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

 
In Re: Serial Nos.  77/948,333; 77/948,895; 85/310,089 
 
ApplicantÕs Marks: VALHALLA GAME STUDIOS; VALHALLA GAME STUDIOS and 
Design; VALHALLA ENTERTAINMENT 
 
 
VALHALLA MOTION PICTURES, INC., 
 
 Opposer; 
 
              v.          Opposition No. 91204259 
          (parent case) 
VALHALLA GAME STUDIOS CO. LTD., 
 
 Applicant.  
  
  
 
VALHALLA GAME STUDIOS CO. LTD., 
 
 Opposer; 
 
              v.          Opposition No. 91206662 
 
VALHALLA MOTION PICTURES, INC, 
 
 Applicant.  
  
  

 

NOTICE OF FILING OF TRIAL TESTIMONY TRANSCRIPT OF 

BEN ROBERTS 

 Pursuant to TMBP ¤ 703, Opposer Valhalla Motion Pictures, Inc. hereby submits for 

filing a copy of the deposition of Ben Roberts taken on December 9, 2013, along with all 

exhibits attached thereto.   
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A certified copy of this transcript and exhibits attached thereto was previously served 

upon counsel for Applicant Valhalla Game Studios Co. Ltd. 

 
 
 
 
 
Dated: September 24, 2014    ______________________________ 
             Pamela D. Deitchle (CA SBN 222649) 
      pdeitchle@gracelaw.com 
      Grace+Grace LLP 
            790 E. Colorado Blvd., Suite 797 
           Pasadena, CA  91101 
           Telephone: 626.696.1555 
             Facsimile:  626.696.1559 
      Attorneys for Opposer Valhalla Motion Pictures, Inc.
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CERTIFICATE OF SERVICE 
 
 I hereby certify that a true and complete copy of the foregoing NOTICE OF FILING OF 
TRIAL TESTIMONY TRANSCRIPT OF BEN ROBERTS has been served on September 24, 2014 
by electronic mail, to:  
 

Marvin Gelfand 
mgelfand@weintraub.com 
Weintraub Tobin Chediak Coleman Groding 
9665 Wilshire Blvd., 9th Floor 
Beverly Hills, CA 90212  
 
 

        
         _______________________________ 
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              BEVERLY HILLS, CALIFORNIA;1

         MONDAY, DECEMBER 9, 2013; 10:08 A.M.2

3

4

                      BEN ROBERTS,5

             having been first duly sworn,6

         was examined and testified as follows:7

8

9

                      EXAMINATION10

BY MR. GRACE:11

     Q    Good morning.  Could you state your name for12

the record, please.13

     A    Ben Roberts.14

     Q    Mr. Roberts, my name is Michael Grace.  I'm15

representing the Opposer in this case Valhalla Motion16

Pictures, Inc.  Do you understand that?17

     A    Yes.18

     Q    And you have been asked to testify in this19

case just based upon your personal knowledge.  Has your20

deposition been taken before in this case?21

     A    Yes.22

     Q    Do you have any questions about the process23

that we're going through right now?24

     A    No.25
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     Q    Could you describe, please, where you are1

currently employed?2

     A    Alcon Entertainment.3

     Q    What's your title?4

     A    Vice president of development.5

     Q    Could you briefly describe your duties,6

please?7

     A    I produce and finance television content8

specifically.9

     Q    Just for clarity, what do you mean by10

television content?11

     A    Television series.12

     Q    How long have you been in that position?13

     A    18 months.14

     Q    Can you give me a date then?15

     A    July -- from July of 2012.16

     Q    Before you were at Alcon where were you?17

     A    Valhalla Entertainment, Valhalla Motion18

Pictures.19

     Q    What were your positions there?20

     A    Creative executive and vice president.21

     Q    Who was your supervisor?22

     A    Gale Anne Hurd.23

     Q    What were your duties?24

     A    It was to develop motion picture -- motion25

4"251&6'!"7138281/'9"&:8#"3)';/#<'�”'/"251&6="71<#1$'�”'>??@4AB@!ACD
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picture, television, graphic novel, transmedia content.1

     Q    What do you mean by transmedia?2

     A    Transmedia is -- is the umbrella of anything3

that can be IP, intellectual property, whether that4

starts as a comic book, whether that starts as a motion5

picture, whether that starts as a television series or a6

video game property, a novel, something that can be7

developed and brought out to an audience and then the8

tentacles of that can stretch into other medium.  So9

like a -- some motion pictures begin as books like10

Hunger Games.  It was -- the idea was that the company11

could develop a lot of content that could start in12

different medium not just traditionally motion pictures13

or television.14

     Q    When you are referring to the company, you are15

referring to Valhalla?16

     A    I'm referring to Valhalla.17

     Q    We'll get into some of the specific things18

that you were working on while you were at Valhalla, but19

just by way of more background, can you describe what20

your -- what your positions in the entertainment21

industry were prior to joining Valhalla?22

     A    I was -- I was an assistant and an executive23

at a company called Humble Journey Films.24

     Q    Now, how long were you there?25

4"251&6'!"7138281/'9"&:8#"3)';/#<'�”'/"251&6="71<#1$'�”'>??@4AB@!ACD
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     A    Four years.1

     Q    And then finally going backwards again, could2

you describe your education after high school?3

     A    Four years at San Francisco State University.4

     Q    What was your major?5

     A    Cinema and marketing, double major.6

     Q    I'd like to turn your attention then to the7

notebook of exhibits that's been placed before you.8

Turn to, please, to Exhibit 44.9

          (Exhibit 44 was marked for identification.)10

BY MR. GRACE:11

     Q    Have you had an opportunity to look at12

Exhibit 44?13

     A    Yes.14

     Q    What is it, please?15

     A    It's a e-mail to -- to Gary Ventimiglia and16

Kris Henigman.  Gary at the time was the president of17

Valhalla Motion Pictures.18

     Q    Were you employed at Valhalla at this point in19

time?20

     A    Yes.21

     Q    When did you join Valhalla?22

     A    In April of 2008.23

          MR. GELFAND:  For what it's worth, Mr. Grace,24

my Exhibit 44 that was identified in Ms. Thomson's25
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deposition is different from the 44 you have.1

          MR. GRACE:  Yes.  It has been marked redacted2

to take off the e-mail caption at the very top which was3

pro- -- which was marked on the document when it was4

produced in discovery.5

          MR. GELFAND:  It's still a different document.6

          MR. GRACE:  Well, we are -- what I'm marking7

as Exhibit 44 -- what has been marked as Exhibit 44 here8

for the record bears document control numbers VMP0004779

through 478.10

          MR. GELFAND:  And in the deposition VMP00060011

through 604 is Exhibit 44.12

          MR. GRACE:  Okay.  We'll run with our13

Exhibit 44 for this.14

BY MR. GRACE:15

     Q    What was the purpose of your e-mail that's16

dated here November 3rd, 2008?17

     A    It was to introduce Gary to some video game18

properties that Electronic Arts which is a video game19

publisher was releasing or had released to the20

marketplace.21

     Q    What was the purpose of your e-mail to him on22

that subject?23

     A    To have these properties considered as24

potential -- potential development properties for the25
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company to be adapted into either feature film or1

television.2

     Q    Did you have any discussions in that regard3

with anyone at Electronic Arts?4

     A    Yes, Patrick.  Pat O'Brien.5

     Q    When -- how did the contact with Mr. O'Brien6

arise?7

     A    I believe I found his e-mail address and I8

cold e-mailed him.9

     Q    When you e-mailed him, how did you identify10

yourself?11

     A    I let him know that I worked for Valhalla12

Motion Pictures, and I -- in that -- in that e-mail I13

listed some of Gale -- Gale Anne Hurd's credits.  I'm14

not sure which ones I listed, but I'm sure some of15

the -- you know, Terminator and Armageddon and Aliens16

and I got a response and -- and we spoke on the phone.17

          MR. GELFAND:  Objection; move to strike18

nonresponsive.19

BY MR. GRACE:20

     Q    What did -- what did Mr. O'Brien tell you?21

          MR. GELFAND:  Objection; hearsay.22

          THE WITNESS:  He told me that -- he told me I23

should consider the games "Mirror's Edge" and "Need For24

Speed."25
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BY MR. GRACE:1

     Q    Did he propose those video games for Valhalla2

to take under consideration to -- to produce as a3

property at another medium?4

     A    Yes.5

          MR. GELFAND:  Objection; leading and6

speculation.7

BY MR. GRACE:8

     Q    Well, tell us exactly what the nature of your9

discussions with Mr. O'Brien were with respect to10

developing the video games?11

          MR. GELFAND:  Objection; hearsay.12

          THE WITNESS:  He told me that the -- the games13

are being released and that they were looking for14

potential producing partners to jointly collaborate15

with.16

BY MR. GRACE:17

     Q    Did you report your discussion with anyone18

other than -- well, it looks like you e-mailed this to19

Gary Ventimiglia and Kris Henigman.  Gary is the20

president of Valhalla?21

     A    Yeah.22

     Q    Who is Kris Heningman?23

     A    Kris Henigman at the time I believe was the24

story editor at Valhalla Motion Pictures.25
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     Q    Did you send any documents to Pat O'Brien1

regarding these potential projects?  Do you recall?2

     A    No.3

     Q    How did that -- the discussions with4

Mr. O'Brien end up?5

     A    "Mirror's Edge" was a game that upon further6

examination didn't feel ripe for adaptation to -- to7

the -- the -- myself and the people listed on this8

e-mail.  And "Need For Speed" I was told by Gary9

Ventimiglia that it wasn't going to be right for the10

company to take on.11

     Q    Was it Valhalla's decision then not to proceed12

forward with the potential deal with Electronic Arts13

with respect to these two properties?14

     A    Yes.15

          MR. GELFAND:  Objection; speculation, move to16

strike.17

BY MR. GRACE:18

     Q    Did you communicate that decision to19

Mr. O'Brien?20

     A    Yes, via phone.21

     Q    Mr. Roberts, do you have any financial22

interest in the outcome of this litigation?23

     A    No.24

     Q    Would you turn, please, to Exhibit 18.25
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          (Exhibit 18 was marked for identification.)1

BY MR. GRACE:2

     Q    Have you had an opportunity to look at3

Exhibit 18?4

     A    Yes.5

     Q    Can you identify it, please?6

     A    This is a daily update that I sent to the --7

to Gale Anne Hurd on 9-17-2009.8

     Q    There's a reference in the fourth paragraph9

about a conversation that you had with Jerry Chu from10

Sega of America.  Can you describe that, please?11

     A    This was a conversation about a video game12

property that Sega was releasing called "Alpha13

Protocol."14

     Q    Did you have a conversation with Jerry Chu?15

     A    Yes.16

     Q    How did you identify yourself?17

     A    I let him know that I worked for Valhalla18

Motion Pictures and -- and that was Gale Anne Hurd's19

production company.20

     Q    Was he familiar with Valhalla before that21

time?22

     A    Yes.23

     Q    How do you know that?24

     A    Sega was in development on the "Aliens" video25

4"251&6'!"7138281/'9"&:8#"3)';/#<'�”'/"251&6="71<#1$'�”'>??@4AB@!ACD
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game which they released a few years, I believe -- a few1

years later.  Aliens was one of Gale's films.2

     Q    What was your discussion with Mr. Chu with3

respect to the video game "Alpha Protocol"?4

     A    He was introducing me to the property itself.5

It was -- it was still in development at the time, so6

there were some preliminary materials that -- and7

trailers that I could find on line.  It was really a8

preliminary conversation about a property that was going9

to be released in the future.10

     Q    Why was he contacting you about "Alpha11

Protocol"?12

     A    I was con- -- I -- I was contacting him about13

formulating a relationship between Valhalla and Sega.14

     Q    I see.  So you called him.  What type of a15

relationship did you tell him you were interest -- that16

Valhalla was interested in having with Sega?17

     A    It was -- it would be a -- the idea was that18

we would find Sega properties to adapt into film and19

television and in success of that have a relationship20

with a -- a large video game publisher that potentially21

would allow us to bring transmedia properties to them,22

aka, properties that were -- that the life may start in23

the video game realm.24

     Q    When you mentioned Sega properties, what types25
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of properties are you referring to?1

     A    Video game properties.2

     Q    Is Sega involved in video games?3

     A    Yes.4

     Q    Can you describe for the Court what type of5

involvement you are aware of that Sega is -- has in6

video games?7

     A    They -- they are one of the -- they in the8

past had been one of the biggest console -- console9

companies.  They have the Sega Genesis and Sega Saturn.10

They are very -- they are a large Japanese corporation,11

so they release -- they used to release game consoles.12

Now they function primarily as a game publisher and13

publish games for many different platforms.  "Sonic the14

Hedgehog" being one of their big properties.15

     Q    Was there anything else that you can recall in16

your conversations with Jerry Chu regarding the "Alpha17

Protocol" item in September 2009?18

     A    No.  He -- Jerry fairly soon thereafter, and I19

don't recall the date, left Sega, so -- so that20

relationship stalled.21

          MR. GELFAND:  Move to strike everything after22

"No."23

BY MR. GRACE:24

     Q    Does this paragragh 4 accurately summarize the25
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content of your conversation with Mr. Chu in that1

September 2009 time frame?2

     A    Yes.3

     Q    Would you turn, please, to Exhibit 19.  Take a4

moment if you would to review it.  I'll ask the5

questions for you after you've had a chance to look at6

it.7

          (Exhibit 19 was marked for identification.)8

          THE WITNESS:  Okay.9

BY MR. GRACE:10

     Q    What is it, please?11

     A    This is a e-mail update to Gale Anne Hurd on12

10-5-2009.13

     Q    What is it an update of?14

     A    It is an update of my conversations and15

meetings that took place on that date.16

     Q    Going down about five or six paragraphs17

there's a paragraph that begins, "Kris and I met with18

Gina Ramirez from UTA."  Do you see that?19

     A    Yes.20

     Q    Can you describe what that meeting was about?21

     A    Yes.  Gina Ramirez is a -- an agent from22

United Talent Agency and she spec- -- she -- she23

specializes in and represents video game content and24

publishers and creators.25
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     Q    When you met with Gina Ramirez from UTA, how1

did you identify yourself?2

     A    That we worked for Valhalla Motion Pictures,3

which is Gale Anne Hurd's company.4

     Q    What was your purpose in attending that5

meeting?6

     A    The purpose was to formulate a relationship7

with Gina Ramirez and her clients.8

     Q    For what reason?9

     A    To find video game properties to collaborate10

on for film and television adaptation.11

     Q    What happened after this meeting in 2009 with12

UTA?13

          MR. GELFAND:  Objection; vague and ambiguous.14

BY MR. GRACE:15

     Q    I'll rephrase.  Was there any follow-up16

conversations with Ms. Ramirez regarding these17

properties for potential adaptation?18

     A    She -- she introduced us to or recommended a19

few titles to look at, one of which was a game called20

"Saboteur."21

     Q    And what did Valhalla do with respect to the22

"Saboteur"?23

     A    We had a meeting with a producer who -- who24

claimed he had the rights.  His name is Tony Krantz,25
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and -- and I believe upon further inspection we1

discovered that the -- the rights deal, and I believe2

this was through Tony Krantz, that the rights deal3

was -- was problematic.4

     Q    What did Valhalla do then?  Did Valhalla enter5

into any deal with respect to "Saboteur"?6

     A    No.7

     Q    What was the deal that was contemplated that8

Valhalla was -- had been interested in doing at the9

time?10

          MR. GELFAND:  Objection; lack of foundation.11

          THE WITNESS:  I -- I didn't communicate12

directly with -- with Tony and I don't recall who did.13

Tony, if memory serves correct, wanted to write and14

direct the film.15

          MR. GELFAND:  Move to strike, hearsay,16

speculation.17

BY MR. GRACE:18

     Q    Mr. Roberts, were you a party to conversations19

at Valhalla about how Valhalla might adapt "Saboteur" to20

another medium?21

     A    Yes.22

     Q    Who else took part in those conversations?23

     A    Gale Anne Hurd.24

     Q    Did someone at Valhalla communicate with25
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Mr. Krantz about a potential deal for "Saboteur"?1

          MR. GELFAND:  Objection; speculation.2

          THE WITNESS:  I -- I don't recall.3

BY MR. GRACE:4

     Q    Would you turn, please, to Exhibit 24.5

          (Exhibit 24 was marked for identification.)6

BY MR. GRACE:7

     Q    Have you had a chance to look at Exhibit 24?8

     A    Yes.9

     Q    What is it, please?10

     A    This is a update from June 21st, 2010 on my11

attendance of the E3 convention in Los Angeles.12

     Q    What is E3?13

     A    E3 is a -- is one of the world's largest video14

game industry conventions, trade conventions.15

     Q    Why did you go?16

     A    To formulate relationships specifically with17

video game publishers, developers, creators, to find18

properties to adapt into film and television and to find19

partnerships to adapt some of Valhalla's properties into20

video games.21

     Q    At the 2010 E3 event, how did you identify22

yourself?23

     A    That I worked for Valhalla Motion Pictures,24

which was Gale Anne Hurd's company.25

4"251&6'!"7138281/'9"&:8#"3)';/#<'�”'/"251&6="71<#1$'�”'>??@4AB@!ACD

20



!"#"$%"&'()'*+,-."/'01%"&23

     Q    Had you attended an earlier E3 convention?1

     A    Yes.2

     Q    When did -- when was that?3

     A    2009.4

     Q    How did you identify yourself at that event?5

     A    That I worked for Valhalla Motion Pictures,6

Gale Anne Hurd's company.7

     Q    What was your purpose for attending the E38

event in 2009?9

     A    It was to formulate relationships with video10

game publishers, developers and creators and find11

relationships to develop video game properties into film12

or television and to discuss Valhalla's transmedia13

properties that can be developed into games.14

     Q    Does your e-mail that we've marked as15

Exhibit 24 accurately reflect the conversations that you16

had at the E3 event?17

     A    Yes.18

     Q    Would you turn to Exhibit 25, please.19

          (Exhibit 25 was marked for identification.)20

BY MR. GRACE:21

     Q    Have you had an opportunity to look at22

Exhibit 25?23

     A    Yes.24

     Q    What is it, please?25
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     A    This is an e-mail sent on July 2nd, 2010 which1

was an update for July 1st, 2010 and July 2nd, 2010 that2

I sent to Gale Anne Hurd.3

     Q    Did you create this document?4

     A    Yes.5

     Q    Would you turn, please, to the third paragraph6

which begins, "Met with Fung Thai from Konami."7

     A    Yes.8

     Q    Can you describe what that is, please.  What9

was your meeting with Fung Thai?10

     A    This was a meeting specifically to find video11

game properties that Konami controlled to adapt into12

either film or television.13

     Q    How did you identify yourself to Mr. Thai?14

     A    That I worked for Valhalla Motion Pictures,15

Gale Anne Hurd's company.16

     Q    Actually as I read this here Fung is a Ms.17

     A    Yes.18

     Q    So Ms. Thai, correct.  Can you describe what19

the elements of your conversation with her about a20

potential deal?21

     A    Yes.  There were multiple properties that were22

discussed revolving a few of their big -- their bigger23

franchise properties, "Castlevania," "Contra" and "Metal24

Gear Solid."  Those conversations did not -- did not25
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result in deals, but we had -- Gale and -- and myself1

