
	

Best	of	the	WWEST,	Episode	62:	Leanne	Roed,	Game	Designer	&	Artist	
	
Intro			
This	is	the	Best	of	the	WWEST,	inspiring	women	with	real	stories.	Hosted	by	Westcoast	Women	in	
Engineering,	Science	and	Technology.	
	





	

I'm	not	an	artist	I	can't	do	this.	On	my	side,	that's	where	I	would	be	kind	of	in	the	art	and	design	of	the	
experience	side	of	things.	And	then	Justin's,	he	would	be	taking	all	of	that	information	and	all	of	the	
things	that	we	come	up	together,	and	actually	doing	the	hard	work	of	translating	that	into	code	that	his	
engine	could	translate	and	then	deliver	it	to	the	app	stores	so	people	could	buy	it.	
	
DANNIELE	LIVENGOOD			
Very	cool.	Yeah,	that	sounds	like	really	exciting	work.	And	I	think	people	will	be	surprised	to	hear	how	
collaborative	it	is,	and	how	much	communication	goes	into	it.	I	think	people	have	this	idea	that	games	
just	come	out	of	one	person	tapping	away	on	a	computer	or	something.	
	
LAN	ROED			
I	mean,	they	can,	but	that	person	doesn't	usually	have	very	healthy	life	balance.	[Laughs]	
	
DANNIELE	LIVENGOOD			
[Laughs]	So,	do	you	want	to	share	with	us	a	bit	about	how	you	ended	up	becoming	a	game	designer?	
	
LAN	ROED			
Sure.	It	was	a	bit	of	a	windy	road.	I	didn't	actually	know	that	a	game	designer	was	something	that	you	
could	be,	or	a	goal	you	could	have.	Despite...I	think	in	the	back	of	my	head,	it's	really	what	I	always	
wanted.	And	I	had	a	hard	time	kind	of	setting	a	path	for	myself,	because	I	didn't	know	the	name	of	the	
thing	I	wanted	to	get	to.		
	
DANNIELE	LIVENGOOD			
Right.		
	
LAN	ROED			
So	I	was	actually	working	on	a	movie	set,	back	home	in	Manitoba	after	I	graduated	from	art	school.	It	
was	an	indie	film.	I	was	volunteering.	Actually,	I	was	making	props.	And	it	was	really	fun.	Just	like	we'd	
find,	like	a	PVC	pipe	in	the	corner.	And	then	we	turn	it	into	like	a	machine	gun.	And	that	will	be	used	in	



	

	
LAN	ROED			
Okay,	cool.	
	
DANNIELE	LIVENGOOD			
Yeah.	So	that	experience	at	the	film	school	and	studying	game	design,	you	were	just	like,	yes.	
	
LAN	ROED			



	

DANNIELE	LIVENGOOD			
[Laughs]	
	
LAN	ROED			
And	they	featured	us	around	Christmas	time.	And	since	then,	we've	had	a	really,	really	wonderful	
relationship	with	the	Apple	App	Store,	with	Apple	in	general,	they	featured	us	fairly	consistently	for	
the	last	three	years.	And	because	of	the	way	that	the	merchant	market	is	saturated	now,	unless	you	
have	insane	marketing	budget,	or	have	some	other	serendipitous	experience,	I'm	thinking	an	



	

DANNIELE	LIVENGOOD			
Definitely,	cool.	Yes.	And	no,	I	think	that's	a	great	story.	I	mean,	not	a	lot	of	us,	you	know,	set	one	path	
for	ourselves	and	like,	stick	to	it.		
	



	

making	games.	And	I	should	say	when	I	say	making	games,	I	don't	mean	making	Fortnite,	I	mean	
making	small,	strange,	silly	things,	experimenting,	taking	something	from	an	idea	to	a	finished	thing,	
no	matter	how	many	ragged	edges	still	haven't	been	polished	out.		
	
DANNIELE	LIVENGOOD			
Yeah.	
	
LAN	ROED			
Being	able	to	look	at	that,	look	back	and	say,	I	finished	that.	And	also	being	able	to	take	that	thing	and	
show	it	to	other	people	who	are	doing	the	same	thing	that	you're	doing,	who	are	exploring	their	own	
skill	sets	for	making	games	and	get	their	feedback,	see	what	you	made,	your	thing	through	their	eyes,	
and	start	learning	how	to	communicate	with	these	other	people	in	your	community.	There's	nothing	
that	will	help	you	more	than	making	strange	games.	
	
DANNIELE	LIVENGOOD			
I'd	have	to	agree	with	that.	I'm	not	even	in	games,	but	my	partner	is.	And	I	think	I	made	my	first	game	
in	like	2013.		
	
LAN	ROED			
Oh,	that's	awesome.	
	
DANNIELE	LIVENGOOD			
It	was	a	big	Twine	game.	So	if	you	look	up	the	engine	Twine,	it	was	a	text	based	game.		
	
LAN	ROED			
Twine's	the	best.		
	
DANNIELE	LIVENGOOD			
But	yeah,	it's	very	like	drag	and	drop,	it	makes	a	lot	of	sense.	But	I	also	had	to	use	some	of	the	coding	
that	I	learned	in	university	for,	like	lab	analysis,	and	stuff,	like	I	had	some	basic	coding	ideas.	And	so	
like,	you	can	kind	of	explore	Twine,	and	it's	like	such	a	basic	tool,	but	you	can	make	such	beautiful	
things	out	of	it.	But	yeah,	it's	just	like	those	tools	are	there,	and	anyone	can	do	it.	And	I	think	you're	
right,	that	taking	that	first	step	in	making	something	and	being	like,	I	did	a	thing.		
	
LAN	ROED			
Absolutely.		
	



