing 
the total cost of delivering quality content to global markets.

Tira Jump is comprised of four key modules:

· Jump Workfl ow Manager — This module is a portal-based, hosted service 
for tracking, managing and controlling the application deployment process 
from post content creation through to fi nal submission to the operator deck. 
The Jump Workfl ow Manager is available in two versions, with distinct 
confi gurable workfl ows for two different processes: one for publishers and 
one for software services companies. It can also be used to manage the 
deployment of mobile content to the sales and provisioning channel.

· Jump Developer Desktop (JDD) – This module is a proprietary 
Development Environment plug-in that porting engineers use to execute 
and optimize the adaptation of content.  It installs directly into the porting 
engineer’s desktop to deliver a functionally rich feature set for third 
party software development environments. JDD automatically manages 
communications and fi le transfers with the Tira Jump Workfl ow Manager 
and Jump Transformation Engine over a secure connection

· The Jump Transformation Engine – This XML-based rules engine enables 
the creation and optimization of content versions for specifi c devices, 
languages and mobile operators. It includes a comprehensive device 
library plus an operator specifi c requirement library.

· Jump Media Desktop – This module is a client application to manage 
the adaptation and optimization of media formats such as ringtones and 
wallpapers. The Jump Media Desktop provides a rich set of user-friendly 
tools necessary to prepare reference content and perform the adaptation 

and optimization of 
media content for 
target devices.

Most of world’s 
top mobile content 
publishers have 
used Tira Jump 
technology to create 
and deploy their best 
selling applications 
across a broad range 
of mobile handsets 
and languages. Most 
notable publisher 
customers include 
Warner Bros., THQ 
Wireless, Sega, and 
Sony Pictures Mobile. 
The Tira team has 
built its reputation on 
customer service and 
quality - delivering 
a w a r d - w i n n i n g 
mobile content 
deployment solutions 
to the industry’s most 
successful brands.
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 Toronto Living
(If your company is looking for a satellite location, or your developers 

need a change of venue, you should consider Toronto)

Introduction
Toronto is the crown jewel of Canada.  A picturesque 
skyline that is bordered on one side by a beautiful 
waterfront and on the other by lush farmlands and 
breathtaking forests .  It boasts 2.6 million residents and 
is the fi fth largest city in North America.  As Canada’s 
largest metropolis it isn’t surprising that one quarter of the 
nation’s population is found within 100 miles of the city.  
Though Toronto is a large city, it is not a soulless concrete 
leviathan.  A short stroll around its surprisingly clean 
downtown streets is refreshing for those used to the grime 
of other large cities.  Though the walkways are crowded 
during typical rush time, people actually smile back or 
return a heartfelt greeting.  The pace of the city seems a 
hair less brisk and people seem genuine and kind.
Despite the warm fuzzies, Toronto is an exceptional 
atmosphere for business.  Toronto’s economy is 
exceptionally impressive comprising 11% of Canada’s 
gross domestic product (GDP) and topping $127 billion 
(Canadian) in 2005.  The varied businesses of Toronto 
export over $70 billion in goods and services throughout 
the world with retail sales of $47 billion annually. Toronto is 
the fi nancial and economic capital of the nation.  In fi ve of 
Canada’s six largest banks have their headquarters near 

the country’s busiest stock exchange.  North America’s 3rd 
largest fi nancial services center, Toronto, houses 75% of 
Canada’s foreign banks and 65% of the country’s pension 
fund companies.  It’s a lot of statistics to swallow at once, 
however, bottom line is: Toronto is the economic heart of 