had been developing a pitch, a film pitch called "Frog2

Daddy" at the time that we identified might be ripe to3

adapt into one of Konami's properties which was Frogger.4

     Q    What was the contemplated end product of this5

potential collaboration?6

     A    An animated feature film.7

     Q    How long did discussions continue?8

     A    They continued for -- into 2012, I believe.9

     Q    Was final product ever completed with respect10

to that deal?11

     A    There was a deal completed and the -- the12

Frogger pitch was brought to market.13

     Q    What was -- when was it brought to market?14

     A    In -- in June 2012.15

     Q    Konami brought it to market?16

     A    Valhalla brought it to market.17

     Q    And how did Valhalla bring it to market?18

     A    As -- as in -- in pitch form as the -- as --19

as the -- the producers of the -- of the contemplated20

motion picture.21

     Q    With whom did Valhalla communicate when it was22

bringing it to market?23

     A    We --24

     Q    Describe that process.25
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     A    We communicated to an executive at Konami by1

the name of AJ Vidure, V-i-d-u-r-e.2

     Q    What name was used to identify the company3

that was making the pitch?4

     A    Valhalla.5

     Q    Was a deal ever made with respect to the6

product?7

     A    There -- there was a deal between -- an8

agreement between Valhalla and Konami to bring the9

Frogger pitch and -- and title to marketplace.10

     Q    As a result of bringing it to the marketplace,11

was an IP property ever created?12

     A    No.13

     Q    How long was it presented to the marketplace14

for potential consideration?15

     A    I'm not sure when the date ended.  I had left16

the company in sort of the -- as they were bringing it17

into the marketplace.18

     Q    Did you actually bring it to the marketplace19

and present it to anyone yourself?20

     A    Yes.21

     Q    Who did you bring it to?22

     A    DreamWorks Animation, Paramount Animation, Fox23

Animation, Prana Studios.  I may be fuzzy on the entire24

list.25
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     Q    As you sit here today, though, are you certain1

that there were others to that list other than the ones2

you've just mentioned?3

     A    Yes.4

     Q    And with respect to those companies, did you5

identify yourself and your employer at the time that you6

were making those presentations?7

     A    Yes.8

     Q    How did you identify yourself?9

     A    In -- in 2012 it was Valhalla Entertainment,10

Gale Anne Hurd's company.11

     Q    If you turn to Exhibit 26, please.12

          (Exhibit 26 was marked for identification.)13

BY MR. GRACE:14

     Q    Have you had an opportunity to review15

Exhibit 26?16

     A    Yes.17

     Q    What is it, please?18

     A    This is a e-mail update to Gale Anne Hurd from19

July 8th, 2010.20

     Q    You drafted this memo or --21

     A    Yes.22

     Q    -- this e-mail?23

     A    Yes.24

     Q    Several paragraphs down there's a paragraph25
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that begins, "Met with Lenny Brown from video game1

publisher THQ."  Do you see that?2

     A    Yes.3

     Q    Can you describe your meeting with Mr. Brown?4

     A    This was a meeting with video game pub- --5

video game publisher by the name of THQ about adapting6

some of their upcoming titles for film or television and7

the possibility of working with a production company8

like Valhalla to -- to develop original IP into video9

game properties.10

     Q    In your conversations with Mr. Brown, or11

anyone in fact from THQ, did anyone tell you that there12

might be another Valhalla out there?13

     A    No.14

     Q    Did anyone reference a Valhalla Game Studios?15

     A    No.16

     Q    Did your meeting with Mr. Brown result in an17

agreement or deal?18

     A    No.19

     Q    How did you identify yourself in your meeting20

with Mr. Brown?21

     A    That I worked for Valhalla Motion Pictures,22

Gale Anne Hurd's company.23

     Q    You mention also that you spoke with a24

Josh Izzo from video game publisher Capcom.  That's the25
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next paragraph.1

     A    Yes.2

     Q    Can you describe for the Board, please, what3

that meeting was about?4

     A    This was a brief phone call, and the result of5

the conversation was that we should meet face to face at6

Comic-Con which is a comic book entertainment fan7

convention, trade convention.8

     Q    In the phone call with Capcom, how did you9

identify yourself?10

     A    That I worked for Valhalla Motion Pictures,11

Gale Anne Hurd's company.12

     Q    Can you describe what Capcom is in the video13

game industry?14

     A    Capcom is a large video game publisher.15

     Q    What types of games?  Can you identify a16

couple of them?17

     A    "Resident Evil," "Street Fighter."18

     Q    And you testified briefly about Comic-Con.19

That's a convention having to do with comic book20

publishers?21

     A    Comic book publishers, video game publishers,22

motion picture, all motion -- feature films, television,23

book publishers, toy companies.  I mean, it is a24

entertainment convention so it's perfect for producers25
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and people that want to work in the transmedia space1

because every -- many different companies are there.2

     Q    Where is this event held?3

     A    San Diego.4

     Q    Is it an annual event?5

     A    Yes.6

     Q    Has Valhalla -- did Valhalla attend it during7

the times that you were employed by Valhalla?8

     A    Yes.9

     Q    Who attended?10

     A    Gale Anne Hurd, myself, Kris Henigman.11

     Q    How many years did you go?12

     A    Four.13

     Q    How did you identify yourself while you were14

at Comic-Con?15

     A    That I worked for Valhalla Motion Pictures or16

Valhalla Entertainment, which is Gale Anne Hurd's17

company.18

     Q    I'd like you to turn to Exhibit 27, please.19

          (Exhibit 27 was marked for identification.)20

BY MR. GRACE:21

     Q    Do you recognize Exhibit 27?22

     A    Yes.23

     Q    What is it, please?24

     A    This is a e-mail sent on -- well, two e-mails.25
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At the top -- I mean, the e-mail here it's an e-mail1

from September 24th, 2010 regarding the result of2

conversation regarding a Ubisoft video game property3

"Assassins Creed."4

     Q    Well, let's -- let's start at the bottom and5

we can work our ways up.  It looks -- it looks right6

below original message from Ben Roberts to Gale Anne7

Hurd and then two lines down sent August 19th, 2009,8

Subject "Assassins Creed."9

     A    2010.10

     Q    200- -- I'm sorry.  Yeah.  It's August 19th,11

9:47, 2010.12

     A    Correct.  Yes.13

     Q    And is this an e-mail that you authored?14

     A    Yes.15

     Q    Okay.  Now, with that can you describe for the16

Board what "Assassins Creed" is?17

     A    "Assassins Creed" is a video game property18

that was created by a video game publisher called19

Ubisoft.20

     Q    Why was Valhalla interested in "Assassins21

Creed"?22

     A    It was a very popular video game property23

and -- and we were interested in -- in the property as a24

potential feature film adaptation and had a conversation25
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with a feature film producer and financier Dave Ellison1

about his mutual admiration of the property and the2

potential collaboration between our two companies in3

acquiring the rights.4

     Q    Did you contact Ubisoft about that?5

     A    Yes.6

     Q    How did you identify yourself?7

     A    That I -- that I worked for Valhalla Motion8

Pictures, Gale Anne Hurd's company.9

     Q    Did they respond to you in your inquiry?10

     A    Yes.11

     Q    What did they say?12

     A    They were happy to hear about the inquiry, but13

at the time they were not interested in -- in14

transitioning the property into film or television15

regardless of the deal.16

     Q    Let's turn, please, to Exhibit 28.17

          (Exhibit 28 was marked for identification.)18

BY MR. GRACE:19

     Q    Do you recognize Exhibit 28?20

     A    Yes.21

     Q    What is it, please?22

     A    This is a e-mail update from myself to23

Gale Anne Hurd on October 28th, 2010.24

     Q    What was the purpose of your update?25
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     A    This was to -- to report to Gale my meetings1

and conversations from that day.2

     Q    There's a reference midway down, the first3

page of Exhibit 28 that states, and I quote, "Met with4

Derek Douglas from DDM Agents."  Do you recall that5

meeting?6

     A    Yes.7

     Q    Can you describe for the, Board, please --8

first of all, how did you identify yourself?9

     A    That I work for Valhalla Motion Pictures,10

Gale Anne Hurd's company.11

     Q    What was the purpose of the meeting?12

     A    It was to introduce Valhalla to DDM -- DDM13

Agents and DDM Agents to Valhalla.14

     Q    With what idea in mind?15

     A    It was to meet with some of their clients.16

It's an agency.  They specifically represent game17

developers and creators, not -- not publishers.18

     Q    What was Valhalla's interest in meeting video19

game developers and creators?20

     A    It was to find partners to develop transmedia21

properties into specifically video game content.22

     Q    Were you able to meet some video game23

developers and creators through DDM Agents?24

     A    We were introduced to a few.  Derek soon25
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thereafter had -- had left DDM Agents.1

     Q    Were there any deals that were actually2

completed with anyone who was introduced to you from3

DDM?4

     A    No.5

     Q    Will you turn, please, to Exhibit 33.  Do you6

recognize Exhibit 33?7

     A    Yes.8

          (Exhibit 33 was marked for identification.)9

BY MR. GRACE:10

     Q    What is it, please?11

     A    This is a update sent on June 12th, 2011 about12

my -- my attendance of the E3 convention in Los Angeles.13

     Q    This is E3 2011?14

     A    Yes.15

     Q    And what happened then?16

     A    There were many meetings with -- with video17

game publishers that took place.18

     Q    Does this e-mail that you wrote to -- it's19

three pages, two and a half pages -- this e-mail that20

you wrote marked as Exhibit 33 reflect the actual21

conversations that you had with video game developers at22

E3 in 2011?23

     A    Yes.24

     Q    In each of these cases how did you identify25
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yourself?1

     A    That I work for Valhalla Entertainment,2

Gale Anne Hurd's company.3

     Q    Following your context with these individuals4

at E3, were there any follow-up meetings or5

communications with them?6

     A    Yes.  I mean, there was a follow-up with7

Konami regarding Frogger, which was taken out as a8

feature film pitch the following year.  There were --9

there was a meeting that took place in -- in New York10

with Gale and myself and Strauss Zelnick which is11

detailed here.12

     Q    What property was that for?13

     A    "Red Dead Redemption."14

     Q    What is "Red Dead Redemption"?15

     A    It's a very popular video game property.16

     Q    At that meeting in New York with Mr. Zelnick,17

how did you and Gale Hurd identify yourself?18

     A    Strauss and Gale had a previous relationship,19

so -- but we were representing Valhalla Entertainment20

which is Gale Anne Hurd's company.21

     Q    In addition to Konami and the Zelnick "Red22

Dead Redemption" follow-up meetings, were there any23

other communications with these E3 companies that you24

had contact with?25
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     A    There were -- there were -- there were1

conversations that had taken place after the conference.2

I don't recall each and every one of them.3

     Q    Would you turn to Exhibit 34, please.4

     A    Yes.5

          (Exhibit 34 was marked for identification.)6

BY MR. GRACE:7

     Q    Do you recognize it?8

     A    Yes.9

     Q    What is it, please?10

     A    This is an -- a e-mail update sent from myself11

to Gale Anne Hurd on June 27th, 2011 that detailed my12

meetings and conversations from June 23rd, 2011 and13

June 27th, 2011.14

     Q    And with respect to the different15

communications that you identify here in Exhibit 34, how16

did you identify yourself in each instance?17

     A    As -- as -- that I worked for Valhalla18

Entertainment, Gale Anne Hurd's company.19

     Q    The fifth paragraph there's a reference to20

"Bea, Kris and I met with Mark Long from Zombie21

Studios."  You see that?22

     A    Yes.23

     Q    Can you describe what that meeting was about,24

please?25

4"251&6'!"7138281/'9"&:8#"3)';/#<'�”'/"251&6="71<#1$'�”'>??@4AB@!ACD

34



!"#"$%"&'()'*+,-."/'01%"&23

     A    That was hearing a -- a pitch on a proposed1

feature film based on a property that they were2

developing into a video game and graphic novel.3

     Q    How far along did those discussions go?4

     A    They didn't go beyond the pitch.5

     Q    You heard their pitch?6

     A    We heard their pitch.7

     Q    And what was your reaction?  What did you tell8

them?9

     A    That we didn't think it was right for the10

company.11

     Q    And by "company" you are referring to12

Valhalla?13

     A    Valhalla Entertainment.14

     Q    There's also a reference here to a meeting15

with Josh Izzo from Capcom.16

     A    Yes.17

     Q    You previously testified about having some18

contact with him.  What was this one about?19

     A    This was about adapting some of their titles,20

"Darkstalkers" and "Bionic Commando" into -- into21

feature films and television.22

     Q    What -- what is "Darkstalkers" and "Bionic23

Commando"?24

     A    "Darkstalkers" and "Bionic Commando" are video25
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games that Capcom published.1

     Q    Was there ever an agreement with Capcom with2

respect to either of those two?3

     A    There was not.  There were conversations4

between Valhalla and Capcom about the possibility and it5

went slowly -- well, the video game, especially in6

Japan, the video game publishing world can move very7

slowly on making deals.8

     Q    Where is Josh -- where was Josh Izzo located9

at that point?10

     A    He was in -- he was in their U.S. headquarters11

in San Mateo, California.12

     Q    Was it your understanding that he reported to13

someone in Japan?14

     A    Yes.15

     Q    Did Josh Izzo ever ask you any questions about16

whether your company was affiliated with any other17

Valhalla?18

     A    No.19

          MR. GRACE:  Let's see.  It's about 11:00.  Why20

don't we take a short break now.21

          Off the record.22

          (Recess.)23

          MR. GRACE:  Okay.  Let's go back on the24

record.25
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BY MR. GRACE:1

     Q    Mr. Roberts, are you familiar with Valhalla's2

involvement in the comic book industry?3

     A    Yes.4

     Q    Can you describe that involvement, please?5

     A    Yes.  From beginning with Valhalla having6

produced some comic book adaptations that resulted and7

produced feature films to actually publishing comic book8

properties and developing comic book properties and9

acquiring other comic book properties, you know,10

resulted in the production of The Walking Dead11

television series that Valhalla produces.12

     Q    Let me break those down then.  It sounds like13

there are three different categories.  The first had to14

do with feature films that were adapted from comic15

books?16

     A    Yes.17

     Q    Can you describe those, please, that Valhalla18

was involved with?19

     A    Valhalla produced the feature films, Punisher,20

Punisher War Zone, Hulk, Incredible Hulk.21

     Q    What comic book properties did Valhalla22

develop on its own?23

     A    Valhalla developed the Scourge, Dead Man's Run24

and Anti, A-n-t-i.25
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     Q    Were those properties marketed under the1

Valhalla brand?2

     A    Yes.3

     Q    How is the brand depicted?4

          MR. GELFAND:  Objection; ambiguous as to time.5

          THE WITNESS:  The cover of every comic book6

that was published and brought out to the comic book7

marketplace represented the Valhalla logo on the cover8

of the comic itself.9

BY MR. GRACE:10

     Q    Can you describe that logo?11

     A    It's the Valhalla Entertainment banner, the12

Viking ship.13

     Q    When was the first comic book with that logo14

published?15

          MR. GELFAND:  Objection; lack of foundation,16

best evidence.17

          THE WITNESS:  2010.18

BY MR. GRACE:19

     Q    Were you employed by Valhalla at the time?20

     A    Yes.21

     Q    You also mentioned a third category in which22

Valhalla was acquiring comic book properties.23

     A    Yes.24

     Q    And you mentioned -- can you identify those25
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properties, please?1

     A    Yes.  I can identify some because there are2

quite a few.  The Walking Dead was a comic book property3

that was successfully adapted into a television series.4

     Q    Is this The Walking Dead television series5

that everyone is talking about right now?6

     A    Yes.7

     Q    How long has it been running?8

     A    Four seasons, four years.9

     Q    How is Valhalla involved in acquiring the10

comic book properties for The Walking Dead?11

     A    Valhalla collaborated with Frank Darabont who12

is the writer and director who created the television13

series and Robert Kirkman who is the creator of the14

original graphic novel comic book and brought the15

property to AMC which is the television network that --16

that distributes The Walking Dead.17

     Q    Were you involved in any of these18

transactions?19

     A    Yes.20

     Q    How did you identify yourself in your21

involvement in the transactions?22

     A    That I was an executive at Valhalla, Gale Anne23

Hurd's company.24

     Q    Are there any other comic properties, comic25
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book properties that you recall at the top of your head1

other than Walking Dead that Valhalla acquired with the2

prospect to develop in other media?3

     A    Yes.  "Gearhead," "Magdalena," "The Helm,"4

"OCT," "Ultra."  And there may be more.5

     Q    Were you involved in any of those6

transactions?7

     A    Yes.8

     Q    Which ones?9

     A    All of them.10

     Q    How did you identify yourself?11

     A    That I worked for Valhalla, Gale Anne Hurd's12

company.13

          MR. GRACE:  No further questions.14

15

                      EXAMINATION16

BY MR. GELFAND:17

     Q    Good morning, Mr. Roberts.  My name is18

Marvin Gelfand, and as you know I represent Valhalla19

Game Studios.  Since your deposition in this case last20

July, have you had any involvement with Valhalla Motion21

Pictures or Valhalla Entertainment?22

     A    No.23

     Q    Have you discussed this case with any24

principal from Valhalla Entertainment or Valhalla Motion25
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Pictures?1

     A    No.2

     Q    In preparation for this testimony today did3

you review any documents?4

     A    Yes.  The transcript from the July 2012 --5

2013 deposition.6

     Q    Anything else other than that?7

     A    Just the -- the new article 44.8

     Q    Exhibit 44?9

     A    Exhibit 44.10

     Q    Now, early on one of the meetings that you11

talked about dealt with Exhibit 18.  Why don't you refer12

to that now.  And you spoke about in Exhibit 18 your13

meeting with Jerry Chu from Sega.  Do you recall that14

testimony earlier this morning?15

     A    Yes.16

     Q    And I believe you testified that you heard17

from Mr. Chu that they were releasing video game "Alpha18

Protocol" and that he knew of Valhalla, et cetera;19

correct?20

     A    Yes.21

     Q    And you recall that conversation with Mr. Chu?22

     A    Yes.23

     Q    You recall as you stated earlier your24

deposition was taken in this matter --25
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     A    Yes.1

     Q    -- back on July 15th, 2013?2

     A    Yes.3

     Q    I'd like to show you the original deposition4

and ask you to turn to page 81.  And would you tell me5

if that's your signature?6

     A    Yes.7

     Q    And did you read this deposition transcript8

before you signed it?9

     A    Yes.10

     Q    And you certified that it was accurate,11

correct?12

     A    Yes.13

     Q    Let me hand you the original.  I'd like you to14

turn to page 50 of the transcript, which is right at the15

beginning because this is the first part of a transcript16

that was marked confidential.  Going to read starting17

from line 19,18

          "Question:  In the fourth paragraph of19

     this exhibit there's a paragraph that20

     starts with, 'Spoke with Jerry Chu from21

     Sega of America.'  Do you see that?22

          "Answer:  Yes.23

          "Question:  Do you recall that conversation?24

          "Answer:  No, but I clearly see it."25
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          MR. GRACE:  I'm sorry.  Can you read what the1

transcript says, please?2

BY MR. GELFAND:3

     Q    Sorry.4

          "No, but clearly I see it" is the answer on5

line 25.  When you -- strike that.6

          Why did you join Valhalla Motion Pictures7

Studios?8

     A    I joined Valhalla Motion Pictures because it9

was a great opportunity to work for Gale Anne Hurd.10

     Q    And did you take the job in order to get more11

into comic books and video games?12

     A    Yes.  I -- I -- I had aspired to work in all13

medium.  One of my -- one of my passions is to work in14

transmedia and that includes, you know, feature film,15

television, video games, comic books, traditional book16

publishing and really be -- to -- to -- to become a17

content producer.18

     Q    And you understood when you took the job that19

the idea of creating video game content is that you20

would be partnering with a video game developer,21

correct?22

     A    A video game developer or publisher, yes.23

     Q    And prior to that you did not have any24

experience in video game publishing; is that right?25
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     A    I did not.1

