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IN THE UNITED STATES PATENT AND TRADEMARK OFFICE
BEFORE THE TRADEMARK TRIAL AND APPEAL BOARD

In Re: Serial Nos. 77/948,333; 77/948.895. 85/310,089
Applicant’s Mark: VALHALLA GAME STUDIOS; VALHALLA GAME STUDIOS and

Design;
Applicant’s Mark in Child Case: VALHALLA ENTERTAINMENT

VALHALLA MOTION PICTURES, INC.,
Opposer,
V. Opposition No. 91204259 (parent case)
Opposition No. 91206662 (child case)
VALHALLA GAME STUDIOS CO. LTD.,
Applicant;

AND RELATED OPPOSITION.

FIRST NOTICE OF RELIANCE

Pursuant to Trademark Trial and Appeal Board Manual of Procedure (“TMBP”) §
704.03(b)(1)(A), Opposer hereby serves notice that it will rely upon U.S. Trademark Registration
No. 4,212,384 dated September 25, 2012 for VALHALLA MOTION PICTURES and Design
and U.S. Registration No. 4,238,523 dated November 6, 2012 for VALHALLA TELEVISION
and Design. Attached are true and correct copies of the certificates of registration and the TSDR
printouts for such registrations as of December 13, 2013.

espectfully submitteg,

Dated: December 13, 2013 /
Michael K. Grace
mgrace(@gracelaw.com
Grace+Grace LLP
790 E. Colorado Blvd., Suite 797
Pasadena, CA 91101
Telephone: 626.696.1555
Attorneys for Valhalla Motion Pictures, Inc.




CERTIFICATE OF SERVICE

[ hereby certify that a true and complete copy of the foregoing FIRST NOTICE OF
RELIANCE has been served on December 13, 2013 by electronic mail, to:

Lisa Wang

Iwang(@weintraub.com

Weintraub Tobin Chediak Coleman Grodin
9665 Wilshire Blvd., Ninth Floor

Beverly Hills, CA 90212

hdA K P

Michael K. Grace
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Reg. No. 4,212,384
Registered Sep. 25,2012
Int. Cl.: 41

SERVICE MARK
PRINCIPAL REGISTER

Director of the Eaited States Patent and Trdemark Office

States of Jnyp,.

G@nited States Patent and Trabemark Office C‘?

.A

VALHALLA

MOTION PICTURES

VALHALLA MOTION PICTURES, INC. (CALIFORNIA CORPORATION)

3201 W. CAHUENGA BLVD.

LOS ANGELES, CA 90068

FOR: MOTION PICTURE FILM PRODUCTION, IN CLASS 41 (U.S. CLS. 100, 101 AND 107).
FIRST USE 7-25-1997; IN COMMERCE 7-25-1997.

NO CLAIM IS MADI: TO THE EXCLUSIVE RIGHT TO USE "MOTION PICTURES", APART
FROM THE MARK AS SHOWN.

THE MARK CONSISTS OF THE WORDING "VALHALLA MOTION PICTURLES" BELOW A
SHIP ON OPEN WATER IN FRONT OF A CRESCENT MOON ON A SHADED BACKGROUND.

SER. NO. 85-310,106, FILED 5-2-2011.

ALICIA COLLINS, EXAMINING ATTORNEY
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Mark: VALHALLA MOTION PICTURES

.A
VALHALLA
MOTION PICTURES
US Serial Number: 85310106 Application Filing Date: May 02, 2011
US Registration Number: 4212384 Registration Date: Sep. 25, 2012
Filed as TEAS Plus: Yes Currently TEAS Plus: Yes

Register: Principal
Mark Type: Service Mark
Status: Registered. The registration date is used to determine when post-registration maintenance documents a
Status Date: Sep. 25, 2012

Publication Date: Jul. 10, 2012

Mark Information

Related Properties Information
Goods and Services

Basis Information (Case Level)

Current Owner(s) Information

Owner Name: Valhalla Motion Pictures, Inc.

Owner Address: 3201 W. Cahuenga Blvd.
Los Angeles, CALIFORNIA 90068
UNITED STATES

Legal Entity Type: CORPORATION State or Country Where CALIFORNIA
Organized:

Attorney/Correspondence Information

Prosecution History
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Reg. No. 4,238,523
Registered Nov. 6, 2012
Int. Cl.: 41

SERVICE MARK
PRINCIPAL REGISTER

Director of the United States Patent and Irademark Office

States of .

UAnited States Patent and Trabemark Office lt‘?