Canada.  If you’re going to establish a business in Canada, 
Toronto will get you respect.
Toronto is proud of their highly versatile and skilled 
workforce.  
More than 
76,000 
businesses 
choose 
from a large 
labor force 
of which 
more than 
half have 
university 
or college 
training, 
are multilingual, and 58% have earned a postsecondary 
degree, diploma, or a certifi cate.  The residents of Toronto 
speak more than 100 languages and dialects. Toronto 
has an impressive range of postsecondary educational 
facilities which includes three universities and fi ve colleges.  
They offer training in virtually every discipline and skill.  
Toronto also leads the country in the number of college 
and university graduates with more than 15,000 medical 
and biotech researchers, two top-ranked MBA schools, 
and excellent programs in game development, fi lm, 
engineering, computer sciences, and multimedia. There’s 
no better place to establish a business in Canada for the 
successful interchange of talent and resources.  Also, 
businesses set up to take advantage of those resources 
are prime outsourcing candidates.
The Pearson international Airport is within an easy 20 
minute drive to the heart of the city.  The city is building a 
new airport with a stylish design, easier access, and better 
facilities.  Upgrades to the airport are now being completed 
and personnel and airlines are being switched over to 
the new facility.  The airport provides travel to over 300 
destinations in 54 countries and services 64 carriers.
It’s now easier and faster to get into the city of Toronto.  
But where the airport leaves off, public transit facilities pick 
up.  In addition to the cities four major highways, the public 
transit system is the second largest in North America and 
has the highest per capita ridership rate on the continent.  
There are more than 2400 subway vehicles, buses, and 
taxis making it easy for more than 1.4 million business 
riders to travel to the city daily.  It’s
Toronto as a whole seems to do things 
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right.  Though the city is large, its personality 
and charisma are not lost among the mass of 
high-rises.  Additionally, it is diffi cult to fi nd a 
city as mature as Toronto nestled among such 
beautiful surroundings.  Toronto is certainly a 
premier destination with resources enough to 

ensure successful business endeavors.

History
Humans begin to occupy the Toronto region shortly after 
the last ice age.  Many thousands of years later, in the 17th 
century, these indigenous peoples opened up trade with 
the French, who subsequently established trading post 
in Toronto in the 18th century.  Toronto passed to British 
control in 1763, and the creation of an urban community 
began 30 years later when colonial offi cials built Fort York 
and laid out a town site.  That community,’ York,’ became 
the capital of the offense about Canada (now Ontario).  It 

also grew as 
an important 
commercial 
center, and, 
in 1834, 
with 9250 
residents, 
it was 
incorporated 
into the ‘city of 
Toronto.’  The 
population 
continued 
to expand: 
when Canada 
became a 
country in 
1867, the city 
was home to 
50,000 souls.  
By 1901, 
208,000 
people 
lived there.  
(Courtesy of 
www.Toronto.
ca)  

Culture
The city of Toronto has cultural and social depth equal to 
its historical background.  Museums, art galleries, parks, 
and other exhibits and facilities are abundant in a city 
where cultural and social opportunities are as lush as 
its environment. Over one million participants, 200,000 
volunteers in 6000 community groups participate and 
benefi t from the 54,000 recreational programs offered by 
the park and wildlife organizations in the Toronto area.  
From arts and crafts to skating to tennis and swimming 
individuals and families looking for extracurricular activities 
won’t have to look further than the facilities available in 

Toronto.  These 
facilities include 
281 indoor 
and outdoor 
pools, 833 
playgrounds, 
136 community 
centers, 1500 
parks, to Alpine 
skiing centers, 
fi ve golf courses, 
642 sports fi elds, 
and 756 tennis 
courts.  Walkers, 
joggers, cyclists, 
and hikers can 
follow over 90 
km of paved 
trails.  It is easy 
to fi nd excellent 
locations for 
family picnics 
and group 
events.  There 
are convenient 
services near most main park entrances and ample parking 
makes reaching these parks simple.
Canada’s largest museum, the Royal Ontario Museum, is 
Canada’s largest museum with various arts, archaeology, 
and science exhibits.  The use in is found on the University 
of Toronto’s campus.
The world’s tallest tower, the CN Tower, gives Toronto 
its unique, recognizable skyline and is home to a 360° 
restaurant and a glass-bottomed observation deck.  From 
the tower you can see the Toronto Islands sitting placidly in 
Lake Ontario.  A quick ferry ride across gives you access 
to more than 550 acres of parks, tree-lined walkways, and 
beaches with no cars.
If the city has need to host the occasional opera, orchestral 
or theatrical performance, or the latest boat show, Toronto 
has the largest world-class convention center of Canada 
boasting more than 2,000,000 ft.² of convention facilities.  
This convention center, known as the Metropolitan Toronto 
convention center (MTCC), has over 600,000 ft.² of exhibit 
in meeting space including 64 meeting rooms, a 1330 seat 
theater and two luxurious ballrooms.
The Toronto zoo is a fantastic family affair with an 
educational and interactive attitude.  It boasts over 5000 
animals and over 460 different species.  The zoo is set in 
the beautiful Rogue Valley, and even if your family is one of 
the 1.2 million annual visitors, you won’t feel crowded in the 
710 acres connected by over 6 miles of walking trails.
Regardless of where you live, there are ample facilities 
available for participation in whatever extracurricular activity 
you desire.