     Q    When you were at Valhalla Motion Pictures you2

were there for about four years?3

     A    Yes.4

     Q    Did anyone who was employed at Valhalla, to5

your knowledge, have any experience in video game6

publishing?7

     A    I know that there were some video games that8

were produced based on Gale's films.  Just from my9

knowledge of the video game industry there were10

"Terminator" video games and "Aliens" video games and11

"Hulk" video games, so...12

     Q    Did you play those games?13

     A    Yes.14

     Q    Did you play all of the games that were out15

there that were based on Gale's films?16

     A    No.17

     Q    You didn't need to have any experience in the18

video game publishing industry in order to do your job;19

is that correct?20

     A    Can you repeat that?21

     Q    Sure.  Your job at Valhalla Motion Pictures,22

in order to do that job you didn't need to have23

experience in video game publishing industry; is that24

correct?25
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     A    No.1

     Q    Is my comment correct or --2

     A    Your comment is correct.3

     Q    Okay.  We had the double negative there.  And4

isn't it true that at least with respect to the video5

game publishing industry, that is, the actual publishing6

video games, there was no one at Valhalla at least up to7

the point that you left that had any experience in that8

industry; correct?9

     A    Not to my knowledge.10

     Q    Okay.  Now, your job as you stated I think was11

to get into transmedia, and that is to develop certain12

projects from other media or in multiple medias; right?13

     A    Yes.14

     Q    And that would include video games?15

     A    Yes.16

     Q    And turning video games into motion pictures17

or television properties, right?18

     A    Yes.19

     Q    It would also include comic books?20

     A    Yes.21

     Q    Animation?22

     A    Yes.23

     Q    Books?24

     A    Yes.25

4"251&6'!"7138281/'9"&:8#"3)';/#<'�”'/"251&6="71<#1$'�”'>??@4AB@!ACD

45



!"#"$%"&'()'*+,-."/'01%"&23

     Q    Toys?1

     A    Yes.2

     Q    Anything else?3

     A    And -- and also to turn Valhalla's original4

content into those mediums not just acquire rights to5

things that already exist but to create new copyright6

that Valhalla would control or co-control that could7

become a transmedia property.8

     Q    Well, we mention books, toys, video games,9

animation, comic books.  What other type of properties10

or physical properties could be utilized for transmedia?11

     A    Magazine articles.  I mean -- but I think you12

summed it up.13

     Q    Clothing?14

     A    Clothing.15

     Q    Gifts wares, any type of personal property?16

     A    I mean, if you look at, you know, The Walking17

Dead, as an example, I mean, The Walking Dead is a18

transmedia property that began as a comic book, became a19

TV series and now has books, video games, merchandising,20

toys, board games.  I mean, there are, you know,21

multiple tentacles that any one property can have.22

     Q    Is it true that while you were at Valhalla the23

only project that actually became a transmedia project24

was The Walking Dead?25
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     A    While I was at Valhalla the Incredible Hulk1

was released, which can be seen as a transmedia property2

because there was a video game produced and3

merchandising produced.4

     Q    Anything else?5

          MR. GRACE:  Objection; ambiguous.6

          THE WITNESS:  And -- and the -- the comic7

books that were published were transmedia properties as8

well.9

BY MR. GELFAND:10

     Q    How were you involved in developing11

The Walking Dead into a video game?12

     A    I -- I was not.  I was involved with the13

television series.14

     Q    Was Walking Dead the only video game project15

that was started while you were at Valhalla?16

     A    Yes.17

     Q    Now, you said that you were familiar with the18

video game for Walking Dead; is that correct?19

     A    Yes.20

     Q    Were you --21

          Counsel, the last exhibit that I have that was22

marked is 52.  I don't know if that's correct.  Should23

we just start at 60 to make --24

          MR. GRACE:  52 was the last one that was --25
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          MR. GELFAND:  Okay.  So we'll start at 53.1

BY MR. GELFAND:2

     Q    And what format have you played The Walking3

Dead games?4

     A    I played on my -- on -- on Facebook which was5

like a -- on the actual Walking Dead website.  There was6

a game that I played.7

     Q    Let me mark as Exhibit 53 copies of a document8

which is a cover for an Xbox 360 game for The Walking9

Dead together with the insert for the game.10

          (Exhibit 53 was marked for identification.)11

BY MR. GELFAND:12

     Q    Are you familiar with Exhibit 53?13

     A    Yes.14

     Q    Can you tell us what it is?15

     A    This is The Walking Dead video game that was16

produced for the Xbox 360.17

     Q    And The Walking Dead being the Valhalla18

property that you've been referring to into your19

testimony, correct?20

     A    The Walking Dead is the television series,21

yes, that Valhalla produces.22

     Q    Okay.  Now, would you agree with me that the23

name Valhalla, whether Valhalla, Valhalla Entertainment24

or Valhalla Motion Pictures or any logo does not appear25
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anywhere on the packaging or the insert for the video1

game?2

     A    Yes.3

     Q    And you are also aware that in the video game4

itself there's no reference to either Valhalla5

Entertainment or Valhalla Motion Pictures or anything6

relating to Valhalla?7

     A    That I don't know.  I -- I -- this video game8

was released I believe after I left Valhalla.9

     Q    But at least with respect to the games that10

you played, you've never seen Valhalla Motion Pictures11

or Valhalla Entertainment ever being mentioned in12

association with the video game for The Walking Dead; is13

that correct?14

     A    It depends what video game of The Walking Dead15

you are referring to.16

     Q    Has -- is there a video game of The Walking17

Dead that has a reference to Valhalla?18

     A    I don't know.19

     Q    Have you ever seen any reference to Valhalla20

in any video game for The Walking Dead?21

     A    I haven't looked for one.22

     Q    So it's fair to say that you haven't seen one?23

     A    I have not seen one.24

     Q    Are you familiar with a video game called the25
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"Walking Dead Survival Instinct"?1

     A    Yes.2

     Q    What's that?3

     A    To my knowledge it is a -- a game adaptation4

of the television series, specifically The Walking Dead5

television series specifically.6

     Q    And The Walking Dead television series is a7

television series that's produced by Valhalla Motion8

Pictures or Valhalla Entertainment?9

     A    Yes.10

     Q    I'd like to next mark as Exhibit 54 the11

packaging and insert for a video game entitled, "The12

Walking Dead Survival Instinct."13

          (Exhibit 54 was marked for identification.)14

BY MR. GELFAND:15

     Q    Are you familiar with Exhibit 54?16

     A    Yes.17

     Q    And is Exhibit 54 the packaging and insert for18

"The Walking Dead Survival Instinct" game through Xbox?19

     A    Yes.20

     Q    If there's any concern that you have, I do21

have the original of all the products here, but for the22

Board we need to make copies and photograph it a certain23

way.  So if at any point in time you want to look24

through the originals, if you are not clear --25
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     A    Okay.1

     Q    -- with respect to what it is that I'm showing2

you, please let me know.3

     A    Okay.4

     Q    Now, on Exhibit 54 the front cover refers to5

AMC, The Walking Dead based upon the hit AMC TV series.6

Do you see that?7

     A    Yes.8

     Q    And AMC Studios is listed on this and9

ActiveVision is listed, and even on the back there are a10

few other different logos listed.  "Speed Tree," Binge11

Video, Iggy, Dolby Digital, Microsoft, ActiveVision,12

Terminal Reality, Valhalla Game Studios or Valhalla13

Entertainment is not listed anywhere on the packaging14

for "The Walking Dead Survival Instinct"; correct?15

          MR. GRACE:  Is it Valhalla Game Studios?16

          MR. GELFAND:  I'll rephrase.  Thank you,17

Counsel.18

          MR. GRACE:  I'm --19

          MR. GELFAND:  Well --20

          MR. GRACE:  I think we can stipulate --21

          MR. GELFAND:  We can stipulate that, but --22

BY MR. GELFAND:23

     Q    Is it fair to state that neither Valhalla24

Motion Pictures or Valhalla Entertainment is listed25
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anywhere on the packaging or the insert for "The Walking1

Dead Survival Instinct" Xbox 360 game?2

     A    Yes.3

     Q    I think you mentioned earlier that the4

Incredible Hulk was one of the comic book projects that5

was owned by either Gale Anne Hurd's company or6

Valhalla, to your knowledge?7

     A    It was not owned by Valhalla.  The feature8

film was produced by Valhalla.9

     Q    Okay.  So the Hulk's feature film was -- was10

produced by Valhalla?11

     A    Yes.12

     Q    Are you familiar with the Play Station II13

video game for the "Incredible Hulk"?14

     A    I'm familiar with a Play Station III video15

game for the "Incredible Hulk."16

     Q    I'd like to mark as Exhibit 55 Play Station II17

video game for the "Incredible Hulk."18

          (Exhibit 55 was marked for identification.)19

BY MR. GELFAND:20

     Q    Before we look at Exhibit 55 let's mark as21

Exhibit 56, a six-page document that is a printout from22

the Valhalla Entertainment website on December 4th, 201323

and containing video games.24

          (Exhibit 56 was marked for identification.)25
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BY MR. GELFAND:1

     Q    Are you currently familiar with the Valhalla2

website?3

     A    I'm -- I'm aware that a website exists.4

     Q    While you were employed by Valhalla Motion5

Pictures or Valhalla Entertainment, video games were not6

sold on the website; isn't that correct?7

     A    I don't recall.8

     Q    Do you know what video games first started9

being sold on the website?10

     A    I don't recall.11

     Q    Do you recall whether or not video games are12

ever sold on a website while you were employed there?13

     A    I -- I had very little to do with the website,14

so I don't know the answer to that.15

     Q    Okay.  Let's go back to Exhibit 55.  On16

page -- and that's the "Incredible Hulk" Play Station17

II?18

     A    Yes.19

     Q    Just for your reference, if you take a look at20

the third page of Exhibit 56 you'll see the "Incredible21

Hulk" Play Station II video game listed on the printout22

of the website.  Do you see that?23

     A    Yes.24

     Q    Now, on the second page of Exhibit 55 there's25
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an advertisement for "Iron Man" available now.  Has1

"Iron Man" ever been a project of Valhalla or Gale Anne2

Hurd?3

     A    I believe at one point in time Gale had --4

had -- had -- might have had something to do with it5

or -- I mean, she had been working with Marvel very6

early on.  I'm not -- I'm -- I'm not familiar.7

     Q    You don't know whether it has been or8

hasn't --9

     A    I can't say for sure.10

     Q    In Exhibit 55 do you recognize Exhibit 55 as a11

video game for the "Incredible Hulk"?12

     A    Yes.13

     Q    Has Valhalla's name, logo or any reference to14

Valhalla Motion Pictures or Valhalla Entertainment15

either part of the packaging or insert for the16

"Incredible Hulk" video game?17

     A    No.18

     Q    Do you know what "Edge of Reality" is?19

     A    I do not.20

     Q    Right next to on the -- on the back cover,21

which is also on the front page of this, right next to22

"Edge of Reality" it says something like HAV okay.  Have23

you ever seen that before?24

     A    No.25
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     Q    You don't know what that is?1

     A    No.2

     Q    What was Valhalla's involvement in the film3

Aliens?4

     A    Gale Anne Hurd produced the film Aliens.5

     Q    Do you know whether or not Valhalla or6

Gale Anne Hurd had any involvement in the video game7

"Aliens" that's on Xbox 360?8

     A    I don't believe so.9

     Q    I'd like to next mark as Exhibit 57.10

          (Exhibit 57 was marked for identification.)11

BY MR. GELFAND:12

     Q    The packaging cover and insert for video game13

"Aliens Colonial Marines."  Are you familiar with this14

video game?15

     A    Yes.16

     Q    Has this video game dealing with the IP of the17

film Aliens?18

     A    Yes.19

     Q    Is Valhalla Motion Pictures or Valhalla20

Entertainment or any Valhalla logo anywhere on the21

packaging or insert for "Aliens Colonial Marines" video22

game?23

     A    No.24

     Q    Now, this says it's produced by Sega.25
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     A    Yes.1

     Q    And right next to Sega on the front cover is2

20th Century Fox.  Do you know why 20th Century Fox is3

not listed on this video game?4

     A    20th Century Fox owns the copyright.5

     Q    Even though the film was produced by Valhalla6

or Gale Anne Hurd?7

     A    Yes.8

     Q    Is Terminator one of Valhalla's projects?9

     A    It -- it's a film that Gale Anne Hurd10

produced.11

     Q    Was Terminator made into a video game?12

     A    Yes.13

     Q    Were you involved in that?14

     A    No.15

     Q    Do you know if anyone at Valhalla was involved16

in that?17

     A    I do not know.18

     Q    Was that before your time?19

     A    Before my time.20

     Q    Are you familiar with "Terminator III, The21

Redemption" video game?22

     A    No.23

     Q    I'd like to mark as Exhibit 58.24

          (Exhibit 58 was marked for identification.)25
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BY MR. GELFAND:1

     Q    Exhibit 58 is an Nintendo Game Cube2

"Terminator III, The Redemption" video game cover and3

packaging?4

          MR. GRACE:  Well, why don't you let the5

witness testify.  I think he's already said he's not6

familiar with this.7

BY MR. GELFAND:8

     Q    Do you know whether or not there's a video9

game that is sold on Valhalla Entertainment website for10

"Terminator III, The Redemption" for Nintendo Game Cube?11

     A    I do not know.12

     Q    Did you ever have any discussions with anyone13

as to whether or not Valhalla's name or logo should14

appear on any of the video games with respect to any of15

the projects that Valhalla has produced?16

     A    No.17

     Q    Are you familiar with the project called18

Aeon Flux?19

     A    Yes.20

     Q    What is that?21

     A    It's a film that Gale Anne Hurd produced.22

     Q    Are you familiar with the fact that Aeon Flux23

was made into a video game?24

     A    No, before my time.25
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     Q    Have you ever seen the video game from1

Aeon Flux?2

     A    No.3

     Q    How about "Terminator III, Rise of the4

Machines," are you familiar with that video game?5

     A    I'm -- I'm familiar with the feature film, not6

the video game.7

     Q    Were you involved at all in the development of8

the video game?9

     A    No.10

     Q    How about the "Terminator Dawn of Fate" video11

game?12

     A    No.13

     Q    How about the "Punisher" video game?14

     A    No.15

     Q    Did you ever have any conversations with16

anyone inside Valhalla Motion Pictures with respect to17

forming a video game publishing company?18

     A    No.19

     Q    Do you recall having any conversations with20

Gale Anne Hurd with respect to the fact that to form a21

video game publishing company would require a lot of22

capital?23

     A    Yes.24

     Q    How much capital would be required to form a25
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video game publishing company?1

     A    I think that that's speculation.  I --2

     Q    Well, do you recall stating in your deposition3

that it would take about 25 to 30 million on the low end4

and 50 to 80 million on the high end?5

     A    To -- to produce a video game, yes.6

     Q    And you got that number from conversations7

with actual video game publishers, correct?8

     A    Yes.9

     Q    Isn't it true that no one at Valhalla Game10

Studios ever did any specific research in order to11

determine what it would take to get into the video game12

publishing business, correct?13

     A    You mean Valhalla Entertainment, not Valhalla14

Game Studios?15

          MR. GRACE:  I think you are confused, Counsel.16

          MR. GELFAND:  I think I am too.17

BY MR. GELFAND:18

     Q    Let me rephrase the question.  Isn't it fair19

that no one did any specific research in order to20

determine what it would take for Valhalla Motion21

Pictures or Valhalla Entertainment to get into the video22

game publishing industry --23

          MR. GRACE:  Apart from --24

///25
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BY MR. GELFAND:1

     Q    -- while you were there?2

          MR. GRACE:  Apart from what he's already3

testified to?4

          THE WITNESS:  I don't know what Gale, her CFO5

or her attorney have looked into.6

BY MR. GELFAND:7

     Q    But you did not?8

     A    I had asked some publishers and developers9

ballpark figures of what it would take, but to that --10

that's the element of my knowledge.11

     Q    And that's the limit of anything that you did,12

correct, to look into getting into the video game13

publishing industry?14

     A    I --15

          MR. GRACE:  Objection; ambiguous.16

          THE WITNESS:  -- looked into partnering with17

actual publishers and developers to get into the video18

game business.19

BY MR. GELFAND:20

     Q    And the partnering would be things like21

Valhalla Motion Picture doing a motion picture or22

television show from video game projects, correct?23

     A    Or Valhalla Motion Pictures or Valhalla24

Entertainment or creating a original idea that we would25
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bring to a developer or a game publisher to build into a1

video game first that we would then adapt from in the2

future.3

     Q    Did -- to your knowledge, did you ever see any4

business plan with respect to the creation of a video5

game publishing company at Valhalla Motion Picture?6

     A    No.7

     Q    Are you aware of any production companies that8

aren't full studios like Disney and Warner Brothers that9

are also in the video game production business?10

     A    Well, I -- I know that there are -- there are11

transmedia companies that -- that exist to -- to do12

this, but they are not video game publishers.13

     Q    So with respect to my question, are you aware14

of any smaller production companies that aren't full15

studios that are also in the business of video game16

publishing?17

     A    No.18

          MR. GRACE:  Objection; ambiguous.19

BY MR. GELFAND:20

     Q    While you were at Valhalla Motion Pictures21

were you ever at the Video Game Awards?22

     A    No.23

     Q    Ever go to Pax?24

     A    No.25

4"251&6'!"7138281/'9"&:8#"3)';/#<'�”'/"251&6="71<#1$'�”'>??@4AB@!ACD

61



!"#"$%"&'()'*+,-."/'01%"&23

     Q    Ever go to the Tokyo Game Show?1

     A    No.2

     Q    During your direct examination you looked at3

several e-mails which were these daily updates.4

     A    Yes.5

     Q    Recall that?6

     A    Yes.7

     Q    How often did you prepare these daily updates?8

     A    Daily.  Sometimes there would be days that9

they weren't, so sometimes there would be three-day10

updates and it would just depend on -- on the week and11

schedule.12

     Q    We saw a couple that were updates for two13

days.14

     A    Yes.15

     Q    So wouldn't necessarily be every day and if it16

wasn't you'd be updating the two days; is that correct?17

     A    Yes.18

     Q    And these updates would be the work that you19

did during that day?20

     A    Yes.21

     Q    And that was required --22

     A    Yes.23

     Q    -- from the company?24

     A    Yes.25
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     Q    Is this true during the entire four years that1

you were at Valhalla Motion Pictures?2

     A    For -- for the most part.  There were some3

times where we tried to change the way that we4

communicate and -- so there were some months that5

that -- that that stopped and things were communicated6

verbally and -- but for the most part, yes.7

     Q    How many days a week did you work generally?8

     A    Five.9

     Q    So over the four years it would generally be a10

five-day workweek?11

     A    Yes.12

     Q    So is it fair to state that you prepared13

hundreds of those daily updates during the four years14

you were there?15

     A    Yes.16

     Q    You -- when asked as to who you work for you17

stated I think in answer to each question up until 201218

you worked for Valhalla Motion Pictures; is that19

correct?20

     A    2011 is when Valhalla Entertainment started to21

be used.22

     Q    Do you know when in 2011?23

     A    I can't recall the exact date.24

     Q    So up until the time that Valhalla25
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Entertainment started to be used, your employer was1