VALHALLA

TELEVISION

VALHALLA MOTION PICTURES. INC. (CALIFORNIA CORPORATION)

3201 W. CAHUENGA BLVD.

LLOS ANGELES, CA 90068

FOR: TELEVISION SHOW PRODUCTION, IN CLASS 41 (U.S. CLS. 100, 101 AND 107).
FIRST USE 9-4-2012; IN COMMERCE 9-4-2012.

NO CLAIM IS MADE TO THE EXCLUSIVE RIGHT TO USE "TELEVISION", APART FROM
THE MARK AS SHOWN.

THE MARK CONSISTS OF THE WORDING "VALHALLA TELEVISION" BELOW A SHIP
ON OPEN WATER IN FRONT OF A CRESCENT MOON ON A SHADED BACKGROUND.

SN 85-310,085, FILED 5-2-2011.

ALICIA COLLINS, EXAMINING ATTORNEY
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Status Date: Nov. 06, 2012

Publication Date: Jul. 03, 2012 Notice of Allowance Date: Aug. 28, 2012
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Owner Name: Valhalla Motion Pictures, Inc.

Owner Address: 3201 W. Cahuenga Bivd.
Los Angeles. CALIFORNIA 90068
UNITED STATES

Legal Entity Type: CORPORATION State or Country Where CALIFORNIA
Organized:

Attorney/Correspondence Information

Prosecution History
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IN THE UNITED STATES PATENT AND TRADEMARK OFFICE
BEFORE THE TRADEMARK TRIAL AND APPEAL BOARD

In Re: Serial Nos. 77/948,333; 77/948,895, 85/310,089
Applicant’s Mark: VALHALLA GAME STUDIOS; VALHALLA GAME STUDIOS and

Design;
Applicant’s Mark in Child Case: VALHALLA ENTERTAINMENT

VALHALLA MOTION PICTURES, INC.,
Opposer,
V. Opposition No. 91204259 (parent case)
Opposition No. 91206662 (child case)
VALHALLA GAME STUDIOS CO. LTD.,
Applicant;

AND RELATED OPPOSITION.

SECOND NOTICE OF RELIANCE

Pursuant to Trademark Trial and Appeal Board Manual of Procedure (“TMBP”) §
704.03(b)(1)(A), Opposer hereby serves notice that it will rely upon the following online
magazines articles:

1. “Second Screens, Morgan Spurlock, and the Future of Film and TV: Variety

Entertainment Summit at CES” by Katie Manderfield, Variety Magazine, January 16, 2013,

pages 1 and 5 of 6, true and correct copies of which are attached as Exhibit 1; and
2. “Transmedia Across Disciplines at National Association of Broadcasters™ by Celina

Beach, Wired Magazine. December 8, 2012, pages 1-10. true and correct copies of which are




Opposition Nos. 91204259 and 91206662

attached as Exhibit 2.

The articles feature entertainment industry leaders, such as Gale Anne Hurd, president of
Opposer Valhalla Motion Pictures, Inc., and are relevant to show current industry practice in
distributing entertainment content through multiple media and the natural zone of expansion of

Opposer’s motion picture film production services and television show production services.
p

7spectfully submitted,

WAL K

Dated: December 13, 2013 vi
Michael K. Grace

mgrace(@gracelaw.com

Grace+Grace LLP

790 E. Colorado Blvd., Suite 797

Pasadena, CA 91101

Telephone: 626.696.1555

Attorneys for Valhalla Motion Pictures, Inc.




CERTIFICATE OF SERVICE

[ hereby certify that a true and complete copy of the foregoing SECOND NOTICE OF
RELIANCE has been served on December 13, 2013 by electronic mail, to:

Lisa Wang

lwang(@weintraub.com

Weintraub Tobin Chediak Coleman Grodin
9665 Wilshire Blvd., Ninth Floor

Beverly Hills, CA 90212 A
| /;M/( i 5”

¥ Michael K. Grace
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Second Screens, Morgan Spurlock, and the Future of Film and TV: Variety's Entertainment Summit At CES | The Credits

search || ]

Second Screens, Morgan Spurlock, and the
Future of Film and TV: Variety’s Entertainment
Summit At CES

Tweet -1 S0

JANUARY 16, 2013 BY KATIE MANDERFIELD

The Credits recently journeyed to the 2013 International Consumer Electronics Show
(http:/fwww.cesweb.org/), where we caught Variely’s Entertainment Summi
(http://www, variety.com/events/2013/ces-entertainment-summit/)t amid the bustling Las
Vegas Convention Center. Sponsored by one of the industry's most venerable
publications, the two-day summit celebrates innovation in the content industries.

Tucked away from 1he effervescent, mmmmm

devito-the-credits-journeys-to-2013-ces/), we watched dynamic panels and discussions
on the future of film, television, and technology.