Life in the City 
Toronto’s nightlife is world-class with 
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plenty of locales to dance the night away 
or enjoy a relaxing evening with friends.  
Toronto has an amazing quality of being as 
exciting and intoxicating as you would like 
or as tranquil and refreshing as you choose.  

The avenues for each choice are abundant and the city’s 
pleasant atmosphere encourages either.
Shopping and dining is also plentiful and varied.  
Whether you enjoy a high-end boutiques, mainstream 
retailers, or something strictly Canadian you’ll fi nd it in 
one of the many available shops or centers around the 
city.  When you’re exhausted from shopping, it doesn’t 
matter what ethnic dish your taste buds desire, you 
will fi nd luxurious cuisine or value menu eating within 
lunch distance of your place of business or within a 
short stroll of downtown.  Some of the best dining 
options to be found in Canada are packed into the 
downtown atmosphere of Toronto.  Even the pickiest 
game developers will have trouble complaining about the 
options available for that midnight run, delivery, or for a 
weekend out on the town.

www.sabarasa.com

Rivadavia 717 Suite #708
Buenos Aires, Argentina
Tel.: +54 11 5031-2878

For more info contact:
outsource@sabarasa.com

No Timezone Barriers

No Cultural Barriers
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Silicon Knights® is a game developer who concentrates on making next-generation games for the console market.   

Silicon Knights® was incorporated in July, 1992.  Our fi rst games were real-time strategy/action hybrids for the PC, Amiga and Atari.  
During the fi nal stages of development of our last PC game, Dark Legions(tm) (1994), we found our calling writing stories and the creation 
of backgrounds for characters.

Since then, we have focused on developing new ways to make non-linear content in games.  This resulted in our fi rst action adventure 
game, Blood Omen: Legacy of Kain(tm) (1996) for the Sony PlayStation. In 2000, Silicon Knights® became an exclusive second party 
developer for Nintendo during which time we created the critically acclaimed, Eternal Darkness: Sanity’s Requiem(tm) (2002).  Later with 
Nintendo and Konami, Silicon Knights® created Metal Gear Solid: The Twin Snakes(tm) (2004).

Most recently, Silicon Knights® broke away from exclusivity with Nintendo and are now working with Microsoft® on the Too Human(TM) 
Trilogy for the Xbox 360 and Sega® on an unannounced project.

Silicon Knights® is a guild of talented individuals dedicated to creating groundbreaking video games. We believe that our culture has only 
begun to explore the potential of video games, which will evolve into the dominant art form of the 21st century. We want to ride that shock 
wave, creating innovative products that stand out in an outstanding new industry. Like a true guild, we are completely self-sustaining, 
creating 100 percent of the content of our games. We have developed a reputation for creating superior original content through strong 
educational backgrounds, professional artists, and unique game designs.

Our aim is to completely engage and immerse gamers by combining the very best elements of technology, art, audio, game play, 
and story.  For each game, we blend these elements until the result becomes greater than the sum of its parts.  We seek to create a 
compelling and detailed world within which the game player can become absorbed into a seamless and compelling experience.