Valhalla Motion Pictures Studios or Valhalla Motion2

Pictures?3

     A    I would say that I worked for Valhalla Motion4

Pictures.5

     Q    And after that it became Valhalla6

Entertainment?7

     A    Yes.8

     Q    Do you know why it changed from Valhalla9

Motion Pictures to Valhalla Entertainment?10

     A    The company started -- as the company started11

creating other content that was not just motion12

pictures, aka, television, comic books, graphic novels13

and the intent to develop other transmedia properties14

the overall entertainment banner seemed important.15

     Q    And at the same time the e-mail was changed,16

the e-mail address was changed; is that correct?17

     A    Yes.18

     Q    And it went from what to what?19

     A    Valhalla Pix, P-i-x, to Valhalla Ent.20

     Q    Other than "The Walking Dead," while you were21

at the company were any other video game projects22

completed?23

     A    The only other game that was released to24

market while I -- it was while I was new at the company25
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was the "Incredible Hulk" video game and -- and -- yeah,1

and "The Walking Dead."2

          MR. GELFAND:  That's all I have.  Thank you.3

4

                  FURTHER EXAMINATION5

BY MR. GRACE:6

     Q    Okay.  Just a couple of follow-up questions.7

Mr. Roberts, you testified earlier about Exhibit 18, and8

counsel had you look at your deposition transcript about9

the conversation.  Would you turn, please, to10

Exhibit 18?11

     A    Yes.12

     Q    Does the paragraph that we -- that you13

testified about spoke with Jerry Chu, are you the author14

of that?15

     A    Yes.16

     Q    When did you prepare this?17

     A    September 17th, 2009.18

     Q    Approximately when did the conversation with19

Mr. Chu take place?20

     A    On that day.21

     Q    Does this -- reading this text now refresh22

your recollection as to what actually happened in that23

conversation?24

     A    Yes.25
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          MR. GELFAND:  Objection.1

BY MR. GRACE:2

     Q    What do you specifically recall happening in3

that conversation now?4

     A    We had a conversation about -- about the video5

game "Alpha Protocol" and -- and the collaboration6

between Valhalla and Sega was of interest to him and7

wanted to discuss any future meetings.  And he was going8

to report, you know, back -- the interest back to his9

headquarters in San Francisco and Japan.10

     Q    Is there anything about this paragraph that11

you wrote in September 2009 approximately just after the12

conversation that you had with Mr. Chu that is incorrect13

as you sit here today?14

     A    No.15

          MR. GRACE:  Nothing further.16

          MR. GELFAND:  Nothing further.17

          MR. GRACE:  Okay.  We're done.18

          THE WITNESS:  Thank you.19

          (Recess.)20

          MR. GRACE:  We've had a colloquy off the21

record and the counsel for the parties have stipulated22

that the original of the transcript and the original of23

the exhibits will be separately bound, exhibits24

separately bound.  And then the originals both will be25

4"251&6'!"7138281/'9"&:8#"3)';/#<'�”'/"251&6="71<#1$'�”'>??@4AB@!ACD

66



!"#"$%"&'()'*+,-."/'01%"&23

sent to our offices, counsel for Valhalla Motion1

Pictures.2

          We'll make it available to the TTAB as well as3

all counsel in this action pursuant to the rules.4

          MR. GELFAND:  So stipulated.5

          (Deposition concluded at 12:06 P.M.)6
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             PENALTY OF PERJURY CERTIFICATE1

2

     I hereby declare I am the witness in the within3

matter, that I have read the foregoing transcript and4

know the contents thereof; that I declare that the same5

is true to my knowledge, except as to the matters which6

are therein stated upon my information or belief, and as7

to those matters, I believe them to be true.8

     I declare being aware of the penalties of perjury,9

that the foregoing answers are true and correct.10

11

12

13

14

     Executed on the _____  day of ________________  ____ ,15

at _________________________ , _________________________ .16

            (CITY)                    (STATE)17

18

19

20

         ______________________________________21

                       BEN ROBERTS22

23

24

25

4"251&6'!"7138281/'9"&:8#"3)';/#<'�”'/"251&6="71<#1$'�”'>??@4AB@!ACD

68



!"#"$%"&'()'*+,-."/'01%"&23

STATE OF CALIFORNIA        )1
                           )  ss:
COUNTY OF LOS ANGELES      )2

3

         I, SUSAN KOKIS, do hereby certify:4

         That I am a duly qualified Certified Shorthand5

Reporter, in and for the State of California, holder of6

certificate number 11303, which is in full force and7

effect and that I am authorized to administer oaths and8

affirmations;9

         That the foregoing deposition testimony of the10

herein named witness was taken before me at the time and11

place herein set forth;12

         That prior to being examined, the witness named13

in the foregoing deposition, was duly sworn or affirmed14

by me, to testify the truth, the whole truth, and15

nothing but the truth;16

         That the testimony of the witness and all17

objections made at the time of the examination were18

recorded stenographically by me, and were thereafter19

transcribed under my direction and supervision;20

         That the foregoing pages contain a full, true21

and accurate record of the proceedings and testimony to22

the best of my skill and ability;23

         That prior to the completion of the foregoing24

deposition, review of the transcript was not requested.25
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         I further certify that I am not a relative or1

employee or attorney or counsel of any of the parties,2

nor am I a relative or employee of such attorney or3

counsel, nor am I financially interested in the outcome4

of this action.5

6

         IN WITNESS WHEREOF, I have subscribed my name7

this ____  day of _____________ , ____ .8

9

10

         ______________________________________11

         SUSAN KOKIS, CSR No. 1130312

13
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                      ERRATA SHEET1

2

If any corrections to your deposition are necessary,3
indicate them on this sheet, giving the change, page
number, line number and reason for change.4

PAGE  LINE  FROM                   TO5

____   ____   _____________________   _____________________6

Reason  ________________________________________________7

____   ____   _____________________   _____________________8

Reason  ________________________________________________9

____   ____   _____________________   _____________________10

Reason  ________________________________________________11

____   ____   _____________________   _____________________12

Reason  ________________________________________________13

____   ____   _____________________   _____________________14

Reason  ________________________________________________15

____   ____   _____________________   _____________________16

Reason  ________________________________________________17

____   ____   _____________________   _____________________18

Reason  ________________________________________________19

____   ____   _____________________   _____________________20

Reason  ________________________________________________21

____   ____   _____________________   _____________________22

Reason  ________________________________________________23

24
_________________________________   _____________________
Signature of Deponent              Date25
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Phillip Kobylanski 

From: 
Sent: 
To: 
Cc: 
Subject: 

HI Gale, 

Ben Roberts 
Thursday, September 17, 2009 7;11 PM 
Gale Anne Hurd 
Wendy Japhet; Julie Thomson: Kris Henlgman; Trey Pool 
Update 9/17/09 

Here's my update for 9/17 /09 

EXHlBII_tc:f 
Althea L Miller 

3 

Spoke with David Saunders from APA who said he felt we were on the same page after your call with him earlier today .. 
I brought up HELL NIGHT and David clarified as his assistant did not give us the full story.. The writers, Penfck & Sey, sold 
a TV movie and have to do a quick 2-week production polish They will be available in 2 weeks.. Russell Mulcahy did 
take a movie for the Hallmark Channel (in the vein of PRAYERS FOR BOBBY) and will be busy for the next month Russell 
will be available for the proposed late October/early November pitch plan. David apologized for any confusion 

Spoke with Adam Kolbrenner from Madhouse Entertainment re: Justin Marks and following up on SOULFIRE .. Justin Just 
finished work on 20,000 LEAGUES UNDER THE SEA for McG. 

Wendy and I met with Jennifer Levine from Untitled .. She is Kurt Johnstad's manager. We told Jennifer that NITRO went 
to Pierre Moret Jennifer loved the idea of SOULFIRE for her dient Mark Verheiden (BAffiESTAR GALACTICA, THE ARK, 
TEEN TITANS) .. He gets both the comic and film world very well. 

Spoke with Neda Niroumand from Vincent Cirrincione & Associates. We discussed some writing samples she sent me for 
Nzingha Stewart and Keith Curran, but I was not a fan of either 

Spoke with Jeremy Platt from Spectacle Entertainment re: BODY BAGS I Rob Zombie. Rob will be setting aside time to 
read BODY BAGS next Wednesday.. Rob has a new album coming out along with a tour he is prepping. Jeremy said Rob 
has the books, though, and liked the idea of the world .. Jeremy re-iterated that Rob absolutely would love to collaborate 
with you. 

Emailed with David J Schow re: SIAFU.. David came up with a great skeleton for the story, but needs to work on building 
characters .. We are setting a meeting to discuss further .. 

Spoke with Brooklyn Weaver from Energy Entertainment about a spec he sent me called SINGULARl'TY by TS Nowlin It 
deals with computers that attempt to take over the world through chips planted in human .. Obviously, it was too similar 
to TERMINATOR for us to pursue .. Well writer, though, and I'm setting a meeting with the writer .. 

Spoke with Kurt Johnstad re: NITRO .. He ls very excited about Pierre Morel.. 

Spoke with Sean Barclay from Gersh re: Justin Britt-Gibson .. Sean is going to check with Justin on BIG BADZ. 

1 
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Spoke with Kevin Grevioux re: CHAPTER 12 Kevin is finishing up his proposal for us and be in touch next week 
Artist Ryan Benjamin is working on some preliminary designs for the world that are fantastic 

Spoke with Ford Gilmore re: BODY BAGS I Rob Zombie .. 

Best Regards, 

Ben Roberts 
Creative Executive 
Valhalla Motion Pictures 
3201 Cahuenga Blvd West 
Los Angeles, CA 90068 
br@valhallapix.com 
(323)850-3035 office 
(323) 850-3038 fax 
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Phillip Kobylanski 

From: 
Sent: 
To: 
Cc:: 
Subject: 

Hi Gale, 

Ben Roberts 
Monday, October 05, 2009 11 :57 PM 
Gale Anne Hurd 
Wendy Japhet; Julie Thomson; Kris Henlgman; Trey Pool 
Update 10/5/09 

Here's my update for 10/5/09 .. 

EXHIBIT l q 
Althea l Miller 

o. 3 
Date: 

spoke with Ryan Saul from APA re: THE HELM I Bencich & Friedman.. He asked what our next 
steps in the project are since Universal is not hearing pitches again until January .. 

spoke with Keith Goldberg from Dark Horse re: THE HELM.. Keith recently gave the comic to 
writers Mark Gibson & Phil Halprin (SNOW DOGS, THE WILD, COACH SNOOP) and they flipped over 
the material.. Keith thought we should hear their take as well so we have a second option for 
the project. Keith is sending me a writing sample that is an edgierá PG-13 writing style .. 
Dark Horse is hoping to set this pitch meeting with Mark and Phil next week. 

Met with Aadip Desai from the Northwest Screenwriters Guild as a preface to my trip up to 
Seattle on Fr-iday for their pitch conference .. 

Spoke with Jim Strader from Quattro Media.. He is sending me a new spec by Dave Senullo 
(QUETZALCOATL) titled THE BETRAYED. Jim will be following up with Michael Dougherty on 
SOULFIRE. 

Spoke with Greg Pedecin from Gerásh re: setting a call re: HARDWICK with his client Elan 
Mastai (THE F-WORD). 

Emailed with director Stu Maschwitz.. Stu is finishing up his spec for the project DRONE, 
which he wants to make his directing debut.. He is going to send to us when ready .. 

Holly Brix sent in her responses to our notes on MAGDALENA.. These address how she would 
handle our notes in the script once her deal is worked out .. 

Spoke with Neda Niroumand from Vincent Cirrincione & Associates. she wants to set a time for 
me to hear her client Damian Hards' (GARDENS OF THE NIGHT, MERCY, DECEIVED) TV pitch 
CLUBLAND. Neda said it's SOPRANOS set against the backdrop of the LA club circuit.. It would 
be for cable.. Damian just sold a TV drama pilot to Bravo called LAY MEN 

Had dinner with Ben Davis from N'l.C. We discussed WALKING DEAD, but it was very difficult to 
get Ben to divulge any specifics that could really help Frank in redeveloping the pilot.. Ben 
did say that he felt BREAKING BAD SEASON 2 is an appráopriate tone for WALKING DEAD, in his 
opinion .. 
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Emailed SIAFU thoughts to David J, Schow for one more pass before presenting his take to the 
team,, 

Best Regards, 

Ben Roberts 
Creative Executive 
Valhalla Motion Pictures 
3201 Cahuenga Blvd. West 
Los Angeles, CA 90068 
br@valhallapix.com 
(323)850-3035 office 
(323} 850-3038 fax 

I 
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Phillip Koby!anski -From: 
Sent: 
To: 
Cc: 
Subject: 

Hiafl, 

Ben Roberts 
Monday, June 21, 2010 5:46 PM 
Gale Anne Hurd 
Wendy Japhet; Kris Henigman; Trey Pool 
E3 update 
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Best Regards, 

Ben Roberts 
Creative Executive 
Valhalla Motion Pictures 
3201 Cahuenga Blvd. West 
Los Angeles, CA 90068 
br@valhallapjx.com 
{323)850-3035 office 
{323) 850-3038 fax 
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EXHIBIT 2> 
/ 

Althea l. Mmer 

Date: .P1f "3 

Phillip Kobylanski -From: 
Sent: 
To: 
cc: 
Subject: 

Hi Gale, 

Ben Roberts 
Friday, July 02, 2010 1 ;46 PM 
Gale Anne Hurd 
Wendy Japhet; Kris Henigman; Julie Thomson: Phillip Kobylanski 
Update 7/1/10 & 712/10 

Here are my updates for 7/1/10 and 7/2/10 .. 

spoke with Dave Collins from Platinum Studios re: the MAGDALENA call .. He said they agreed with the strategy 
. presented on the call, which Wendy updated you on yesterday 

Met with Mike callaghan from Motion Picture Corporation of America It is Brad Krevoy's company-do you know 
him? They are In production on their film THE KILLING GAME, which stars Samuel L. Jackson .. They wlll selectively 
finance development, so Mike thought there could be potential to collaborate with them. They focus on genre and a lot 
of Asian remakes. Mike suggested a potential meeting between you and Brad at some point, but I wanted to gauge your 
thoughts on him. 

Kris and I met with writer David Rothley (THE SHOOTER).. He Is working on his new spec and w!ll send to us when ready. 

with Brad Rosenfeld from Preferred Artists and passed on THE ANOMALY. 

Wendy and I did the MAGDALENA call w/ ICM, Top Cow and Platinum. 

Spoke with Eugene Choi from Fuji, one of the largest1V I film corporations in Japan. Fuji Is Interested In forging 
alliances with western producers/studios in a similar way that CJ I Reliance have.. It Is early stages, but Eugene Is 
interested in the Valhalla brand and bringing the idea of collaborating to the Fuji team .. Their top executives come to LA 
2-3 times a year, so perhaps Eugene can arrange a meeting with them when they are in town. Jn addition, Fuji controls a 
significant amount of IP -TV dramas and films- that they are looking for potentially remake .. Could be something there 
too .. More to come as I continue to follow up with Eugene .. 

Wendy and I pitched EXITUS to CJ, as previously updated. 

Spoke with Bob Sobhani from Magnet Management re: GEARHEAD .. Both Craig 'Titley and Shannon & Swift have a 
significant amount of studio project on their plate, so cannot focus on new development for the moment.. 
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spoke with Simon Faber from WME re: MERCURY. He is checking in with some writers on their interest in coming in to 

meet on the project. Updates to come. 

Best Regards, 

Ben Roberts 
Valhalla Motion Pictures 
3201 eahuenga Blvd. West 
LOS Angeles, CA 90068 
2t@valhallaplx.com 
(323)850-3035 office 
(323) 850-3038 fax 
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Phillip Kobylanski -

Valhalla Motion Pictures 
3201 cahuenga Blvd W 
Los Angeles, CA 90068 
(323) 850-3033 

Gale Anne Hurd 
Thursday, .July 08, 2010 9: 16 PM 
Ben Roberts 
Julie Thomson; Wendy Japhet; Kris Henigman; Phillip Kobylanski 
RE: Update 7/8/10 EXHIBIT 2-& 

Althea L Miller 
CSR 335 

Date:.,_+--+_,,... 
Wi 

This e-mail and any files transmitted with it are intended solely for the use of the lndMdual or entity to whom they are 
addressed If you are not the intended recipient, you are hereby notified that any use, dissemination, forwarding, 
printing or copying of this e-mail is strictly prohibited .. If you have received this e-mail in error, please email 

. . . jt@yalhallapjx.com or call (323) BS<J..3040. Thank you .. 

á From: Ben Roberts 
Sent: Thursday, July 08, 2010 7:09 PM 
To: Gale Anne Hurd 

¥. Cc: Julie Thomson; Wendy Japhet; Kris Henlgman; PhRlip Kobylanskl 
SUbject: Update 7/8/10 

'Here is my update for 7/8/10. 

Spoke with Keven Gardner from 12 Gauge Comics re: ANTI.. His attorney has been out of town and is back Monday, so 
will be calling Julie then to initiate the deal memo. 

Wendy and I met with Starz Entertainment, as she previously updated .. 

'\ Wendy and I pitched EXITUS to Bold, as previously updated. 

with Ava Jamshldi re: Holly Brix and Comic Con, as previously updated . 

.. , .. ,. .... 
Ç:;spoke with Evan Daughtry (SHRAPNEL, MASTERS OF THE UNIVERSE) re: BODY BAGS .. I sent him a copy of the book to 
>look at 

1 
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Spoke with Scott Agostoni from WME and updated him on GEARHEAD, BODY BAGS and SOULFIRE. He reps Aspen so 

said he will help with THE SCOURGE any way we need him to .. Scott is going to send me a full list of dients at comic con 

so I can set meetings .. 

Spoke with Harris Miller who wfll be setting meetings for me with his dients at Comic Con. Harris reps many comic 

creators .. Mark Millar (WANTED, NEMESIS) will not be attending this year .. 

spoke with Kemper Donovan from Circle Of Confusion He is setting me up with meetings at Comic Con for his clients 
Nick Spencer (EXISTENCE 2 .. 0), John Layman (CHEW) and Jim Valentino (SHADOWHAWK). . ... . :;, 

Spoke with Dave Neustadter from New Line who confirmed the pass on EXITUS .. He said they didn't find the defectives 

scary enough since they were human.. New Line would prefer them to be aliens .. They loved the trailer and 
presentation, but couldn't get behind the concept 

Spoke with Rick Jacobs from Circle of Confusion re: EXITUS .. He's going to do what he can to help push Bold Films .. 