The program included a roundtable with top studio executives, a keynote with writer-

director-producer Morgan Spurlock, and expert insight from content powerhouses like
, X-Box, and Funny or Die (http://www funnyordie.com/}, as

well as key tech aficionados from companies like Reddit, Facebook, and Amazon.

Panel discussions sparked enthusiasm and lively debate, while current industry issues
were eagerly taken to task. From new technologies, 1o second-screen marketing, fan
communities, and viral digital content, we have seen the future of film and television—
and it is, in a word, thrilling. Here's a rundown of the program:

7 hecredits.org/wp-co

12013/01NarietyGirls jpa)

Variety Paper Girls

12/11/13, 17:52

Subscnbe

eman’ address l

Related Stories

ON LOCATION

Hearing Is Belleving: MPAA's TED2013
Master Class With Music Supervisor
Randall Poster

(http://www.thecredits.org/2013/03/hearing-

is-believing-too-mpaas-ted2013-
master-class-with-music-
supervisor-randall-poster/)

ON LOCATION
Behind-the-Scenes at the Austin Film
Festival

(http://www.thecredits.org/2012/11/behind-
the-scenes-at-the-austin-film-fest/)

ON LOCATION
On Laocatlon: Western Costume

(http://www.thecredits.org/2012/09/on-
location-western-costume/)

http:/ /www.thecredits.org/2013/01/second-screens-morgan-spurlock-and-the-future-of-film-and-tv-varietys-entertainment-summit-at-2013-ces/
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http: redi /wp-content/upl /2013/01/variety29.j
“The Future of Television” Panel
Tapping Into Fan Culture: Complimentary Content & Attention to Details

What do The Walking Dead, Reddit, Facebook, and Funny or Die have in common?
Communities of enthusiastic fans—and lots of them. Variety's Entertainment Summit
concluded with the all-star panel, Masters of Storytelling, where figures from ultra-
popular shows, forums, and social networks spoke about the power of fan culture to
drive ratings and foster loyalty.

The Walking Dead executive producer Gale Anne Hurd, explained that the show
increased audiences by providing meta-content during off-seasons. The Talking Dead
(http:/iwww amctv.comy/shows/talking-dead), a live after-show that discusses each
episode, and The Walking Dead iPad game, are two examples of complimentary content
that allow die-hard fans to deepen their engagement with the show.

"Masters of Creative Storytelling in Digital Media” Panel

Reddit general manager, Erik Martin advised content producers to tap into fan cultures,
because they have enormous power. He recalled a Monk fan who purchased a multi-
season DVD box-set and noticed that protagonist Tony Shalhoub's face appeard at the
bottom of each DVD—except for the very last season, where his face appeared at the
top. The fan launched a campaign, noting that the inattention to detail would drive
Monk's OCD-addled protagonist crazy. The thread received one million views in twelve
hours, prompting the company to re-release the DVD with the change.

To engage loyal and devoted fans, panelists agreed that social media is the preferred
medium of choice. Panelist Kay Madati, Head of Media & Entertainment at Facebook,
pointed to Dallas as an example of how complimentary content can enhance marketing;
the television show spent six months promoting on the social network—via detailed
backstory on the show's main characters—before it aired. The result? Dallas premiered
to big ratings, likely because viewers were already invested in the show.

Above all, panelists were unanimous that when it comes to entertainment content, fan
culture is a powerful force. "Once somebody is a fan of the show,” Madati said, “they are
a fan of the show.”

http://www.thecredits.org/2013/01/second-screens-morgan-spurlock-and-the-future-of-film-and-tv-varietys-entertainment-summit-at-2013-ces/ Page 5 of 6
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Transmedia Across Disciplines at National Association of Broadcasters | Wired Magazine | Transmedia Producer 12/11/13, 17:53

Type and hit Enter To find out more or add to the site text Johnny to 50500
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Transmedia Across Disciplines at National
Association of Broadcasters | Wired

Magazine
(http://www.transmediaproducer.org/transm
across-disciplines-at-national-association-
of-broadcasters-wired-magazine/)

Leaders in the field of transmedia storytelling converged at the National Association of Broadcasters Show to discuss its
potential for engaging audiences as well as best practices for the creation process. Moderated by USC’s Henry Jenkins,
the academic who initially popularized the term, the panel featured experienced producers in the film, television and
videogaming industries.