	

Yeah.	Yeah.	'Cause	often	if	you're	like,	hmm,	I	want	to	do	this	thing	on	Twine	you	just	Google	like,	How	
do	I	make	some	multimedia	things	pop	up	in	Twine?	And	then	people	are	like,	Here's	the	text,	here's	
the	code,	and	you're	like,	Great.	You	just	implement	it,	and	just	drag	and	drop	and	put	everything	in,	
and	yeah,	



	

good	thing.	I	had	a	job.	It	wasn't	a	terrible,	terrible	consequence	or	anything.	But	it	did	take	me	a	long	
time	to	kind	of	reorient	myself	to	the	direction	that	in	my	heart,	I	knew	where	I	wanted	to	go.	I	just	
didn't	have	that	confidence	out	of	the	gate.	



	

	
LAN	ROED			
Sure.	I	think	in	a	lot	of	ways,	I	mean,	my	work,	specifically	my	work	as	a	game	designer,	I've	worked	in	
educational	and	training	games	that	are	very...I'm	really	passionate	about	education,	because	of	that	
experience	that	I	had,	where	I,	I	think	I	kind	of	when	I	was	a	kid,	I	had	a	bit	of	a	different	learning	style,	
than,	you	know,	the	general	public	that	we	expect.	We	expect	kids	to	kind	of	just	kind	of	fall	in	line.	And	



	

DANNIELE	LIVENGOOD			
Yeah,	absolutely.	Thank	you	for	those	thoughts.	That's	great.	In	the	next	5	to	10	years,	where	do	you	
see	your	career	path	taking	you?	
	
LAN	ROED			
Oh,	that's	a	big	one.	Yeah,	that's	interesting.	Games	is...It's	interesting,	because	games	change	every	five	
or	so	years.	So	five	years	ago	was	such	a	different	landscape,	than	the	five	years	before	that,	than	the	
five	years	before	that.	So	it	is	very	hard	to	kind	of	forecast	that	for	myself.	But	I	know	that	in	5	to	10	
years,	I	will	still	be	doing	what	I'm	doing	now,	which	is	searching	for	interesting	projects,	making	them	
myself	if	I	can't	find	them,	working	with	other	people	to	make	those	projects	a	reality,	and	doing	the	
community	organization	work	that	I	find	so	fulfilling,	because	it	does	help	people	realize	how	
important	games	are	and	can	be.	
	
DANNIELE	LIVENGOOD			



	

Great.	So,	outside	of	work,	is	there	a	cause	or	an	issue	that	you're	passionate	about?	What	do	you	like	
to	do	in	your	spare	time,	you	know,	your	"spare,"	very	much	in	air	quotes,	what	do	you	like	to	do?	
	
LAN	ROED			
I	don't	have	that	much	spare	time.	When	I	do	have	spare	time,	a	lot	of	that	goes	to	my	backlog	of	games	
that	I	am	very,	very	slowly	working	through,	I	never	seem	to	be	playing	the	thing	that	everyone's	
excited	about	the	new	releases,	even	the	new	releases,	and	like	the	indie	and	all	experimental	games	
that	I'm	really	passionate	about.	But	when	I	do	have	a	minute,	I	do	like	to	catch	up	on	that	stuff.	
Because	I	want	to	stay	involved	in	those	spaces.	And	I	also	want	to	stay	current,	I	want	to	make	sure	
that	I'm	playing	the	games	that	are	relevant	not	just	to	my	own	interests,	but	to	the	interest	of	the	
people	that	I	work	for.		
	
DANNIELE	LIVENGOOD			
Yeah.		
	



	

LAN	ROED			
My	favourite	place	is	it	is	back	home,	Winnipeg.	Specifically,	I	think...my	mom	has	a	cabin.	And	I	grew	
up	reading	on	the	porch	of	that	cabin.	So	that's	definitely	when	I	love	to	go	visit.	
	
DANNIELE	LIVENGOOD			
Nice.	The	ever	pertinent	question,	how	much	coffee	Do	you	drink	in	a	day?	
	
LAN	ROED			
I	think	I	drink	probably	maybe	two	and	a	half	cups.	I	really	love	in	the	morning	to	take	a	cup	of	coffee.	
And	to	slowly	keep	filling	it	up	with	hot	coffee.	So	it's	always	at	that	perfect	temperature.		
	
DANNIELE	LIVENGOOD			
Perfect.	
	
LAN	ROED			
Yeah.	So	like	almost	too	hot.	
	
DANNIELE	LIVENGOOD	
Nice.		
	
LAN	ROED			
Yeah.		
	
DANNIELE	LIVENGOOD			
Nice.	Alright,	well,	you've	survived	the	lightning	round.	So,	we're	going	to	move	on	and	wrap	things	up.		
	
LAN	ROED			
Cool.	
	
DANNIELE	LIVENGOOD			
What	advice	would	you	have	for	people	who	want	to	get	into	games?	
	
LAN	ROED			
Sure.	Yeah.	And	we	touched	on	this	a	bit,	but	definitely	make	games.	Make	games	now.	Don't	worry	too	
much	about	how,	you	know,	other	people	are	going	to	judge	those	games.	Make	bad	games,	make	silly	
games,	make	games	that	don't	work,	or	that	are	going	to	make	people	say,	That's	not	a	game.	So,	my	
favourite	games	are	games	that	elicit	that	response.	I'd	say,	connect	with	your	community,	and	be	kind	
to	yourself.	So	don't	beat	yourself	up	about	being,	you	know,	nervous	to	go	to	an	event,	saying	the	
wrong	thing.	Nobody's	going	to	remember	it.	I've	definitely	been	that	awkward	person	for	a	very	long	