Best Regards, 

Ben Roberts 
Vice President, Development 
Valhalla Motion Pictures 
3201 Cahuenga Blvd. West 
Los Angeles, CA 90068 
br@valhallapix.com 

(323)850-3035 office 
(323) 850á3038 fax 
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EXHIBIT ¢ f' 
Altliea L Miller -

Phillip Kobylanski 

From: 
Sent: 
To: 
cc: 
Subject: 

Ben Roberts 
Friday, September 24, 2010 3:35 PM 
Gale Anne Hurd 

... .. . ,,,,,, .. 
Creed I Ubisoft /Dave Ellisori 
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Original Message 
From: Ben Roberts 
To: Gale Anne Hurd 
Cc: Wendy Japhet; Kris Henigman 
Sent: Thu Aug 19 09:47:33 2010 
'.:Su6ject:::., . 

.. 
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Phillip Kobylanski -
From: 
Sent: 
To: 
Cc: 
Subject: 

Gale Anne Hurd 
Thursday, October 28, 2010 7:38 PM 
Ben Roberts 
Julle Thomson; Kris Hen!gman; Beatrice Springbom; Phillip Kobylanski 
Re: Update 10/28/10 

Seems like quite a few of our projects are in the range Relativity is interested in financing .. 

ami37devero áment:sounds like.aninterestin'"'oif"ortuni' 'fif' á á9 .. ááá P á áá: .. . .f.r ,, . ..1>. ........... .. 

Valhalla Motion Pictures 
3201 Cahuenga Blvd W 
Los Angeles, CA 90068 
(323) 850-3030 

EXHIBIT :Z, J? 
Althea L Miller 

Date:1'Pk3 

CONFIDENTIAL: The information contained In this message and/or attachments may be privileged, confidential and 
protected from disclosure. You are hereby notified that any dissemination, distribution or copying of this message Is 
strlct1y prohibited .. If you have received this communication in error, please notify the sender immediately by replying to the 
message and deleting it from your computer. 

From: Ben Roberts 
To: Gate Anne Hurd 
Cc: Julie Thomson; Kris Henigman; Beatrice Sprlngbom; Phillip Kobylanskl 
Sent: Thu Oct 28 19:14:19 2010 
Subject: Update 10/28/10 

Hi Gale, 

Here is my update for 10/28/10 

Met with Jernej Razen from Relatlvlty. They are only looking for scripts at the moment with budgets from $25á65 
million. They do not want dramas or comedies, just mainly genre movies. 

Spoke with Greg Carr from Industry Entertainment who is going to educate me on a few new clients .. 

Met with Stu Mashwitz (VFX supervisor for THE SPIRIT, SIN CllY, FANTASTIC FOUR 2) .. He is also Scott Stewart's (LEGlON, 
PRIESD partner. Stu set up his first directing vehicle PSY-OPS with Bold Films which is still in development. Stu is going 
to send me a spec script he recently finished and would like to direct called THE PRODIGY. 

Spoke with Elise Henderson from UTA and she let me know that Colleary and Werb (FACE OFF) are going to pass on the 
LIFETIME HEIST PROJECT. They could not find a way in they were happy with and have a few other assignments that 
they would like to focus on. They thanked us for thinking of them. 
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Spoke with Ryne Pearson (KNOWING, THEN). He and I are setting a time to catch up and try to find some new projects 

to focus on. 

Spoke with Anthony Vasto from Instrumental Lit who is sending me a spec to look at. 

Spoke with John Graham from Screen Gems .. He said they remain eager to find business to do with us .. John said he is 

specifically looking for an action thriller in the mold of SAFE HOUSE. I think THE NAMELESS could actually be a nice flt 

when we have a spec ready .. 

Spoke with Will Penick re: HELL NIGHT and am setting a call to discuss notes/next steps with him and Chris Sey. 

Best Regards, 

Ben Roberts 
Vice President 
Valhalla Motion Pictures 
3201 Cahuenga Blvd. West 
Los Angeles, CA 90068 
br@valhallacjx.com 
(323)850-3035 office 

(323) 850á3038 fax 
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Phillip Kobylanskl - ' From: 
Sent: 
To: 
cc: 
Subject: 

Gale Anne Hurd 
Monday, June 13, 2011 4:39 AM 
Ben Roberts 
Beatrice Springbom; Kris Henigman; PhHllp Kobylanski 
,, -.... ... ... Po)'; ..... 

á 
Gale Anneá Hurd á áá á á 
Valhalla Entertainment 
3201 Cahuenga Blvd W 
LOS Angeles. CA 90068 
(323) 850-3033 

Original Message 
From: Ben Roberts 
sent: Sunday, June 12, 2011 09:37 PM 
To: Gale Anne Hurd 
Cc: Beatrice Springborn; Kris Henigman; Phillip Kobylanski 
Subject: E3 Update 
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á 
Thanks, 

sen (and Kris) 

3 

CONFIDENTIAL VMP 000366 

, 



i EXHIBIT .S'::'.. 

I 3'-I I to tc1--'H3 



Phillip Kobylanski 

From: 
Sent: 
1o: 
cc: 
Subject: 

Hi Gale, 

Ben Roberts 
Monday, June 27, 2011 6:57 PM 
Gale Anne Hurd 
Beatrice Springborn; Kris Henigman; Phillip Kobylanski; Julie Thomson 
Update 6123/11 & 6127111 

Here Is my update for 6/23/11 and 6/27 /11. 

Spoke with Mark Gordon from ICM who submitted samples for DEVIL'S KISS .. I forwarded to Beatrice .. 

Spoke with Mickey Berman from ICM re: DEVIL'S KISS who pitched Joe Ahearne (TRANCE) .. Bea said she is reading him 

Spoke with Ben Magid (PAN, ATLAS). He ls finishing up a new spec and will send to me when ready .. 

You and I met with Tobin Armbrust and Matt Jackson from Exclusive Media Shall we send them OLYMPUS? They 
seemed eager to read right away. 

Spoke with Sean Barclay from Gersh who submitted samples for DEVIL'S KISS, which I forwarded to Beatrice. 

Spoke with David Schow re: SIAFU.. I am reading the new pass on the spec thls week. 

Spoke with Keven Gardner from 12 Gauge Comics re: ANTI.. He said that he felt the agreement Is very close and his 
attomey will be in touch this week. Hopefully we can get this closed. 

Spoke with Melissa Orton from APA re: DEVIL'S KISS and put her in touch with Bea to discuss further 

Spoke with Erin Junkin from WME who was following up on Dan Attias I TWD, He was trying to 211 or 212, which have 
been filled .. Dan is NA for 209. 

You and I met with Martin campbell re: SEBASTIAN X. 

Spoke with Mark Smith re: SHEPHERD .. He will do one final pass on the pilot script, but hopes that we take it out after he 
makes the revision .. 

Spoke with Mark Ross and Alex Ginno from CBS Films re: HELLFEST They are in the process of getting their notes 
approved .. The big note will be to create more of a method to 8abyface's madness. They need Amy Baer to approve the 
notes before sending and will do so when she does 

1 
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Spoke with Chris Ridenhour from Prolific who is introducing me to some new clients 

Spoke with Bill Marsllti re: SEBASTIAN X.. He is out of town until 7 /lS, but will be thrilled to meet with and work with 
Martin Campbell when he gets back. 

Met with Eric Reid from WME who is introducing me to some new clients and sending me some available material .. 

Kris and I met with writer Mikko Allane (RAMPART, PINKVILLE) He's really a terrific, smart writer .. PINKVlllE was almost 
made In 2007 with Oliver Stone directing. He is currently writing 2 movies for Angelrna Jolie and another for Phoenix 
Pictures Mikko is looking for smart book based thrillers to dive Into.. He mentioned a book he wants to adapt called 
MATTERHORN which revolves around Vietnam. He wants to do it as an epic mini in the vein of THE PACIFIC I'll try to 
track down the book Mikko has sold 5 pilots in the last 5 yea rs .. 

Kris and I met with Jessica Postigo (THE MORTAL INSTUMENTS, TARZAN 30). She Is working on her new spec and will 
send when ready .. She could also be a posslblllty for THE ROOK feature, when we need a writer. 

Spoke with Adam Goldworm who is introducing me to a new client 

Spoke with Sean Barclay from Gersh re: TWO 209, and forwarded you his avail directors. 

Spoke with .lames Kearney from UTA re: TWO 209, and forwarded you his avail directors 

Spoke with Mikhail Nayfeld from Heroes and Villains Entertainment who send me a new spec he is going out with 

Best Regards, 

Ben Roberts 
Vice President, Development 
Valhalla Entertainment 

.. _3201 cahuenga Blvd. West 
Los Angeles, CA 90068 
br@valhallaplx.com 
(323)850-3035 office 
(323} 850-3038 fax 
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From: Ben Roberts 
Sent: Monday, November 03, 2008 4:57 PM 
To: Gary Ventimiglia; Kris Henigman 
Subject: Electronic Arts/ Rich Klubeck 

Gary, 

REDACTED 

I spoke to Pat O'Brien from Electronic Arts regarding the games MIRROR'S 

EDGE and NEED FOR SPEED. 

Here's some info and the trailer for MIRROR'S EDGE. EA is releasing the 

game on 11/11. 

In a city where information is heavily monitored, agile couriers called Runners 

transport sensitive data away from prying eyes. In this seemingly utopian 

paradise, a crime has been committed and now you are being hunted. You are 

a Runner called Faith - and this innovative first-person action-adventure is 

your story. 

http://www.youtube.com/watch?v=DFKasOCDu91 
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http://www.youtube.com/watch?v=2N1TJP1cxmo 

Also, the other game NEED FOR SPEED. Pat sees this as a Jason Bourne on 
wheels type of movie. NEED FOR SPEED is one of EA's flagship titles. They 
want to work with a producer who can help find a writer to develop a take as 
the game is very loose. 

http://www.youtube.com/watch ?v=E7 Aj309 9vY 

Let me know your thoughts or if you need any more info. 

Best Regards, 

Ben Roberts 
Creative Executive 
Valhalla Motion Pictures 

***PLEASE NOTE OUR NEW ADDRESS*** 

3201 Cahuenga Blvd. West 
Los Angeles, CA 90068 
br@valhallapix.com 
{323)850-3035 office 
{323) 850-3038 fax 
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Tell tale, Inc. ¥PO Box 9737, San Rafael. CA, 94912 ¥ tell talegames.com 

trademclfksof Dolboj l..abOratOfies. Cl 2012 Inc. THE WALKING DEAD is 0 2012 
Kirkman, LLC. Based on the Comte Book by Robert Kirkman, Tony Moore and Charlie 
Adlard. Telltale and the Games logo are trademarks of Telltale, Inc.. All rights 
reserved. 

WARNING I Read instruction manual for information about 
photosensitive seizures and other important safety and health information. 
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A WARNING Before playing this game, read the Xbox 360g console. 
Xbox 360 Kinect'" Sensor. and accessory manuals for important safety and health 
information.www.xbox.com/support. 

Important Health Warning: Photosensitive Seizures 

A very small percentage of people may experience a seizure when exposed to 
certain visual images. including flashing lights or patterns that may appear in 
video games. Even people with no history of seizures or epilepsy may have an 
undiagnosed condition that can cause "photosensitive epileptic seizuresá while 
watching video games. Symptoms can include light-headedness. altered vision. 
eye or face twitching, jerking or shaking of arms or legs. disorientation. confusion. 
momentary loss of awareness. and loss of consciousness or convulsions that can 
lead to injury from falling down or striking nearby objects. Immediately stop 
playing and consult a doctor if you experience any of these symptoms. 
Parents. watch for or ask children about these symptoms- children and teenagers 
are more likely to experience these seizures. The risk may be reduced by being 
farther from the screen; using a smaller screen; playing in a well - lit room, and not 
playing when drowsy or fatigued. If you or any relatives have a history of seizures or 
epilepsy, consult a doctor before playing. 
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Set 1r tile ,\1Jr1d .,.1f Kirkman's award-wmng comic book senes, The Walking Dead is a 
of ad¥,e!Jture tilrror. You play as lee'Everett, a university professor convicted of a crime of 

to jail. While being transported to pnson, your world is turned upside down 
as +na begins, and you are thrown headlong into a world devastated by the undead 
The Walking Dead is a game where your choices matter. Things you say and do will have a 
airect effed on the story that you experience,.leading to numerous possible outcomes. Choose 

', because your life and the life of those you care about will depend on your decisions 
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NAVIGATION & INTERACTION 

To move Lee around the environment, use 0 To interact vmri ..... t111r the 

environment. move the reticle using G Objects or characters that can w 

have a selection node, represented by a 6 on or near them. To select a rlib,.{., 
! .¥ 

over rt and press the appropriate button as prompted on-screen. 1 

ACTION 
The Walking Dead includes action scenes that require time-sensrtive input to allow 

or survival. When indicated on-screen, press or tap 0 0 0 or ¥ . A pulsing button 

indicates actions that require a button to be rapidly tapped 

You will sometimes be prompted to choose a direction or person: choose left or right using 0 
Using a gun or nfle 1n the world of The Walking Dead 1s nsky; noise will often attract walkers, 

but sometimes the use of firepower 1s your only option . To aim your weapon. use G and to 

shoot. press e 
CONVERSATION 

to say" could have a dramatic effect on your story. Many choices are timed (represented by a 

shrinking horizontal bar across the screen), so you'll have to think fast (and then live with the 
consequences)I You may choose one of up to four options presented on-screen. Press the 

button associated with your chrnce 

*Note: you can choose to say nothing, represented on-screen by [ ¥¥¥ ]. This 1s iust as valid a 

choice as saying something and the character you are in conversation with will take note 

"' Hllll MEIHU 

Play: Start a new game 

or continue from a previous 

save point 

Achievements : Displays 

Xbox 360 Achievements' lor 

The Walking Dead 

Help & Optio ns: Display controls and Adjust sotJlld (volume) and gameplay 

(subtities, etc.) settings. 

Exi t Game: Exit out of The Walking Dead to the Xbox 360 DashbOOr{J 

Resume Game: flesume game at the poirrt you left off. 

,á . ¥ ..t.,.. 

. ,...á¥\ 
.... ; . .'¥ 

3 



-á - PllU:SE MENU .... 

Achievements : lr.it-tys Xbox 
,fsfor 

Walking Dead 

ume) and gameplay (subtitles, 

Main Menu: Exit out of gameplay and return to the Main Menu (all progress beyond your most 

recent auto-save will be lost) 

Exit Game: Exrt out of The Walking Dead to the Xbox 360 Dashboard 

á STYLE CHOICE .. ' 

Standard: This style 1s 
suggested for most players 

Selection nodes are visible from 
any distance and cho1ce/tutorial 

,j text is visible 

' " 

4 

Minimal: This style 1s suggested for experienced adventure gamers and/or those looking for a 

more challenging expenence Selection nodes are visible only at close range, and no ch01ce/ 
tutorial a5S!Stance IS VISlble 

SAVE SELECTIOll 

The Walking Dead offers 

the game in different 

lfilVS -lnd..diSCover how your 

-.... , ...... 
-- - - -...... 

t 

.. 

. ' . 

.. EPISODE SELECTIDll 

Using 41 and you can 

move between each of the 
5 episodes of The Walking 
Dead, allowing you to start the 

game from the beginning or to 
dive 1n midway to expenence 

the gruesome world of The 
Walking Dead as you see fit It IS recommended that you play through each episode m order 
eniay the best possible expenence 

Note: Starting a new game from a later episode without all previous ep1SOdes on the, 

same save slot will generate random game dec1S1ons for those skipped episodes 

4 
¥ ,1 IEWIND MENU 

: . 
Dunng an episode, checkpoints 

are reached that you can rewind 
to at any point by returning to 

the Main Menu, navigating to the 

desired Episode and save slot, 

and then choosing the 'Rewind' 

opbon. Rewind checkpoints are labeled by chapter with a graphical representation of the scene 
that you will rewind into. This option allows you to replay part of an episode to change any major 

decisions you've made since, without having to replay the entire episode 

Note: All progress past a rewind point will be lost if you opt to use this function 

. HELP AllD OPTIOllS 

From this menu you can adjust 

1n game volume for character 
v01ces, sound effects, and music, 

as well as toggle subtitles and 

various other notification and 
display options. 
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for use on4ywith Xbox 360̈  entertainment systems with "NTSC" designatk>n. Xbox 360 requires up to 256 MB for system 

prohibited. 
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Activision Publishing Inc., P.O. Box 67713, Los Angeles, CA 90067 76997206US 

trademarks of Dolby Laboratories. The Walking Dead Cl 2013 AMC Film Holdin,is LLC. All reserved 

Garn@ Tools, Inc Portions of this softwaJe utilize Speed'Trtt technology. ESRB rating icons are rtgistered 
trademarks of tile Entertainment Software Association (ESA) and may not be used without permission of 
the ESA. AU other trademarks and trade names are the properties of their respective owners. 

WARNING I Read inside the case for information about 
photosensitive seizures and other important safety and health information. 
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A WARNING Before playing this game, read the Xbox 360" console, Xbox 360 Kinect¥ Sensor, and 
accessory manuals for important safety and health information. www.xbox.com/support. 

lmpoftont HealthWlming:-...um..s.i ..... 

epileptic seizureá while vtdeo games. Symptoms can alttred vision, is: or face jerl:ing or shabng of 

for or ask childr!n about these symptoms- chilcktf1 and leenagtn are more to experence these Th! nslc may be reduced by being 
from the screen. using a SCT"'1. playing m a wetl-kt 1oom, and not playing when drowsy or fatigued. If you or any relatives have a 

history of seizures or epilepsy, consult a doctor before playing. 

SOFlWARE LICENSE AGREEMENT 

IMPORTANTá READ CAREFULLY: USE Of' THIS PROGRAM IS SUBJECT TO THE SOfTWARE LICENSE l1'RMS SET FORTH BELOW. "PROGRAM" INCLUDES THE 
SOFlWARE INCLUDED WITH THIS AGREEMENT. THE ASSOCIATED MEDIA. ANY PRINreD MA11'RIALS, AND ANY ON-LINE OR ELECTRONIC DOCUMENTATION. 
AND ANY AND ALL COPIES AND DERIVATIVE WORKS Of' SUCH SOfTWARE AND MA11'RIALS. BY OPENING THIS PACKAGE, AND/OR USING THE PROGRAM, 
YOU ACCEPT THE TERMS OF THIS LICENSE WITH ACTIVISION PUBLISHING. INC. ("ACTMSION"I. 

LIMITED USE LICENSE. Activision grants you the non-exctusive, non-transferable. limlted righl and license to use one copy of this Program solely and exclusively for your 
personal use. AH rights not specifiallty granted under this Agreement are reserved by Activtsol This PfOg(Wl1 iS licensed. not sokt Your license confers no tttle or ownership in 
!his Program and should not be coostrued as a sale of any rights in this Program 

OWNERSHIP. All ti11e. owno..hip righls and intelle<:lual propaf1y rights in and IO lhis Program and any and Ill ccpoes lhereol (ncludwlg but not limited 10 any li!les. computer 
code, themes. olljeds. c:haractofs, chaf1ICtof names, sl0rie5. dialog, calch pllrases, locations."""""""á,,,,_._ onimotion . ...-. musCal compositions. auOO-visual offacts. 
methods of operatioo. moral rights, and any rolaled docl-"*"atioo, incaporatod inlO ll>ls Program) 1n owned by AdMsion or its IK:ensors. 