By Celina Beach, originally posted at ARGNet

http: //www.argn.com/2011/04/transmedia_experts tell the story to nabshow attendees

http:/ /www.transmediaproducer.org/transmedia-across-disciplines-at-national-association-of-broadcasters-wired-magazine/ Page 1 of 10
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http://www.wired.com/images blogs/maqgazine/2011/05/Panelists.j <img

sre="http://www.wired.com/images blogs/magazine/2011/05/Panelists.jpq” alt=""title="Panelists” width="640"

height="480" class="aligncenter size-full wp-imaqge-45405" />

(http://www.wired.com/images blogs/magazine/2011/05/Panelists.ipq)

For the second year in a row, the National Association of Broadcasters (NAB) Show hosted a panel of transmedia

luminaries (http://www.flickr.com/photos/banshee1013/5663703710) to discuss the state of the industry. This year’s

panel, Transmedia: Telling the Story through Narrative Content, Games and Real-World Adventures was hosted by
\Henry Jenkins (Professor of Cinema and Media Studies at the University of Southern California

(http://annenberg.usc.edu/Faculty/Communication%20and%z20Journalism/JenkinsH.aspx), and author of

Convergence Culture: Where Old and New Media Collide_(http://www.amazon.com/Convergence-Culture-Where-
Media-Collide/dp/0814742955/)) and included Jeff Gomez (President and CEO, Starlight Runner Entertainment
(http://www.starlightrunner.com/)), Kim Moses (Executive Producer/Director, Sander/Moses Productions
(http://www.sandermoses.com/) and Slam Internet), Gale Anne Hurd (Executive Producer, The Walking Dead;
President, Valhalla Motion Pictures (http://www.valhallamotionpictures.com/)), Danny Bilson (Executive Vice
President of Core Games, THQ, Inc. (http://www.thg.com/)), and Tim Kring (Transmedia Storyteller, Conspiracy for
Good, Heroes).

Jenkins started the panel with a definition of transmedia from his book as a starting point for discussion amongst the

panelists:

http:/ /www.transmediaproducer.org/transmedia-across-disciplines-at-national-association-of-broadcasters-wired-magazine/ Page 2 of 10
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Transmedia Storytelling represents a process by which narrative information is systematically dispersed across
Imultiple media channels for the purposes of creating a unified and coordinated entertainment experience. Ideally each

medium makes its own unique contribution to the unfolding of the story.

Venkins asserted that the difference between transmedia and other methods is “that each element adds something vital

to the mix as a whole” and “expand(s] the canvas on which storytellers work within the entertainment industry.”

After introducing the members of the panel, Jenkins discussed the recent addition of the new Transmedia
Producer credit from the Producer’s Guild of America, and asked Jeff Gomez to speak on

(http: //www.flickr.com/photos/banshee1013/5663725626)the subject. First, Gomez discussed his interpretation of what,
transmedia does: “What has been discovered initially is that, yes, transmedia can help us sell stuff: this has been . . . the
most common application of thinking about how to tell stories over multiple media platforms because somehow, if you
like the story, you might buy iterations of the story from one medium to the next. But that’s not going to be the most
brilliant application of transmedia.” Gomez focused instead on other changes brought on by transmedia narratives,
Isuch as affording producers and creators the opportunity to enjoy a greater level of control over their properties; being
able to take equity and stronger financial stakes in their properties; and giving creators new ways of expressing
themselves. “The canvas of the story is no longer a television screen, or even the movie theater screen; you are now

fenvisioning how to tell stories that dovetail and flow across these different media channels.”

] ttp: //www. wired, comumages b Qgszmagazmepgzuggsz;z ”QQ ,ngz g

height= 180" class="alignright size-full wp-image-45404" />

w.wired.com/i es blogs/magazine/2011 JeffGomez.j;

Gomez conceded that greater financial investment would be needed in order to create robust storyworlds necessary to
carry the story across media platforms, but found hope in new models of financing where creators and investors work
in concert. Partnerships between struggling industries like the publishing or the music industry, and software
companies looking to cross over and develop entertainment in these areas, are currently forming, and Gomez predicts
they will become more prevalent in the future. There are also international partnerships forming. Canada has a new
media fund that requires television and film makers to take other platforms into consideration in order to be financed by
the new fund, recognizing the need for transmedia talent in order to make this happen. Brazil and other European
countries have also been entering into co-production deals with the United States for transmedia properties. The greater|
equity this will afford will lead to new kinds of contracts: the amount of work needed to create a successful transmedia

project will “command respect and participation. If we're working harder, we deserve more.”

Gomez shifted the conversation to the new Transmedia Producer credit: “[The Producer's Guild]'s responsibility largely
is to reduce the number of credits, and here they are adding the Transmedia Producer credit. This is amazing because it

indicates there is something very real and tangible happening in this space.” By doing so, the Guild is allowing

http:/ /www.transmedliaproducer.org/transmedia-across-disciplines-at-national-assoclation-of-broadcasters-wired-magazine/ Page 3 of 10
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transmedia producers the ability to get health insurance, to receive appropriate compensation, and to be recognized
along with producers in other media. As a point, Gomez listed the companies currently pursuing transmedia strategies,

including Disney, Sony, Nickleodeon, Fox, and even Televisa, who created a Transmedia Division.