®

Silicon Knights, Inc.
One St. Paul Street, Suite 800
St. Catharines, Ontario
L2R 7L2

Contact: 
 Rob DePetris, Vice President
 www.siliconknights.com
 webmaster@siliconknights.com
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THE LEGAL CORNER

CISCO vs. APPLE

Unless you live in a vacuum, you have heard, read and perhaps even formed an opinion of 
the CISCO vs. APPLE law suit over the use of the term “iphone”.  While the OR may seem 
to be a strange place to comment on a domestic law suit, the issue raises genuine concerns 
with outsourcing contracts and asset protection.  Clearly, CISCO fi led the trademark.  
Obviously, Apple has determined to ignore the fi ling and proceed with its marketing of the 
hot new product.
 While no one knows for certain, the outcome of the disagreement may revolve 
around two provisions of the United States Patent and Trademark Offi ce.  
 The fi rst is found in Section 8 of the USPTO requirements.  It states basically,  
“Between the 5th and 6th year after registration the owner must fi le a Declaration of 
Continued Use or Excusable Nonuse (also known as a Section 8 Declaration). Failure to 
fi le the Section 8 Declaration results in the cancellation of the registration. (There is a 6-
month grace period.)”  This is a mandatory declaration, and if a person fails to make the 
declaration after the beginning of the fi fth year and prior to the end of the sixth year (or the 6 
month grace period), the trademark will be cancelled.  The fi ling is very simple and consists 
of a statement that the owner of the trademark is using the mark in commerce.  You should 
contact your legal representative to examine your own trademarks and make certain you do 
not lose your mark because of failure to fi le this simple statement.
 The second is an optional statement.  In Section 15, a person may fi le for 
an incontestability status.  The USPTO website declares, “After 5 consecutive years of 
continuous use in commerce following registration the owner may fi le, but is not required to 
fi le, a Declaration of Incontestability under Section 15 of the Trademark Act if, among other 
things, the mark is registered on the Principal Register.”  If this declaration is made and 
further if the declaration is accepted by the USPTO, the validity of your trademark may not 
be challenged.
 No one currently knows all the facts about the CISCO-APPLE case.  Its inclusion 
here is to point out to the reader that blatant violation of apparent trademark rights can 
incur in the United States between domestic entities.  How much more are disagreements, 
violations, and abuses likely to occur in foreign lands?  It is therefore essential that in your 
outsourcing, you are properly legally protected.  Your choice of legal assistance must not 
only provide you with adequate contractual options, provisions, and remedies, but also 
assure that your intangible properties and assets are protected in the foreign markets to 
which you outsource your work.  There is no substitute for good legal counsel.

Legal Disclaimer:  OR will use reasonable efforts to include accurate and up-to-date 
information in this article, but OR makes no warranties or representations as to its accuracy 
and expressly disclaims any obligation to update said information. This article does NOT 
give legal advice and OR is not engaged in the giving of legal advice.  Information found in 
this article is presented for interest only and should not be relied on by the reader or any 
other person(s) as constituting legal advice.

vs
®®
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Toronto Development Resources
(Toronto’s Emerging Opportunities)

EDUCATION:

Ontario in general, and Toronto specifi cally, provides world-class 
opportunity for business development, education degrees, and new talent 
discovery.  The University of Toronto (Canada’s largest university) has 
a student population of over sixty thousand students located in three 
convenient campuses.  The university boasts of a broad selection of 
degrees and fi elds.  Not far behind, York University, Canada’s second 
largest university, is home to over fi fty thousand students, including 
Glendon College (an English and French bilingual entity, and Oscpode 
Law School.  Additionally, Ryerson University hosts twenty thousand full-
time students and an astounding sixty thousand continuing education 
students.  

The university system is supported by four major colleges, Centennial 
College, George Brown College, Humber College, and Seneca College. Of 
these four, Seneca houses the largest student body with over one hundred 
thousand students and offers degrees in over 260 fi elds.  Together, the 
four post secondary education colleges have 29 campuses evidencing 
Canada’s continuing commitment to higher education.

Not content with the standard education only, Toronto also houses many 
specialty schools.  Perhaps the most prominent are Ontario School of Art 
and design (fourth largest art and design school in North America) and the 
Royal Conservatory of Music (which includes the internationally renowned 
College of Glenn Gould College). 

The greater Toronto area also has many private schools at all levels 
including post secondary institutions including the International Academy 
of Design and Technology, Tregas Institute, and Tyndale University 
College and Seminary.