This Program is protected by the copyright laws of the United States, lntemattonal copyright trefttn and conventions and othef laws. This Program cont¥ins 
certain licensed materiats and Activtsion's licensors may protect their rights In the event of ¥ny viofation of this A.gra.ment. 

YOU SHALL NOT: 

¥ Exploit this Program or any of its parts commercially, lnduding but not limited to use at a cyber cafe, computer gaming center or any other locationábased site. Activision 
may otrer a separate Site License Agreement to pennit you to make this Program available for commercial use; see the contact information below. 

¥ Sell, rent, lease, license, distribute or otherwise transfer this Program, or any copies of this Program, without the express prior written consent of Activision. 

áReverse engineer, derive source code, modify, decompile, disassemble, or create derivative works of this Program, in whole or in part. 

¥ Remove, disabJe or circumvent any proprietary notices or labels contained on or within the Program. 

¥Hack or modify (or attempt to modtfy or l'\ed() the Program. or create, develop, modify, distribute or use any software programs, in order to gain (or allow others to gain) 
advantage of this Program in any on-tine multiplayer game settings lncludtng but not limited to local area network or any other network play or on the internet. 

¥ Export or re-export this Program or any copy or adaptation in violation of any applicable laws Of regulations. 

LIMITED SOFTWARE WARRANTY. Activision warrants to the original consumer purchaser of this Program that lhe recording medium on which the Program is recorded will 
be free from defects in material and woR.manship for 90 days from the dale of purchase. If the purchaser finds the recorded medium of the Program defective wilhin 90 days 
of original purchase. Activision agrees lo rep(ace, free of charge. such recorded medllm of the Program discovered to be defeclrve within such penod upon its receipt of the 
recorded medium of the Program, as long as the Program is still being manufactured by Activision. In lhe event that the Program is no longer available, Actw1slOll retains the 
right lo substitute a similar product of equal or greater value. This warranty is hmited lo the recording med1Um of the Program as orig:nally provided by Activision and is not 
applicabfe to normal wear and tear. This warranty shal not be appeicah'e and shalt be void if the defect has arisen through abuse. mistreatment or Peglect. This remedy is the 
purchaser's sate, exclusive remedy, and Is in heu of aM othet" express W3rf8nties. Any implied warrantes on lhts product prescribed by statute, indudtng bu! not limited to an 
imp!ied warranty of merchantability Of fitness fO< a particular purpose, are expressly hmited in d1Xatioo to the 90-<tay period descnbed above. Activision reserves the rrght to 
modify this warranty prospective4y at any time and from lime to time in our sole disetetion 

When returning the Program for warranty replacement please send the original product disc or cartridgt, as appllcabfe, onty in protective packaging and include: 
11) a photocopy of your dated sales receipt; (2) your name and return address typed or dearty printed; {3) a brief note describing the defect, the problem(s) you art 
encountering and the system on which you are running the Program; and (4) ff you are returning the Program after the 90Gy warranty period, but within one year 
llfter the date of purchase, please Include check or money order for $20 U.S. currency per disc or cartridge r.plaament, as appUcabfe. 

NOTE: Certified mall is recommended. 

For customers in North America: Please contact Actlvlslon Customer Support for an RMA by telephone at 1..aoc>-225-6588 or via the web at support.actlvlsion.com 

LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL INCIDENTAL OR CONSEOUENTIAL DAMAGES RESULTING FROM 
POSSESSION. USE OR MALFUNCTION OF THE PROGRAM INCLUDING DAMAGES TO PROPERTY. LOSS OF GOOOWILL. COMPUTER FAILURE OR MALFUNCTION 
ANO. TO THE EXTENT PERMITreD BY LAW. DAMAGES FOR PERSONAL INJURIES EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH 
DAMAGES ACTIVISION'S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM SOME STATES/COUNTRIES 
DO NOT ALLON LIMITATIONS ON HOW LONG AN II/PLIED WARRANTY LASTS AND¥OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL 
DAMAGES SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC 
LEGAL RIGHTS. AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 

TERlllllATION. Wllhoul P<Ojucioe to any oU1er rights of Activision, this AgrHmeol will - automatically ff you tai to comply wMh lerms and conditions. In such evenl, 
you 11"51 destroy al copies of lhis Program and all of its COO'j)Of10flt parts. 

U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and doannenlatron have been developed entirely al privale expense and are provided as "Convnetcial Compuler 
Software' or 'restric:tod compurer software.á Use. dupllcation or disclosure by the U.S. Government or a U.S. Govemmenl - is subject to the resl!idions set 
forif1 in subparagraph {cX1Xi) of the Rights in Technical Dala and Computer Software clauses in DFARS 252.227-7013 or as set forih in subparagraph (cX1) and (2) of lhe 
Commercial Computer Software Restrlctad Righls clauses at FAR 52.227-19, H ¥!'Picable. The Contractor! ManufecturerisActivisK>n Publishing, Inc. 3100 Ocean Park 
Boulevard, Santa Mona, CaHfomia 90405. 

INJUNCTION. Because Activision would be irreparably damaged if the terms of this Agreement were not specifically enforced, you agree that Activision shall be entitled, 
without bond, other security or proof of damages, to appropriate equitable remedtes with respect to breaches of this Agreement, in 
addition to such other remedies as Activision may othefWise have under applicable laws. 

INDEMNITY. You agree to indemnify, defend and hold Activision, its partners. affiliates. contractors, ofticers. directors, employees and 
agents harmless from all damages, losses and expenses arising dlrectly or indirectly from your acts and omissions to act in using the 
Product pursuant to the terms of this Agreement. 

MISCEUANEOUS. Thie Agreement represents the complete agreement conoemlng this license between the parties and supersedes 
all prior agraements and representations belween them. II may be.-only by a Miting execuled by both parties. If any 
of this Agreement Is held to be unenforceable for any reason, such provision slial be reformed only to the eldent necessary to make it 

and Ille remaining provisions of this Agreement sha! not be alfeclod T1is s/1all be construed under Calilomia 
law as such law is applied IO agn>emenls _, Callfomle residents ent8R!d inlO end IO be perlomled wilhin CaUfomia, except as governed by federal law and you consent 
10 the exckJslve jurisdiclloo of the state and -.i coorts in Loo Angeles, Calilomia. 

+ 
+ 
+ 
+ 
+ 
+ 
+ 
+ 
+ 
t 

CUSTOMER SUPPORT 

tNreRNET: support.-.com 

Otx support section of the web has lhe most up-to-date information available. We update the suppo'1 pages daify, so please chedl. here first fur sokltions. If you cannot find an 
answer to your issue, please contact us at the phone number bek>w. 

Note: Please do not contact Customer Support for hints/codes/cheats. AH support is handled in only. 

PHONE: (310) 255 2050 

Please see the Limited Warranty contained within our Software License Agreement for warranty replacements. Our support representatives will help you determine if a 
replacement is necessary. If a replacement is appropriate we will issue an RMA number to process your replacement. 

REMOVE THIS COVER SHEET FOR IMPORTANT 
GAME AND SAFETY INFORMATION 





,......_...... 
a _ c ORIGINAL SOUNDTRACK- WI... 1 

AMC'S HIT SERIES 
THE WALKING D D 

VOL. 1 SOUNDTRACK AVAILABLE 3/19 
tNCWDES 

JAMIE N COMMONS "LEAD ME HOME" 
AND SONGS BY OF MONSTERS AND MEN. 

DELTA SPIRIT, EMILY KINNEY & LAUREN COHAN 
("BETH & MAGGIE GREENE") 

AND MORE 



0 II 1113 

4l WARNING: IF YOU HAVE A HISTORY OF EPILEPSY 
OR SEIZURES. CONSULT A DOCTOR BEFORE USE 
CERTAIN PAITTRNS MAY TRIGGER SEIZURES WITH 
NO PRIOR HISTORY. BEFORE USING AND FOR MORE 
DETAILS SEE INSTRUCTIONS FOR THE PRODUCT. 
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&_ WARNING: PHOTOSENSITIVITY /EPILEPSY/SEIZURES 

READ BEFORE USING YOUR COMPUTER ENTERTAINMENT SYSTEM. 
A very small percentage of individuals may experience epileptic seizures or blackouts when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns or backgrounds 
on a television screen or when playing video games may trigger epileptic seizures or blackouts in 
these individuals. These conditions may trigger previously undetected epileptic symptoms or 
seizures in persons who have no history of prior seizures or epilepsy. If you, or anyone in your 
family, has an epileptic condition or has had seizures of any kind, consult your physician before ¥ 
playing. IMMEDIATELY DISCONTINUE use and consult your physician before resuming gameplay 
if you or your child experience any of the following health problems or symptoms: 
¥ diuiness ¥ disorientation 
¥ altered vision ¥ seizures 
¥ eye or muscle twitches ¥ any involuntary movement or convulsion 
¥ loss of awareness 
RESUME GAMEPLAY ONLY ON APPROVAL OF YOUR PHYSICIAN. 

Use and handling of video games to reduce the likelihood of a seizure 
¥ Use in a well-lit area and keep as far away as possible from the television screen. 
¥ Avoid large screen televisions. Use the smallest television screen available. 
¥ Avoid prolonged use of the PlayStation 2 system. 

Take a 15-minute break during each hour of play. 
¥ Avoid playing when you are tired or need sleep. 

Stop using the system immediately if you experience any of the following symptoms: 
lightheadedness, nausea, or a sensation similar to motion sickness; discomfort or pain in the 
eyes, ears, hands, arms, or any other part of the body. If the condition persists, consult a doctor. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation 2 system to a projection TV without first consulting the user manual 
for your projection lV, unless it is of the LCD type. Otherwise, it may permanently damage your 
lV screen. 

HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 
¥ This disc is intended for use only with PlayStation 2 consoles with the NTSC U/C designation. 
¥ Do not bend it, crush it or submerge it in liquids. 
¥ Do not leave it in direct sunlight or near a radiator or other source of heat. 
¥ Be sure to take an occasional rest break during extended play. 
¥ Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective 

case when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines 
from center to outer edge. Never use solvents or abrasive cleaners. 

Thank you for purchasing The Incredible Hu/IC. Please note that 
this software is designed for use with the PlayStation¥ 2 computer 
entertainment system. Be sure to read this software manual thoroughly 
before you start playing. 
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GETIING STARlED 
open button 

memory card slot 2 .----- --- --- c:ftSe cover 
memory card slot 1 

!":! :== njfi2#1:.+.:,ffi ¤31 ztIT IR 

controller port 1 ______J 

controller port 2 ---------l 

Set up your computer entertainment system according to the 
instructions supplied with your system. Check that the system is turned on 
(the on/standby indicator is green). Insert The Incredible Hu/tr' disc in the 
system with the label side facing up. Attach game controllers and other 
peripherals as appropriate. Follow the on-screen instructions and refer to this 
manual for information on using the software. 

Memory Card (8MB)(for PlayStationlt2) 
To save game settings and progress, insert a memory card (8MB)(for 
into MEMORY CARD slot 1 of your system. You can load saved game 
data from the same memory card or any memory card (8MB)(for 
containing previously saved games. 

INTMllUCTllN 
Cursed to contain the rampaging monster within him known as the 
Hulk, scientist Bruce Banner is living in the shadows. scouring the 
planet for an antidote to the gamma radiation infection that turns 
him into a living engine of destruction. But the warmongers who 
dream of abusing his powers won't leave him alone, nor will his 
need to be with the woman he loves, Betty Ross. 

Upon returning to civilization, Banner is ruthlessly pursued by 
the Abomination-a nightmarish beast of pure adrenaline and 
aggression whose powers match the Incredible Hulk's own. A fight 
ensues as Banner must call upon the hero within to rescue New 
York City from total destruction. 

'*ff Rll.S 

DUALSHOCK2̈ ANALOG CONTROLLER CONFIGURATIONS 

L2 button 

L1 button l + .Jr. . R2button 
I , .. ¥. , R1 button 

á-- ' . r'l 
_-ri áI "";I \ 

left analog stick l 
(L3 button whe SELEGTb""'" "_, ....,, LI. '""'" 

mOdo '""¡' 0 '""'" 
. RT '""¡" X '""'" 

right analog stick 

L..._ ____ 0 button 

(R3 button when pushed down) 

left analog stick Movement 

right analog stick Move camera 

R3 button Center Camera 

l2 button Target Lock 

0 button Jump 

@button Light Punch 

0 button Heavy Punch 

0 button + @ button Weaponize Object (unlockable) 

R2 button Block 

R1 button Sprint (unlockable) 

¨button Grab 

directional buttons Select Super Move (unlockable) 

0 button + ¨ button Perform Super Move (unlockable) 

START button 



MnEEfJ 
Use the left analog stick to move. Use the right analog stick 
to move. the camera. Click the right analog stick to recenterthe 

.name; a ábehind the Hulk. ,.... 
Press the 0 butto n to jump. Press and hold the 0 button before 
releasing to power up your jump for more height. To move higher 
and farther.with the next leap, chargewhile jumping. 

TMEl.D 
Press and hold the L 1 button to lock onto your closest target. 
While you are locked onto a targell, any punch, weapon attack:or 
throw is directed at that target. ..... 
Press the ¨ button to throw a light punch. Press the 
0 button to throw a heavy punch. t'r! SS and holi;J before releasing 
to power up your attack. You can string together multiple punches 
to create combos. For example, a light punch followed by a 
heavy punch leads to a Clapping Knockback attack. When you 
throw three heavy punches in quick succession, you attack with a 
powerful uppercut. 

SPllllT 
Press the R1 button once you have built up enough Rage to 
sprint, which allows you to charge through many objects. Sprinting 
also depletes your Rage Meter . .... 
Press the R2 button to block. While blocking, use the left analog 
stick to take a quick step [or dash) in that direction. 

GRAB 1111 lllRIW 
You can pick up some objects, including cars and lamp posts, and 
turn them into weapons. Press the ¨ button to grab an object or 
enemy in front of you . You continue to hold the object and swing it 
as a weapon by pressing either the e button or the ¨ button . To 
throw the object you are holding, press the ¨ button . If you have 
a target locked [L 1 button ), you throw it at that target. 

MAIWllE IBJCT 
Once you have unlocked the corresponding ability. you can tur;n a 
car or tank into a powerful weapon, or grab a piece of pavement 
and use 1t as a shield. Press 0 button +. ¨ button to weaponTze 
an object. A certain level of Rage is requ1recJ. .. 
Jump when you are close to and facing a building and press 
he @ button to grab the wall of the building. While you are 

grabbing a building, use the left analog stick to climb. Press 
the @ button to release your grip and fall. Press the 0 button 
while holding onto a building to spring off the wall in the opposite 
direction. Note: You can't grab !3 building if you are holding an 
object . .. .. 
If you have built up enough Rage, you can perform any Super Move 
that you have unlocked. Use the directional buttons to select 
the Super Power you want to use. Press up for the Super Ground 
Smash attack. Press right for Damage Boost. Press left for the 
Super Handclap attack. Press down for Acoelerat.ed Regeneration. 
Press 0 button + @ button to perform your selected Super 
Move. 

Note: áIn order to use a Super Move. you must have already 
unlocked it, and have enough Rage [indicated by your Rage Meter). 



mADS UP llSPlAY 
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1. Threat Level: The higher your Threat Level, the more points 
you earn by smashing your surroundings and defeating enemies, 
and the more the local authorities attempt to bring you down. Your 
Threat Level gradually decreases over time if you do not cause 
damage. 

2. Mini Map: The Mini Map contains an overhead map of your 
surrounding area, as well as icons that indicate objectives, 
missions and more. See Mini Map on page 9. 

3. Health Gauge: This indicates your current Health. If you lose all 
of your Health, the mission is over and you restart from your last 
saved position. 

4. Rage Meter: As you damage enemies and objects, your Rage 
increases, as indicated by this meter. High levels of Rage allow you 
to perform any unlocked Super Moves, as well as giving you access 
to other abilities. 

5 . Enemy Health - Indicates your current enemy's Health. This 
gauge only appears when you are fighting a boss. 

6. Structure Damage - Indicates the damage level of the 
structure. This gauge only appears when you are attacking specific 
targets. 

7 . Ally Health - Indicates the Health of your current ally. This 
gauge only appears when you are defending an ally. 

8. Message: Messages, such as new unlocked Feats, are 
displayed at the bottom of the screen. 

GAME MENUS 
SlARl IEIJ 
SJIRYMI 
Select Story from the Main Menu to play the main story. See page 
8 for more information. 

EXTRAS 
View unlocked content, including concept art, videos, landmarks, 
secret characters and comic book covers. You can unlock extras 
by finding pick-ups, exploring the world's landmarks and completing 
certain Feats. 

smm 
Adjust game options. 

SETTltGS MBIJ 
GAftll 
Invert X Look - Set left/right camera movement to Normal or 
Inverted. 

Invert Y Look - Set up/down camera movement to Normal or 
Inverted. 

Vibration - Toggle vibration on/off. 

SFX Volume - Set volume for Sound Effects [SFX). 

Music Volume - Set volume for Music 

Dialogue Volume - Set volume for Dialogue. 

Subtitles - Turn subtitles on/off. 

Credits - View the names of the people who helped create The 
Incredible Hulk, the video game. 



Press bhe START button while playing to open the Pause Menu. 
Press t!Wi L1 button or the R1 button to cycle through the 
following options: 

- Adj1-lst game options. 

Status - View your current game statas .. including Health, Rage, 
Tf:lreat Level, Score, and the number of Gamma Canisters and Fury 
Canisters-you have found, 

GPS Map - This 1int_eractive overhead map of the city 
missions and objectives, and allows you to set waypoint-rnarkers 
and more. 

Up_grades ll list of your unlocked Feats and Super Powers. 

Stats - See a list of current achievements, including unlocked 
Feats, enemies defeated, objects destroyed and more. 

Quit - Quit the game and return to the Mai.n Menu. 

Press tlie @ button or the START button to return to the¥game. 

SJIRY MlllE 
Story modeá consists of a number of missions that follow distinct 
story lines. Between missions, you are free to explore and destroy 
to your heart'.s content. This allows you to unlock some Feats, 
which lead to bonus powers and abilities. 

Bbjectives show up on the Mini Map as colored circles. Each color 
corresponds to a different story arc. Seek out these objectives to 
advance the story line. 

lflBllCJIVE IUTS ¥ SJllNGJH 
Certain events in Story mode, such as digging yourself out of 
rubble, require yoa to perform an Interactive Feat of Strength. 
Follow the on-screen prompts to find out which buttons to press to 
successfully complete the task. 

rMIMAP 
The Mini Map is located in the lower-right 
corner of the screen. Use it to zero ir;i on 
missions, objectives, enemies and more. Icons 
on the Mini Map indicate the following: 

Green arrow - Your position and the dir ection you are 
heading. The white line beneath the gr'een ar ro11v indicates 
your height. á 

Red dot - E!)emy target. ' á 

Blue/Green/Red/Purple marker - Each colored marker 
corresponds to a mission for a different story arc. 