INext to speak was Kim Moses. Her topic was the “Total Engagement Experience” model, which she employed for the
television show Ghost Whisperer. The diagram of the model is an infinity loop, the purpose of which is “a creative and
Istrategic model in which we drive eyeballs from one platform to another platform.” There is always a “cornerstone” in
the model which could be a television show, feature film, or even clothing lines such as Quicksilver or Juicy Couture: the
goal is to give the fan base an experience on many different platforms. This has the benefit of creating press buzz, new
revenue sources, and “most importantly, is that it drives demographics and builds ratings, and a loyalty with the fan
base.” Some of the platforms used by Sander/Moses Productions are cell phones, publishing, interactive features on

DVDs, the internet, merchandising, music, and youth outreach on college campuses.

Moses next displayed demographics showing the decrease of women viewers watching network television, which is

ignificant because women are more avid followers of dramatic television shows. The next demographic was regarding
Eocial networking, and in an vast number of areas, women are far more active on Facebook, Zynga, and Twitter; have
more friends/followers than men on Facebook and Twitter; drive 74% of revenue online; and oversee over 82% of all
consumer spending. Her point to all these statistics: “Women are the routers and amplifiers of the social web. Women
are the rocket fuel of e-commerce. If you can harness the power of women, you can rock the world.” Based on these
findings, in the fifth season of Ghost Whisperer, Sander/Moses decided to launch a transmedia campaign. The campaign
was launched in the first episode of the season, when Melinda Gordon (Ghost Whisperer’s main character, played by
Jennifer Love Hewitt) gave birth to her son Aiden. Fans were sent a birth announcement online and via mobile phones,
letting them learn about the news before it was shown on the television show. This was the springboard used to continue
the project on other platforms. Including GM as a sponsor provided additional revenue to the show, with the

partnership focused towards engaged “alpha moms,” the show’s target demographic.

Next to speak was Danny Bilson, who started by answering Jenkins’ question, “So what can we do now that we couldn’t
10 years ago?” Danny set the stage for his answer by introducing the concept of a “central hub” which is a product’s
main medium. For instance, THQ makes video games, so the video game is their central hub, and all other media are
“appendages,” such as books, movies, comics, etc. Back 10 years ago, if a proposed project was not within the “central
hub,” then it would be very difficult to get investors to invest in these “non-core competency” projects. Now, however,
these projects can be promoted through marketing and partnerships. “The marketers all understand that it’s free
marketing because . . . all our transmedia opportunities are partnerships, where we don’t license our property, and we
don’t exchange money.” Danny used THQ'’s Red Faction franchise as an example. Red Faction: Armageddon, a video
game that serves as a central hub for the franchise, is being released in at the end of May, with a movie airing on SYFY
the Saturday night following the game’s launch. Danny asserts this is true transmedia because “the movie tells the story
that exists between the game from two years ago [Red Faction: Guerilla], and the game coming out this year.” Danny
continues, “one thing about transmedia is that you never want to repeat [a] story, the idea is to extend fiction across
medias, and tell it in different ways.” One of THQ’s creative prime directives is to determine what the fans would want,

and what the fans would think is cool. To do that, you have to be a fan of your own project.
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Bilson then discussed the transmedia aspects of Homefront, a THQ property which was released last month. It included
Homefront: The Voice of Freedom, a book written from the perspective of journalist Ben Walker as he travels across
lAmerica in 2027 after the Greater Korean Republic’s invasion depicted in the video game. There were also some video
blog videos posted by Ben of the people he met on his travels. These videos were uploaded to the Homefront website,
linked to a map pointing to the place in the country the video was supposedly from. Another video was supposedly shot
by a couple of kids with a cell phone showing the bombing of Salt Lake City, which was uploaded to YouTube. This video
went viral, and was even picked up as the lead story on a Salt Lake City news station. Next up for the Homefront
transmedia project ts a 6-hour miniseries THQ is planning that will tell the story between the first game and a future

follow-up game. The same type of movie is also being planned between the third and fourth installments of Saints Row.

Bilson finished up by asserting, “Transmedia isn’t limited to film and games, it’s also toys, it’s comics, it’s board games,
it's any kind of media that can extend the story, including supporting fan fiction. And the great thing about fan fiction is
that it’s self-sorting, so the good stuff . . . rises to the top.”