Of all these, perhaps the most interesting (and important) facility for the 
gaming industry is Seneca College. We felt it advantageous to provide the 
reader with some of the more tantalizing facts about this seedbed of talent.   
The Animation Arts Center offers a 3-year diploma program in traditional 
animation, with a digital animation specialty in the 3rd year.  Students can 
take either a 3D Animation or  3D Game Design stream.  In addition, there 
are three graduate certifi cate programs  (1 year in length) in 3D Animation, 
3D Game Design and Visual Effects.  These latter programs are for people 
with traditional animation or digital/graphic art backgrounds and usually 
some level of industry experience.   Seneca’s Animation Arts Center has 
a history of working on innovative projects, including the short animated 
fi lm “Ryan”  (made with the National Film Board of Canada and Copper 
Heart Entertainment) which went on to win over 60 international awards, 
including the Oscar for Best Animated Short in 2005.  

For the gaming industry specifi cally, graduates that specialize in 3D Game 
Design will fi nd positions as modelers, texture artists, animators, level 

builders, level designers, and game 
designers in game studios developing 
console, computer, web and interactive 
games.  Local and international game 
studios that are creating console 
titles are the primary employers of the 
graduates.   

The college also has a “game programming professional” option in the 
Bachelor of Software Development degree.  This is a relatively new 

program  producing programers who will provide opportunities for game 
developing companies as well.  

The 3D Game Design students are trained in motion capture and data 
clean-up.  Students then use the motion capture facility as part of their 
main project development.  For example, the 3D Game Design students 
in the graduate certifi cate program produce an actual game using motion 
capture data and working with an industry standard game engine.  
Examples of playable game mods can be found at www.blackicegames.
com  (the Seneca students’ game web site).  The department is currently 
updating from a 14 camera system to a 20 camera Vicon motion capture 
system. This advancement will place their training studio among the most 
comprehensive and advanced in the world. 

In addition to the college’s own departments, game studios have also 
been taking advantage of Seneca’s motion capture facility.  The demand 
has been growing.  Accordingly, the college upgraded to a larger studio 
with a private partner, Fast Motion.    The new studio will be used for 
education, research and industry production.  We will be the largest 
independent studio in eastern Canada.   

The new motion capture complex  is 8000sq ft. in total, but  the capture 
studio  area is approximately 2800 square feet  (and 2 stories high).  It can 
accommodate Hong Kong style wirework, as well as other action stunts 
such as car rigs.  In the arena of sports, tennis, basketball, as well as 
various swings (e.g. golf etc) can be captured.    

The point of the 3D Game Design program is to 
emulate a real-world production cycle within a 
studio environment.  This includes working as a 
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team to build a 
game, as well as 
being responsible 
for creating 
individual demo 
reels with usable 
game assets, 

such as character models.  The 
motion capture facility is part of 
that real-world experience.  Most 
institutions do not have an industry-
standard motion capture studio 
(or any motion capture studio), so 
any instruction on motion capture 
tends to be theoretical or through 
DVD tutorials.  The motion capture 
facility is also used by industry, 
giving students access to expertise 
and professionals as part of their 
educational experience.   The 
clean-up facility also provides 
another fi rst job in the industry for 
graduates.  

BUSINESS

Ontario generally and Toronto specifi cally has sought with impressive tax 
incentives and other factors to attract the fi lm industry to Toronto.  The 
result has been highly successful.  The entertainment sector contributed 
$9.9 billion to Ontario’s economy in 2004, 2.3 per cent of its GDP, making 
the province North America’s third largest employer in the entertainment 
industry, after California and New York. Roughly 185,000 Ontarians 
work in the sector, which includes fi lm, television, theatre, video game 

and music production, as well as book publishing.  What this means for 
video game developers is that there is an immense amount of resources, 
talent, and opportunities which can be utilized for the development of their 
products.  These include writers, illustrators, artists, studios, voice talent, 
animators, motion capture facilities, and a mature talent-base from which 
to recruit. When coupled with the tax incentives, specifi cally the new 30% 
digital media tax credit, the friendly language factor, and the reasonable 
proximity to U.S. offi ces, the opportunities afforded U.S. companies are 
potentially extraordinary. Consider Toronto for your next outsourcing 
project or satellite location.       