White arrow - Points toward north. 

Highlighted icon - Current objective. The white line beneath 
the dot indicates height. 

Select GPS Map from the 
Pause Menu to view an 
overhead map of the city. Icons 
on the map indicate objectives, 
landmarks, mini-games and 
more. Use the lek analog 
stick to move the map and 
use the right analog stick to 



RATS 
As you explore. destroy and defeat enemies, you unlock Feats that 
give you bonus powers , including the ability to jump higher, run 
faster and more. When you complete a Feat, you see an on-screen 
notification letting you know what you've done. Open the Pause 
menu and select Upgrades to view a list of the Feats that you have 
unlocked. 

Unlocking certain Feats allows you to use Super Moves. 

PICK..tJPS 
As you explore, look for pick-ups to boost your Health and Rage. 

¥ Gamma Canisters [green) fully restore your Health. 

¥ Fury Canisters [red/orange) completely fill your Rage Meter. 

SUBWAYSTATIINS 
Subway Stations provide you with a quick way to get from one part 
of the city to another. To use a Subway, walk to the Subway icon 
and press the 0 button when prompted. You will be shown a list 
of unlocked stations. Select a station to immediately transfer to 
that spot. 

l'tlfl.OA¥S 
You can find mini-game markers throughout the map. 
Walk to a marker and press the 0 button to launch 

the mini-game. 

You can replay mini-games by using the Mini-games filter in the 
GPS map. 

NITES 
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HE'S MEAN. GREEN AND VIRTUALLY 
INDESTRUCTIBLE! THE INCREDIBLE 
HULK JUST GETS STRONGER RS HE 

6ETB MADDER. THIS HALF-TON SUPER 
HERD DOESN'T SAY MUCH. BUT 

THAT'S OKAY - HIS POWERFUL PUNCH 
ODES ALL THE TALKING FOR HIM! 

Hl.LKN 
POWER SMRSH RTTRCK! 

HOOO-SMRSHIN& RCTIONI 
LRUNCHIN& MISSILE! INCLUDES 

HULK Fl&UREI 

llC MaMI. Thelncn<!i>leHulk.alldlaAdor...-and"*clist>nctiW!il<e-

c2001Hasbro.N1Righ1slleserled TM&¨- u.s.r-. 

UftlTBJ WARRANTY 
SEGA of America, Inc. warrants to the original consumer purchaser that the game disc or cartridge 
shall be free from defects in material and workmanship for a period of 90-days from the original date 
of purchase. If a defect covered by this limited warranty occurs during this 90-day warranty period, the 
defective game disc or cartridge will be replaced free of charge. This limited warranty does not apply 
if the defects have been caused by negligence, accident. unreasonable use. modification, tampering, 
or any other causes not related to defective materials or manufacturing workmanship. This limited 
warranty does not apply to used software or to software acquired through private transactions between 
individuals or purchased from online auction sites. Please retain the original, or a photocopy. of your 
dated-sales receipt to establish the date of purchase for in-warranty replacement. For replacement, 
return the product, with its original packaging and receipt, to the retailer from which the software was 
originally purchased. In the event that you cannot obtain a replacement from the retailer, please contact 
SEGA to obtain support. 

Obtaining technical support/service 
To receive additional support. Including troubleshooting assistance, please contact SEGA at 

¥ Website: www.sega.comtsupport 
¥Telephone; 1-800-USAáSEGA 

LI MITATIONS ON WARRANTY 
ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND 
FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED TO 90 DAYS FROM THE DATE OF 
PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL SEGA 
OF AMERICA, INC. BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM 
THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. THE PROVISIONS OF THIS LIMITED 
WARRANTY ARE VAUD 1N THE UNITED STATES AND CANADA ONLY. SOME STATES DO NOT ALLOW 
LIMIJATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, OR EXCLUSION OF CONSEQUENTIAL 
OR INCIDENTAL DAMAGES,. SO THE ABOVE ltlMITATION OR EXCLUSION MAY NOT APPLY TO YOU. 
THIS WARRANTY PROVIDES YOU WITH SPECIFIC LEGAL RIGHTS. YOU MAY HAVE OTHER RIGHTS 
THAT VARY FROM STATE TO STATE. 

To register this product. please go 10 www.sega.com 

SEGA 01 Ameliea II)!;. 
650 TOYinseOO S1reet, SUlll!t 650, San FraooiSJl;OJ CA 941 

© SEGA. All figlrtS reserved. registered in the U.S. Patent and Trademark Office. SEGA and 
the SEGA logo are either registered trademarks or trademarks of SEGA Corporation. The Incredible 
Hulk, the Movie© 2008 áMVL Film Finance LLC. Mirrvel, The lncredible Hulk, all character names and 
their distim:live likenesses: TM & © 2008 Marvel Entertainment, Inc. and its subsidiaries. All Rights 
Reserved. Additional content© 2008 Edge of Reality.Ltd. All rights reserved. "Edge of Reality" and the 
Edge of Reality logo are registered trademarks of Edge of Reality Ltd. AU rights reserved. 
"PlayStation" and the "PS" Family logo.are registered trademarks of Sony Computer Entertainment Inc. 



VALHALLA ENTERTAINMENT - Video Games 

Video Games 

The Walking Dead: 
Survival Instinct -
Plays ... 
$27.48 

The Walking Dead: 
Survival Instinct -
Walke ... 
$4.99 

The Walking Dead -
Playstation 3 
$24.99 

The Walking Dead: 
Survival Instinct - Xbox 

$31.00 

The Walking Dead 
Collector's Edition 

The Walking Dead -
Xbox 360 

http://astore.amazon.com/valhmotipic02-20?_encoding=UTF8&node=3 

W Shopping Cart ¥¥ 

The Walking Dead: 
Survival Instinct 
[Online ... 
$49.99 

The Walking Dead 
Collector's Edition 
$174.99 

The Walking Dead 
[Online Game Code] 
$24.99 

Browse by Category 
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Video Games 

THE WAIJ(..,G 

DEAD 

The Walking Dead 
[Online Game Code) 
$24.99 

Aliens: Colonial Marines 
- Playstation 3 
$19.49 

Aliens: Colon ial Marines 
[Download] 
$19.99 

ráAá:.á. 
¥ " J 

ááá-¥l\:'1. . "' 
CJ .... 
Aliens Colonial Marines 
Collector's Edition ... 
$32.99 

Aliens: Colonial Marines 
- Xbox 360 
$16.99 

Bl!ASON PASS 

Aliens Colonial Marines 
Season Pass CDownlo ... 
$29.99 

W Shoopjng Cart ¥¥ 

Aliens Colonial Marines 
Collector's Edition ... 
$35.58 

Aliens: Colonial Marines 
- PC (Standard Edi .¥. 
$19.95 

Aliens I nfestation 
$10.36 
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Video Games 

Aliens: Thanatos 
Encounter 

The Incredible Hulk 
$74.91 

Aeon Flux - PlayStation 

$13.68 

The Incredible Hulk -
Xbox 360 
$124.99 

The Incredible Hulk - PC The I ncredible Hulk -
$6.90 Nintendo DS 

W Shoopjng Cart ¥¥ 

Aeon Flux - Xbox 
$5.95 

The Incredible Hulk -
Nintendo Wii 

The Incredible Hulk -
PlayStation 2 
$23.90 
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Terminator 3: The 
Redemption 
$59.98 

Terminator 3: War of 
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Cg.._,_,_ 
$3.99 

T2 {Terminator 2): The 
Arcade Game 

Terminator 3: The 
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$149.99 

http://astore.amazon.com/valhmotipic02-20?node=3&page=5 

W Shopping Cart ¥¥ 

Terminator 3 
Redemption - Gamecube 
$29.99 

Terminator 
$8.49 

Terminator: Future 
Shock 
$29.74 

Browse by Category 

POllllRID IV -
Television 
Motion Pictures 

Video Games 
Toys & Games 
Music 
Posters 

< < Previous 1 2 J. 5 ¤ Next > > 

VALHALLA ENTERTAINMENT I Shopoing Cart 

I of I 12/4/2013 4:39 PM 



VALHALLA ENTERTAINMENT - Video Games 

Video Games 

< < Previous ! 2 .3. 1 .2 6 

VALHALLA ENTERTAINMENT I Shopping Cart 

1of 1 

http://astore.amazon.com/valhmotipic02-20?node=3&page=6 

"W Shopping Cart 

Browse by Category 

--Da\ol 

Television 
Motion Pictures 

Video Games 
Toys & Games 
Music 
Posters 

12/4/2013 4:39 PM 



(X!ox LiVE] 2á 12 ) c ro-Oti24 ) [ !l¥rne'content download 1 (!) 
¤) 
Forust only with Xbox 350ái entertMnmtnt systMsvrith "NTSC" designltion. Xbox 360 reqtrir!s up to 2S6 MB for 
system updltts ind additioiMI storage for somt C fatures. St::l subject to change. IJNuthoriztd 

pub ptrfonnance, renta, payfwplay, orcircumventionof CQf)Y 

SEGA of America, Inc. 350 Rhode Island Street, Suite 400 San Francisco, CA 94103 

Colonlil OSEGA . SEGAisregistered 111the 
U5. Patent and Trllmark Office SEG*iand the SEGA logo are r!gistmd trademaris<Xtradem.ts of SEGA Corporation. Unreal. 
thtcfdeáUbJo and tl:e Power!d Unml ¥e trademarks tr trademarks of Epic Games. Inc in the 

'"""""'"""""byw.,;,.01006 -lOIJAudobnet<locAl!rigl>'"'''V!<i.020lJGe.OO.Softwo?.llC G"'bodolt"'" 
IOdtheGe.OOi.,..,,,loJ<>.,r.i...tsolGe.oo.Soft>o,.uc.CV112111"8016 

Read instruction manual for information about 

BIN 

VIOEO 

"""""'"" Ww1se 

lta 
Supptlftl,_.,S1tUngs 

ll]DOLBY. 
0161TAL 

Microsoft 

11 111111 111111111111 1111111111 
0 10086 68026 3 

MADE IN USA 
PROOF OF PURCHASE 

XBOX 

i 
' I -=----":;___:__ 
!!'! Rokv-ts l .;l-"J--t3 





A AVERTISSEMENT Avant cejeu, veu illez manuels 
d'instructions de la console Xbox 360 , du capteur Kinect et des peripheriques 
afin de prendre connaissance de renseignements importants relativement a la sante 
et a la securite. www.xbox.com/support. 

lmportante mise en garde relative a la sante : Epilepsie photosensible 

Pour un tres faible pourcentage de personnes, !'exposition a certains effets visuels, 
notamment les lumieres ou motifs clignotants qui peuvent apparaitre dans les 
jeux video, risque de provoquer une crise d 'epilepsie. Meme des personnes sans 
antecedents epileptiques peuvent souffrir d 'une affection non diagnostiquee qui 
risque de provoquer une Ç crise d'epilepsie photosens1ble ¥ lorsqu'elles regardent 
l'ecran d'un jeu video. Parmi les symptomes figurent des etourdissements, 
des problemes de vision. des mouvements convulsifs des yeux ou du visage, 
la crispation ou le tremblement des bras ou des Jambes. la desorientation, la 
confusion, la perte de conscience momentanee et une perte de connaissance ou 
des convulsions pouvant causer des blessures dues a une chute ou a un choc avec 
des obj ets a proximite. Si vous ressentez l'un ou l'autre de ces symptomes. 
cessez immediatement de jouer et consultez un medecin. Les parents do1vent 
surveiller leurs enfants et les interroger a propos des symptomes ci-dessus : les 
enfants et les adolescents sont effectivement plus sujets a ce genre de crise que 
les adultes. Pour reduire le risque, ii est conse1lle de s'asseoir a bonne distance de 
l'ecran, d 'ut iliser un ecran de petite tai fle, de JOUer dans une piece bien eclairee 
et d 'evi ter de jouer en cas de somnolence ou de fatigue Si vous ou un membre 
de votre famille avez des antecedents de crises d'eplleps1e, consultez un medecin 
avant de JOuer 
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REGISTER ONLINE T ODAY! 

It's as simple as I , 2, 3! 
I . Go to www.gamErilglstEr.com 
2. Enter uour game's Information 

3 . Select a great offer 

ocl ustve gamH"Elated Info and oth er SPECla l otters bu 
rEOlstortng onlln¥ today! That's It. 

wlQ not contact you without your express tMrmlsslon. 
Information aboUt our prlvacu policy, visit 

WWAtarl.com/us/prtv¥cll.JIOllcy.asp 



PLEASE CAREFULLY READ THE SEPARATE HEAL TH AND 
SAFETY PRECAUTIONS BOOKLET INCLUDED WITH THIS 
PRODUCT BEFORE USING YOUR NINTENDO ' HARDWARE 
SYSTEM, GAME DISC OR ACCESSORY. THIS BOOKLET 
CONTAINS IMPORTANT HEAL TH AND SAFETY INFORMATION. 

IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 

l _A WARNING - Seizures I 
¥ Some people (about 1 in 4000) may have seizures or blackouts triggered by 

light flashes or patterns, such as while watching TV or playing video games, 
even if they have never had a seizure before. 

¥ Anyone who has had a seizure, loss of awareness, or other symptom linked 
to an epileptic condition should consult a doctor before playing a video game. 

¥ Parents should watch when their children play video games. Stop playing 
and consult a doctor if you or your child have any of the following symptoms: 

Convulsions 

Altered vision 

Eye or muscle twitching 

Involuntary movements 

Loss of awareness 

Disorientation 

To reduce the likelihood of a seizure when playing video games: 

1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 

I _AWARNING - Repetitive Motion Injuries and Eyestrain I 
Playing video games can make your muscles, joints, skin or eyes hurt after a 
few hours. Follow these instructions to avoid problems such as tendinitis, carpal 
tunnel syndrome, skin irritation or eyestrain: 

¥ Avoid excessive play. It is recommended that parents monitor their children for 

appropriate play. 
¥ Take a 10 to 15 minute break every hour, even if you don't think you need it. 
¥ If your hands, wrists, arms or eyes become tired or sore while playing, stop and 

rest them for several hours before playing again. 
¥ lryou continue to have sore hands, wrists, arms or eyes during or after play, stop 

playing and see a doctor 

IAWARNI NG - Electr ic Shoc k ! 

To avoid electric shock when you use this system: 

¥ Do not use the Nintendo GameCube during a lightning storm. There may be a 
risk of electric shock from lightning. 

¥ Use only the AC adapter that comes with your system. 
Do not use the AC adapter if it has damaged, split or broken cords or wires. 

¥ Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

¥ Always carefully disconnect all plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 

I _A CAUTION - Mot ion Sickne ss I 
Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 

I _A CAUTION - Laser Dev ice I 
The Nintendo GameCube is a Class I laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 

Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 

CONTROLLER NEUTRAL POSITION RESET 

If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 

To reset the controller, release all buttons 
and sticks to allow them to return to the 
correct neutral position, then hold down the 
X, Y and START/PAUSE Buttons 
simultaneously for 3 seconds. 

L Button R Button 

C Stick 



The official seal is your assurance 
that this product is licensed or 
manufactured by Nintendo. Always 
look for this seal when buying video 
game systems, accessories, games 
and related products. 
Nintendo does not license the sale or use of products without the Official Nintendo Seal. 

¥

. THIS GAME SUPPORTS 
SIMULTANEOUS GAME PLAY 
WITH TWO PLAYERS ANO 
CONTROLLERS. 

' 

¥ 

THIS GAME REQUIRES A 
MEMORY CARO FOR SAVING 
GAME PROGRESS, SETIINGS 
OR STATISTICS. 

LICENSED BY 

Important Legal Information 

Copying al any video game for any Nintendo system is iRegal anti is 
strictly prohi/Jitetl by domestic anti international Intellectual property 
laws. "Badcá11p" or "ore/rival" copies are not authorized anti are not 
necessary to protect your software. Violators will be prosecuted. 

This video game Is not tles/gfletl for use with any 1111a11tliorizetl copying 
device or any unlicensed accessory. Use of any suc/r tlnice wiR llWalidate 
your Nintendo product warranty. Nintendo (aml/ or any Nintendo licensee 
or tHstrlbutorJ is not responsible for any damage or loss caused by the 
use of any such device. II use of such device causes your game to stop 
operating, disconnect the device carefully to avoid damage anti resume 
normal game play. II your game ceases to operate anti you have no 
device attached to it, please contact tbe game publisher's '7echnical 
Support" or "Customer Service" department. 

The contents of this notice do not interfere with your statutory rights. 

This booklet anti other printed materials accompanying this game are 
protected by domestic anti international intellectual property laws. 

ReváD (L) 

(Nintendo) 
NINTENDO, NINTENDO GAMECUBE ANDTHE OFFICIAL SEAL ARETRADEMARKS OF NINTENDO. 
© 2001 NINTENDO. ALL RIGHTS RESERVED. 
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WARNING: Never try lo Insert or remove 11 Nintendo Ci11meCube* Ci11me Dist 
the power 11 ON. 

2. Make sure a Nintendo GameCube'" Controller is plugged Into Nintendo 
GameCube'" Controller Socket 1 on the Nintendo 

3. If you're playing against friends, plug addiHonal Controllers into the_ 
addiHonal Sackets. 

lf . Insert the Game Disc into the Nintendo GameCube'" OpHcal Disc Drive. 

5. Turn ON the POWER Button and proceed ta the Hiie screen. If you can't 
proceed to the HHe screen, begin again at step 1. 

6. At the title screen, press START I PAUSE to advance ta the Main Menu 
(see page lf). 

CONTROLS 

Control Stick 

Menu Controls .. 
Control Stick Navigatton 
A Button Confirm selection 
B Button Cancel 

CONTROL ACTION 
Control Stick Movement 
C Stick Aim 
A Button Hand-to-hand attack 
X Button Scan Vision 
B Button Hand-to-hand attack I Grab object 
Y Button Enter I Exit vehicle or turret 
Z Button Reload 
L Button Secondary fire I Throw object 
R Button Primary fire 
START I PAUSE Pause Menu 
+Control Pad Up Switch camera view 
+Control Pad Left Speak 

Vehicle Driving Controls 
CONTROL ACTION 
Control Stick Up I Down Accelerate I Reverse 
Control Stick Left I Right Turn lelf I right 
C Stick Alm 
LButton Secondary fire 
R Button Primary fire 
A Button Knock off attacking units 
Y Button Exit vehicle I Trigger special event 
B Button Apply handbrake 

Vehicle Gunner Controls 
CONTROL ACTION 
C Stick Aim 
Control Stick Change driving lane 
A Button Knock off attacking units 
LButton Secondary fire 
R Button Primary fire 

Tech-Com Force Controls 
CONTROL ACTION 
C Stick I Control Stick Aim 
L Button Secondary fire 
R Button Primary fire 
Z Button Reload 



When you complete a level, a appears allowfng you to sav 
game to the Memory Card In Memory 'hard Slot A. Make sure you have a 
Card with a previous Terminator 3: The Redemption save or 1 File and 4 Ello 
free space Inserted in Memory Card Slot A. Select "Yes" to save. 

Previously completed levels are unlocked and may be played at any time 
through the Main Menu "File Selecr and "Chapter" menus. 