Jenkins next introduced Gale Anne Hurd (http://www.flickr.com/photos/banshee1013/56631 asking her to

peak on any struggles with the transmedia expecations for The Walking Dead franchise. Jenkins noted that the zombie
Eeries was based on “a comic book that’s well known by comic readers, maybe not so well known by viewers of AMC,
and you had to work to keep both satisfied.” Gale responded,

Genre fans are already very familiar with transmedia, because most of the properties they respond to have existed in

another medium . . . look at Lord of the Rings, [and] some of the films I've done, including The Punisher, which became a
THQ video game which started as a comic book.

Hurd discussed how transmedia can go in the other direction, mentioning how The Terminator and Aliens both ended
up spawning comic books and games. Hurd notes, however, that fans of these works can be “the most demanding,
because they feel an enormous connection to the material which has pre-existed, and the first thing you have to respond
to is fear.” Fans, with their deep connections to the original material, are often afraid the adaptation won’t remain true
to the original when they learn of new media extensions. Part of the solution to this is to involve the creators to make
lsure they're happy with the direction the material is being taken. In the case of The Walking Dead, the creator, Robert
[Kirkman, came on board as Executive Producer and writer. Getting this information out to the fans was important to
alleviate their fear, to give them confidence the adaptation would remain true. The other piece was deciding when to air
the adaptation to get the most eyeballs on it, especially from the genre fans. AMC airs FearFest in the weeks leading up
to Halloween, and the Walking Dead team believed this would be the best venue to air The Walking Dead pilot in order
to reach AMC viewers who were already fans of the genre. The next decision was where to start marketing the project.
\Luckily, principle photography for The Walking Dead started in June, so there was imagery and clips from the pilot
which could be shown at Comic-Con in San Diego, and provided an opportunity to showcase examples of both how they
were remaining true to the source and also some examples of how they would deviate from it. A website was also

launched very early on, including a motion comic and a video on the adaption process, including interviews from both

cast and crew.
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(http. //www.wired.com/images blogs/magazine/2011/05/ClosePanelists.jpg) <img

(http. //www.wired.com/images blogs/magazine/2011/05/ClosePanelists.ipg)

Finally, Jenkins addressed Tim Kring (http://www.flickr.com/photos/banshee1013/5663135631), noting that he “moved|
from Heroes, which has been one of the landmarks that helped to define television’s understanding of transmedia, to
Conspiracy for Good . . . can you tell us about [Conspiracy for Good] and what you learned from Heroes that allowed it
to happen?” Kring responded that Heroes taught him everything about how to transition from traditional television to
“multiple platform storytelling.” With Heroes, the goal was to reach the audience “where they lived, and they seemed to
be living everywhere else but 9 o’clock on Monday night on a major network, so that particular desire to reach an
audience is what really kinda got me into the whole idea of multi-platform storytelling.” Heroes, being a story about
interconnectivity and saving the world, got Kring thinking about how to roll out that kind of storytelling in the real
world. Conspiracy for Good was born from that idea, by “[taking] some of the tools from multi-user online gaming, and
combining it with the power of social networking” to create “social benefit storytelling — the idea of injecting people
inside of a narrative in order to create positive, real world results.” Kring went to Nokia, who underwrote the project,
which involved 130 people working on the project in five different countries for 18 months. As a result of the game, five
libraries were built and stocked in Zambia with over 10,000 donated books, and 50 scholarships for Zambian
rschoolgirls were created. The blurring of the lines between fiction and reality extended not only to real Zambians and
real libraries, but to the fictional “bad guy” corporation, Blackwell-Briggs. A video which was “never supposed to be
found by the public” exposing the corporation created a stir when one of Blackwell-Briggs’ first Twitter followers was
IKarl Rove, who expressed eagerness to find out how the corporation was going to pull off one of its schemes. “It was a
truly unique project, where technology pushed the development of it to the use of mobile applications.”

Jenkins started the question and answer session by directing the conversation to fan culture with the question,

One of the themes that’s been coming across in everything that we've heard so far is that transmedia is tied to a new
model of audience engagement; that is, new kinds of fan relationships have started to emerge in the online world that’s
Ishaping, in some pretty profound ways, how stories are told and how stories need to respond to varying degrees of
participation. So I wonder if we could get a little discussion going on, how do you conceive of the fans as they're tied to
|these properties?

Bilson was the first to respond, discussing his current project with Guillermo Del Toro. As fan-boys themselves, they
have had conversations over “what would be cool” from the fan-boy point of view. “All of our transmedia pieces are
based on what would be cool, not what would drive revenue. There’s no numbers involved in any of this, it’s all just

about what would we like as fans?” Moses agreed, saying “If the fans love it, they’re going to carry it forward.”