 

OUTSIDE

 

THE BOX

 In every opportunity and with every advancement, there is an 
element of us and society which hesitates to grasp the moment.  Change 
seems to threaten our security.  Our imaginations conjure up visions and fears 
of unknown risks, exposures and reversals.  The course of being motivated by 
fear rather than by desire to succeed keeps us from exposing ourselves to the 
potential unknown and of necessity robs us of that reward we might otherwise 
receive.  Failure to act when the opportunity presents itself causes many 
otherwise potential opportunities to be wasted or ignored.  The hesitancy to act 
will leave those companies with reduced profi ts, shrinking potential and lower 
market investor appeal, eventually causing them to become candidates for 
loss of production, contracts, and profi table opportunities.  Unable to compete 
with other companies utilizing sources of lower cost production and specialized 
talent selection, they will eventually of necessity either adopt the concept or 
fall into oblivion.  Either way, they will have lost the opportunity for competitive 
competition and will in all likelihood be unable to make an effective recovery.  
 The outsourcing opportunity in the computer gaming industry is no 
exception to this general concept.  Some managers, producers, directors and 
artists fear the competition, the risks, the talent, the cost savings, the unknown 
of the outsourcing opportunity, any one of which, or collectively combined pose 
a potential threat to the local producer.  Some in the general public feel that 
outsourcing is a threat to the U.S. worker, the solvency of the U.S. companies, 
and even the economy of this nation.  Those producers afraid to make the 
jump, or unable to adapt to the reality of the world market will fade into 
darkness.  Competition will prove their demise.  
 In such a marketplace, how could employees in local companies 
not fear for their job security?  How could a local artist maintain confi dence that 
his skills demand his price when the potential to do his work can be duplicated 

overseas for a fraction of his cost?  Is there a continuing market in the 
U.S. for the computer artist?  
 As a general rule, the fears, concerns, and threats perceived 
by the local managers, directors, and artists are fl awed, unfounded, and 
without any reasonable basis.  Notwithstanding this false paradigm, 
there are occasions when security truly is threatened by unwise, 
improperly initiated, or badly managed outsourcing programs.  Producers 
can take steps to minimize this potentially harmful result.  
 Just as the failure to grasp the outsourcing opportunity 
will result in a company’s eventual failure, the failure to satisfy local 
employee concerns has the potential to result in lower productivity, 
dissatisfi ed moral, and even total loss of the local talent.  
 While most concerns are based in falsehoods, yet, managers 
and directors need to seriously consider the concerns of those for whom 
they are responsible, address those concerns, and maintain stability, 
dependability, and productivity.   
 If you outsource, you should consider the following steps to 
bolster employee incentive and attitude.  

Outline clearly your expectations of the home staff
Explain why the local employee’s services are not being replaced
Let the home bodies understand that their services are valuable to 
the company
Conduct periodic individual interviews to assess attitude and detect 
possible concerns
Minimize praise of the offshore products, capabilities, and 
functionality in front of locals.
Maximize praise of the local capabilities and products

The bottom line is that while outsourcing may offer reduced costs, 
increased quality, access to special needs, and/or reduce time, those 
benefi ts may all disappear if the company loses support, productivity and 
dedication of the home staff.  Keep the home fi res burning.

For more detailed information on this topic, review the OR Article, 
November, 2005 issue, The Risk of Internal Resistance to Outsourcing, 
Alleviating Employee Anxiety.
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Paid for by the Government of Ontario.

There are many reasons why the 

economic growth of Ontario is predicted to outpace Germany, France, and Japan this 

year. And why, at over $400 billion, our GDP is already greater than Switzerland’s or 

Sweden’s. Our dynamic economy is diversified from automotive to food products, and 

aerospace to IT and communications. We’re located in the heart of North America, 

with a reach of 420 million people. Most importantly, we’re built for business. Ontario 

is the economic center of Canada, which is the lowest-cost G7 country for conducting 

business, according to a 2006 KPMG study. We also offer the best-educated 

workforce in the world, universal healthcare, and a commitment to bring commercial 

innovations to market. It’s enough to make any nation proud. There’s no better place in 

the world to do business.

ONE OF THE FASTEST GROWING G7 
ECONOMIES ISN’T EVEN A COUNTRY.
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