Gomez also weighed in, speaking on the need for transmedia producers to put “ears around the narrative” — ways to
hear or gather feedback, and act on it quickly. “It would be difficult to act on that quickly with a television series that is

lalready well into production, but you can reflect changes or build upon that dialog relationship in the multi-platform
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implementation.” He mentions a great example of this is Glee. Kring agreed, saying “the way the audience is
aggregating around watching television now is so different than what it used to be . . . our job as storytellers is to find
where the audience is and to find a way to tell the story to them.” This creates an audience which is always connected.
Kring states a statistic that “73% of the audience in the UK is watching television while [using] a connected device,”
which causes viewers to switch between looking down at their device and looking up at what they’re watching; and
while they’re looking down, they're communicating about what they're seeing when they look up. “So the real goal then
becomes to create a kind of virtual cycle between the screen on the wall and the one in their hand,” since the device in
their hand is usually a cell phone or tablet, something that goes with them everywhere, knows all their friends, and can
take the narrative with them wherever they go. He concludes, “the really exciting thing is that these devices are now not
only content consumption devices, but content creation devices as well, so then you have this fabulous opportunity to

lhave a feedback loop where your audience is speaking to you and creating content that you're reacting to.”

Hurd added that one of the reasons they launched The Walking Dead globally is because of the nature of the fan
community, and the understanding that once something is launched in one place, it’s going to be made available around
the world, and while fans want to do the right thing and not watch or download pirated shows, they also don’t want to
wait months for the show to be made available to them legally. Fox International was on-board early on and embraced
the idea of a global launch, the first time a brand new show was launched in 130 countries on the same day. She believes

that due to the success of The Walking Dead, this practice is going to become more prevalent.

Moses then returned to the previous subject of connected devices changing the way fans interact with television,
mentioning the reason they developed the Total Engagement Experience is to take advantage of emerging Smart TV
technology, where the capability exists to move between the multiple platforms simultaneously. “So, doing this

transmedia storytelling is just moving us into a place where the technology is taking us very quickly.” Gomez added,

It also takes the wisdom to understand that these other devices act and behave differently. We have different

relationships with them than we do with our big TV screens. A mobile phone is a very intimate platform — for alot of
oung people, it’s like their bedroom, they'll only allow a few people in there, and if you've got the privilege to be in

there, you have to understand what that relationship is like and how valuable it is. So, we do need to consider that there

are different ways to develop content for different media platforms that best leverage the strongest elements of that
Iplatform.

Bilson mentioned in response that THQ is developing a system that connects the gamers, their scores, and what they
play, and sorts this data with that of their friends. This eliminates the kind of leaderboard where the top person has
attained a level only a very select few have the hope of attaining themseluves, since the gamer can sort the leaderboard
by their friend base, town, state, or even country. He then mentions the more recent practice of “digital objects” that can
be collected and traded. “In our business, we're always interested in giving [gamers] something, so digital objects are
another part of transmedia, where digital objects can be as important as real-world objects as long as you're engaged in
that fiction or in that content.” He concludes by mentioning that these digital objects can be used to reward players for

different acts either in the game or in the multiple platforms as a way of driving engagement.
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[Finally, a question from the audience asked, “since this kind of non-linear narrative isn’t taught in screenwriting classes,
lhow did the panelists teach themselves how to write that way, and how they were able to convince their employers to
embrace such a non-standard method?” Kring explained that as a producer and writer, he wanted to “fish where the fish
are,” and that the network really wanted to get into the digital space in a big way. Heroes was the kind of show that lent
itself to this, the ability to tell a story in many different platforms. So, since this kind of storytelling was new, there was
“no wrong way” to do it, and no bad ideas; and since it was being used to market the show, there was not a lot of need to
convince the network to go with it since it was what they wanted anyway. On the subject of “teaching themselves,” he
admitted there were a lot of mistakes made, but they had the luxury of not having to monetize what they were doing, so
they could pretty much do anything they wanted. But this seems to be changing.

Now, the real goal is probably — because the networks have been burned a lot on shows that come out and only last four
or five episodes, it’s very hard for them to invest in a big multi-platform push of a television show — and so, getting them

now to jump on board this purely for promotion and marketing may not be as easy as it was.

The good news about this, Kring says, is that there are now ways to monetize the content, and if they won'’t do it, others
could, and would.

Gomez added that Star Wars has been credited with starting the idea of transmedia narrative in the late ’70s, but for
him it started with the Japanese pop culture explosion of story universes in the late '60s and early '70s. Anime and live
action shows like Power Rangers established a formula where the television series could end but then be continued in
feature films, and associated toys further expanded the story world. “I started to emulate that sensibility kind of
isubversively at Valiant Comics, when Turok: Dinosaur Hunter and Magic: The Gathering were licenses we were
dealing with , and I was simply allowed to create story elements on the internet and in video games and comic books
and tie them together, because they really didn’t know what the heck I was doing, and it was just fun to me.” The fans

responded to it, and the fan base grew dramatically because of it, creating Gomez’s new career.

IMoses told about working with a number of shows that were in a similar vein such as Profiler and Ghost Whisperer. The
ishows all ended up on either Friday or Saturday nights, which are traditionally tough nights for shows seeking to thrive
land gain an audience. Shows on these nights require more drastic measures to attract viewers. “You have to figure a
way to get on the radar of the audience, so creating the Total Engagement Experience was very important by way of
getting the audience’s attention, giving them an experience rather than just an opportunity to watch a television show,
and then having them participate, and that created loyalty.” She explained that, at the time, the networks believed that
anything regarding the show that went on the internet or any other media should be on the network’s platforms, and
Sander/Moses didn’t feel the same way. What they believed in was “you go out and find those fans, you engage them,
you give them things that connected them to the heart and soul of the brand, have them come and sample the show, and
that’s your infinity loop.” So that’s what they did, doing a lot of things “under the radar.” As their methods proved to be
Isuccessful, the networks and studios finally got on board with the idea.
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IKring had a quick follow-up, noting that for shows like those mentioned by Moses, “it takes a tremendous amount of
effort to extend this content, and you usually have to work with a group of people that are very closely associated with
the writers.” Any extended storytelling has to come from and be embedded in the show itself, so there needs to be a
istrong liaison between the transmedia storytellers and the show writers. Hurd added that AMC agreed The Walking
\Dead’s universe needed to be a cohesive whole, but had at one point expressed a desire to have an outside producer
create the webisodes. She had to explain to them that, “as much as someone else thinks they understand the world and
the characters, we’ve lived with them. We have also lived with the fans.” She admits to being somewhat obsessed with
following comments on the show on Twitter, and when The Walking Dead starts trending, she really pays attention. She
wants to read what the fans are saying for herself, to see what they’re responding to, and particularly the things they
don't like. As mentioned before, a television series usually airs after production has been long since over, so it’s difficult
to respond inside the show itself, it does effect the editing process on shows that haven’t been edited yet, and also informs.
the planning and writing for the new season. Hurd mentioned the promotion that got fans particularly excited about
was the “stagger-on role,” in which fans had the opportunity to win a walk-on role as a zombie in the second season by
watching the show, looking for a code, and entering it on the website, where winners were determined by random
drawing. Gale mentioned this contest had been implemented even before they knew there would be a second season, but
the opportunity was too good to pass up. Thankfully for the winners, the series was picked up. The writers are making

isure the winners will have featured zombie roles to perform.

Bilson clarified that “transmedia is not adaptation. That'’s the key thing — it has to have complete versability from one
piece to the other.” During the making of the Red Faction TV movie, at the first set of meetings the writers had to explain
to the filmmakers that “no, a terraformer on Mars can’t look like that, it looks like this — it breaks the immersion of the

fan if it's an adaptation.” Adaptations are fine, but in transmedia, everything has to remain authentic to the source.

Henkins wrapped up the discussion by returning to the original question of “where did you learn how to do this” by

mentioning he will be teaching a new Transmedia Entertainment course (http://web-
app.usc.edu/soc/20113/CTCS.html?2c=CTCS-482) for film students at USC, starting in the fall, and that he has been

working with other colleagues working in transmedia to work on a curriculum for the course, aiming to train the comic,
tv, film, and game writers in the same way film school has traditionally trained film directors, photographers, editors,
and script writers. “So I think the next generation of people coming out will be able to build on what the people up here
have learned on their own, and will be able to work together in new ways.” Bilson will also be teaching a Transmedia

isection in his Game Writing class at USC, and Jenkins mentioned there are many good resources on the internet as well.

After the panel, I asked Gale Anne Hurd to explain her view on the relationship between alternate reality gaming and
transmedia, and whether she thought the transmedia term has been overused. Hurd replied that she believes
transmedia and ARGs are pretty much the same thing, just different terms. Both require a universe, character, a story,
and fans. As for overuse of the transmedia term, her hopes are that this narrowing of definition will come about

naturally as a by-product of the Producer’s Guild adoption of Transmedia Producer, and by the New Media board.

All in all, it was a very informative and interesting panel, and quite well attended. Given all the discussion over the
Transmedia term and Transmedia Producer addition, it will be interesting to see how this acceptance of the term steers

the industry in the coming year.
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http: //www.wired.com/magazine/2011/05/transmedia-across-disciplines-at-the-national-association-of-
broadcasters#)

via wired.com (htt ://www.wired.com/ma aiine/2011/O5/transmedia—across-disci lines-at-the-national-association-

of-broadcasters/)

That is a panel of luminaries.
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