A NEW MISSION 
You are the ulHmate killing machine. Created by a calculating robotic masll!r 
fight In the desolate future war of 2032. You are the TBSO Infiltrator, an assassJ:; 
nation machine invented to mimic a human being in every detail. You enter the 
human ranks, posing as one of their own, and devastate from within. 

You become the ultimate protector when John Connor's human resistance arm 
captures and reprograms you. You will be sent back to 2003 with orders to prot 
Connor and Kate Brewster - back to a time before the war - before his fate, an 
the fate of humanity, was cast. 

Connor and Brewster must live through the past to secure a chance at life for 11'1 
human race. Protect them from danger no matter the threat - including the relent'! 
less and technologically superior T-X. 

MAIN MENU 
Move the Control Stick left or right to move 
through the menus. To make a selection 
within the menu, move up or down on the 
Control Stick. Press the A Button to confirm 
your selection. 

File Select 
Start a new game, continue a previously 
saved game or enter Free Play mode. By selecting Free Play all levels w 
unlotked. however. you will not be able to obtain any Upgrades or save 
progress. In order to obtain Upgrades or save your progress you must re 
the File Select screen and select a previously saved game or start a new 

Chapters 1.0 - ll.O 
Play any of the previously unlocked levels by selecting the Chapter, then th 
Level. If you replay a completed level, only your best performance is saved. 

Credits 
View the names of the people that brought this game to the present. 

¥ Extras 
View unlocked movies. 

Begin a fasi'-paced mission where two players cooperatively battle against 
Skynet. (See Tech-Com Force Mode on page 9 for details.] 

PAUSE MENU 
Press START I PAUSE to pause the game. 
Press START I PAUSE again to return to the 
game.The Pause Menu offers several 
choices: 

CONT (Conlinue Game] 
Return to the game in progress. 

UPGR (Upgrades) 
View mission lime, enemies killed, secrets found, current Upgrade levels and 
ierabytes earned. 

OBJT (View Objectives) 
Display the current objectives. 

ATTK (Combo Moves) 
View the different hand-to-hand combat moves you can perform. 

TBSO (Statistics) 
Display the current recharge rate, powercells and weapon statistics of the 
TBSOunit. 

OPTS (Adjust Options) 
Adjust Video, Sound and Controller options to your requirements. Move the 
Control Stick up or down to select the option you wish to modify. Then, move lert 
or right with the Control Stick to adjust the options setting. 

Sensitivity - Adjust the aiming movement sensitivity. 

Brlghlne11 - Adjust the screen brightness. 

Sound Effects - Adjust the volume of the In-game sound effects. 

Music Val - Adjust the volume of the in-game and menu music. 

Invert Y - Adjust the aiming vertical pitch to Normal or Inverted. 

Rumble FHlure - Toggle the Rumble Feature to Active or Disabled. 

Sound - Toggle the sound mode from mono, stereo or Dolby. 

Controller - Advance to the controller layout screen . 



HEADS-UP DISPLAY 
Missian-criHcal information appears an the Heads-Up Display (HUD). 

Vehicle 
Integrity 

Scan Vision 

Power Meter 

Power Meter 
Displays the amount or power you have remaining until termination. Once the 
power meter reaches zero, you fail all abjecHves and the game ends. 

Vehicle Integrity 
Shaws the functional integrity your Vehicle has before it becomes inaperab 
As this amount becomes lower, you may want to find l!lili:Jtt'le1 vehicle ta hijack. 
Yau will lose some power if the vehicle Is destroyed wtiile you are in It. 

Aiming Reticle 
A small circle shows your weapon fire direction. The target lack ln 
when you aim at an enemy or abject that can be destroyed. 

Target Lock Indicator 
Indicates that you are aiming at an enemy or object that can be destroyed..: 
small bars on the tap or the aiming reticle shaw the targers remaining ha 
small arc on the lower-right or the aiming reticle displays haw much ammo 
your primary weapon. The small arc on the lower shows how much am 
remains in your secondary weapon if one is equipped. 

Acquire Indicator 
Identifies vehicles and other special items that can be acquired. When an ob 
can be acquired, the indicator is gray. Once you are close enough to the item. 
indicator will change to an orange rotating mark. Yau can then acquire the ite 

Sc\:ln Vision 
" Indicates haw long Scan Vision will remain on once activated. It also shows 

recharging progress Scan Vision deactivates. 

Move the Control SHck slighHy In the direction you wish to walk. Move it all the 
way to run. Use the C SHck to move the camera around far targeting. 

Entering Vehicles 
Most of the game requires the use of vehicles to complete objectives. Vehicles 
provide stronger weapons and additional protection. To enter a vehicle, press the 
Y Button as you approach it. If you are close enough and the vehicle can be 
obtained, youwill enter it. 

At times, you may need to switch to a different vehicle without stopping. Drive 
close to the vehicle and press the Y Button. A prompt will appear. indicating you 
can switch vehicles. 

If you want to exit a vehicle and proceed an foot, stop the vehicle and press 
the Y Button. 

Driving the Vehicle 
Move up on the Control SHck ta accelerate the vehicle forward. Ta reverse, move 
down on the Control SHck. Turn by moving or right on the Control SHck. You 
can use the vehicle's brakes by pressing the B Button. 

Riding as a Gunner 
At times throughout the game, you may be required to jump onto a vehicle as a 
gunner. In those cases, you don't have ta worry about dliving, but you must 
destroy as many enemies in your path to have a chance of completing your mission. 

With Scan Vision you can see addlNonal tactical data and your targeting system 
will improve. Press the X Button to activate Scan Vision. Don't count on it lasting 
long; this feature was damaged before you were reprogrammed and can only be 
used for short periods of time. 

Regaining Power 
To regain some lost power, look for white surges of electricity emitHng from power 
nes or other devices. As you approach the electrical surge, a white and blue 

am of electricity will arc toward you, replenishing your power level. 

ou approach any of these surges while driving a damaged vehicle, the 
hicle will be repaired as well. 

Ulllng Ranged Weapon s 
Ta target an enemy, move the C Stick so the aiming reticle appears over the 
:get. Once the reticle changes to the target lock indicator, you can fire at the 
entfllYá 



Press the R Button once 
and hold the R Button for 
can fire it by pressing the L Button. 

Using Fixed Turrets 
tr you are on foot and come across a turret gun. press the Y Button to use It. The 
firing mechanism on a turret works the same as it does on foot or in a vehicle. 
Press the R or L Button to fire, or press and hold the R or L Button to conlfnue firi 

Hand-ta-Hand Combat 
The Basics 
While on foot. you can also engage enemies in hand-to-hand combat. To throw a, 
punch, press the A Button when standing direclfy in front of an enemy unit. Press' 
the A Button multiple Hmes to perform combo moves, which deliver a more 
powerful attack. 

Press the a Button to grab an enemy unit. Press the B Button two or more times to 
perform different grab combos that inftict more damage to the enemy unit. 

Using Environment Objects 
While battfing on foot, you may also use objects found around the environm 
such as traffic signs. To pick up an object, move toward it and press the B Button. 
While holding the object, you can swing it by pressing the A Button or B Button. To 
throw the object, press the L Sultan. 

Whenever you enter a vehicle, you will Immediately drop any secondary objects 
you are carrying. 

Advanced Tactics 
You control a powerful Infiltrator machine and its great strength is shown through 
hand-to-hand combat. Perform advanced moves by combining punch and grab 
attacks against endoskeletons. 

The following table shows the first two levels of hand-to-hand attacks ¥. There e 
many more available for discovery by playing the game. or referring to the I 
game "Attack" screen. 

A Button 
B Button 
A Button, A Button 
B Button, B Button 
B Button, A Button 

A Button. B llutton 
A Button, A llutton, A Button 
A Button, A Button, B Button 

Basic swin attack 
Grab enemies, uns and other ob' eels 
Head attack 
Bi rab that stuns the enem 
Grabs the enemy and hits him back into 
the air 
Knocks the enemy ID the ground 
Kick the enemy baclc , 
Attack that grabs an enemy uses ltes e sl'lleld 

As a TBSO, you are equipped with a 
powerful learning CPU that enables you to 
upgrade core systems to higher levels. This 
ability comes from gathering Terabytes of 
information. You earn Terabytes by 
completing a mission within a certain amount 
of lime, destroying Skynet units. interacHng 
with objects and performing other actions 
throughout the game. 

Making Upgrades 
Once you start collecting Terabytes. the Upgrade Menu appears at the beginning 
of each level. During this time, you can perform upgrades as long as you have 
enough available Terabytes to complete the upgrade. You can also trade 
upgrades at this time to gain more Terabytes for different upgrades. 

To make or trade in an upgrade, move the Control Slick up or down to select 
Upgrade and press the A Button. Move the Control Slick to highlight the core 
system you wish to modify and then move the Control Slick right to make an 
upgrade, or to trade in an upgrade. When you are finished, highlight 
Finished and press the A Button. 

Recharge - Every new level allows you to recharge more energy near 
overloaded power lines. 

Vision Time - Each level enables you to use Scan Vision for longer 
periods of ttme. 

Vision Demege - Each level increases the effectiveness of Scan 
enabling you to deliver more damage to enemies. 

Vision Cherge - Increases the rate that Scan Vision power levels 
recharge. 

TECHáCOM FORCE MODE 
Tech-Com Force is a hecHc, arcade-style 
mini-game where a single player. or two 

euers working cooperatively, batNe 
inst Skynet forces. Your orders are to 

tin an attack helicopter and blast a clear 
eth for a reprogrammed TBSO invading 
e enemy TDC installalfon. 



Though the menu may look differe :< r:Hons the same way as the Ma 
Menu. Move the Control SHck left or right to toggle between the menus or 
down to highlight different options. When you have selected the option UDll 
press the A Button. 

Level Select - Select the previously unlocked level you wish to play. 

High Scorl!S - View all of the high scores. 

Options - Change music volume, sound effects volume, etc. 

Playing the Game 
You and your partner are sitttng side by side 
in a Tech-Com Helicopter. Neither of you 
have to worry about Hying the craft. Your 
only duty Is to gun down ctll of the Skynet 
forces that you can. Aiming and shooting 
works the same as it does in Terminatot5 3: 
The Redemplfan. Use the C SHck to aim, and 
use the R Button for primary gunfire and the 
L Button for secondary fire. 

Each player scores separate points for all of his or her kills. Player One's score is 
displayed toward the upper left-hand side of the screen; Player Two's is located 
at the upper right-hand side cf the screen. Amassing a high score earns a play´ 
more powerful weapons. Once a player earns enough points for a better weapo 
that weapon is automatically equipped and available. 

Though each player earns separate scores, both of their lives depend on 
keeping the helicopter in the air. The helicopter's health appears at the top of ltli! 
screen between the players' scores. Make sure to shoot incoming missiles or 
mission could be over for both of you. 

CHARACTER DOSSIER 
The Terminator 

The TBSO model 101 Is a Skynet battle chassis surround 
living Hesh. Possessing the ability to mimic human skin in 
ance, smell and touch, the TBSO is almost undetectable In a 
group. The TBSO is an expert lnftltrator and can attack the helil 
of the human resistance. 

This particular TBSO was captured by the human resistance 
reprogrammed by Daniel. Kate Brewster issued the order for 
TBSO to travel back in lime to 2003 and protect the people w 
would eventually become John Connor's lieutenanls. The 
Terminator's unique endurance and strength allow It to excel 
at this crucial task. 

Nearly a dei;ade has passed since John Connor prevented 
Judgment Day and the extermination of humanity. Now he lives as 
a nomad, always cautious of settling down, never feeling safe: 

His despair is well-founded as the chase begins again. Alter John 
accidentally sh..imbles into a clinic run by his childhood friend, 
Kate Brewster, the two run from the unstoppable T-X. Connor's 
only chance for survival is the TBSO, sent from his future and pro-
grammed for protection. 

Kate Brewster 
In 2003, Kate Brewster is an intelligent and idealistic young 
woman working as a veterinarian with dreams of a loving family. 
All of her plans for the future are destroyed by a surprise 
encounter with long-lost friend, John Connor. Their reunion is inter-
rupted by an attack by the T-X cyborg assassin. 

In 2032, Brewster becomes a bame-tiardened fighter in humanity's 
struggle for freedom against the onslaught of Skynet killing 
machines. 

Kate faces a terrible decision as John Connor's future wife -
destroy his TBSO assassin, or trust its reprogramming and send It 
back in Hme to protect Connor's younger self. 

The T-X features the latest in independent-action, cybernetic tech-
nology packed beneath a layer of fluid metallic skin. The 
infiltration unit, It can adapt its appearance to perfec:Hy match an1;1 
human being. The T-X was designed to be incredibly durable and 
strong. Its most deadly feature is an array of weapons built into its 
arm: a flamethrower. a radial cutting blade and a high-energy 
plasma rifle. 



Daniel, a soldieri llt'i resistance army and one of 
Connor's most trusted techs. has been given ongoing o 
salvage enemy equipment and adapt It to human needs. Year 
converting energy weapons. metal composite armor and power 
supplies have culminated In his ullimate project - capturing 
reprogramming a T850 infiltration unit. 

This expert engineer proves that the struggle against Skynel 
killing machines is fought with subHe hacking skills just as mu 
as gritty field combat. Machines will always be susceptible to 
clever human attacks - a person need only know how to reach 
the otf switch. 

WEAPONS 
The T850 metallic baltte chassis Is a powerful combat weapon. but a complete 
arsenal of guns is necessary to batHe Skynet. Here are some of the weapons 
you'll use to complete your mission. 

¥

G365 
The G365 is a conventional assault riHe that quickly became a 
Tech-Com mainstay due to its light composilion and large 
capacity of armor-piercing rounds. 

, -,4 M2£19 
B A much heavier caliber weapon, the M2"19 Is normally mounted 

on a tcipod, but those with superhuman strength can carcy and Qr 
it one-handed. 

_ _. ¥ ...._. Shotgun 
D S 4 The pump-aclion shotgun Is a simple and reliable means of 

ling the hurt on tight groups of attackers or taking down a 
close-in threat. 

__ ,.I-ii M37 Machine Gun 
- t This .30 caliber. air-cooled machinegun chews through tai 

thanks to an efficient side-mounted, belt-fed, metal ammo dr 

Plasma Rifle 
Super-heated, high-energy rounds are ejected at maximum 
velocity tram the muzzle of the plasma rifte. 

Plasma Missile Launcher 
The most powerful portable Skynet weapon spews huge rounifs 
of self-propelled energy that explode on impact, causing deVJI" 
taling damage. 

Police Motorcycle 
Tap Speed: 11 £1 MPH 

Weight: 0.3 tons 

Armor: None 

Arm11ment: None 

Black Hearse 
Tap Speed: 108 MPH 

Arm11ment: None 

Pickup Truck 
Top Speed: £15 MPH 

¥mlllll¥!T"' Weight: 8.2 tons 

Armor: None 

Arm11ment: None 
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Tech-Cam Truck 
Tap Speed: 7ll MPH 

Weight: 2.ll tons 

Armor: 20mm steel plate 

Armament: ClS Single Plasma Cannon, 
Eoaxial Missile Launcher 

Tech-Com Car 
Tap Speed: 89 MPH 

Weight: 1.6 tans 

Armor: 11 mm steel plate 

Armament: ClS Single Plasma Cannan, SAT 
Coaxial Missile Launcher 

Tech-Cam Helicopter 
Tap Speed: 127 MPH 

Weight: VI tans 

Armor: 12 mm ballisHc ftber 

Armament: M13ll Mlni'gun 

Special thanks to Arnold Schw11rzenegger, 
Jonathan Mostow, C2 Pictures and every-
one Involved in the making of the 
Terminator 3 film for their support. 
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"Bad To The Bone" 
le 19B1 Del Sound Music (BMlj. 
All Rights reserved. 
Performed by George Thorogood 
Courtesy of EMI Records 
Under License from EMI Film & Television Music 
Hollywood Signª & e 2003 Hollywood Chamber of Commerce. Licensed by l:ilobal 
All Rights Reserved. 
Uses Bink Video. 1997-200£1 by RAD Game Tools. Inc. 

ATARI WEB SITES 
To get the most out of your new game, visit us at: 

hltp:/ /www.u1.11tarl.com 

To send e-cards to your friends, download wallpapers, or get access to other rr 
stuff. visit our Freebies secHon at: 

www.us.atarl.com/frl!l!bles 

If you would like to chat with other gamers, as well as developers, visit our 
Community Forum area at: 

www.atarlcammunlty.com 

Kids, check with your parent or guardian before visiting any web site. 
Chat Messages: Atari does not monitor, control, endorse, or accept responsibility lor 1"' 
content of chat messages. You are strongly encouraged not to give out identity or OJlllf 
sonar information through chat message transmissions. Kids, check wtth your paftllt or 
guardian If you are concerned about any chat you receive. 

Use of Atari web sites Is subject to terms and condiHons. which you can access at; 

www.u1.ahlrl.com/term1_af_servlce.11p 

TECHNICAL SUPPORT (U.S. & CANADA) 
Hel Vl11 the Internet 
Up-to-the-minute technical informaHon about Atari producls is generally a 
2q hours a day, 7 days a week via the Internet at: ¥ 

hltp:/ /www.ahlrisuppart.com 

Through this site you'll have access to our FAQ (FrequenHy Asked Questto 
documenls, our Hints/Cheat Codes if they're available, and an E-Mail area w 
you can get help and ask quesHons if you do not llnd your answers within th 
FAQ. 

Nale: In the event we must send you a Hint Sheet, FAQ document, patch or 
update disc via E-mail, we may require verifiable consent from a parent or 
guardian in order to protect children's privacy and safety onllne. Consent Forms 
are available at the web site listed above. 

Help Vl11 Telephone In the United States & C11n11d11 
For phone assistance, call Atari Technical Support at (qi!s) 951á7106. Our 
lnleracHve Voice Response system ls generally available 2Ll/7, providing auto-
mated support soluHons Immediately. 

This console-based product has automated support, which includes informaHon 
such as gameplay lips, information on Control Keys, possible Cheat Code combi-
nation keys, and instructions for finding secret screens and/or addiHonal game 
levels (if these type of items exist and are made available for this particular product]. 

Great News! We've improved our Automated Systems so that you can get prodá 
uct-specific TraubleshooHng help more quickly. All you need to do Is enter the 
producrs Part #when prompted to do so. This will take you dlrectiy to all of our 
known issues and solutions for this HHe. The producrs Part # is located in several 
places (on the CO label, Game Pak, package and/or plastic disc case, if applica-
ble] and is usually identified by a number such as OLlá 1i!3qs. When prompted by 
the Automated System, enter the 11111 live digits of your producrs Part#. [For 
example, Part# OLl-123LIS would require that you enter the "123LIS" portion of 
.the number for that product.] Nate: Some producls simply feature a five-digit Part 
#without an "OLl-" prefix. 

Live support is generally available Monday through Friday, 8:00 AM until 6:00 
PM (Pacific Time]. Note: We may be closed on major holidays. 

Product Return Procedures in the United States & C11n11d11 
In the event our technicians at (qi!SJ 951á7106 determine that you need to forá 
ward materials direcHy to us, please include a brief letter explaining what is 
enclosed and why. Make sure you include the Return Merchandise Authorization 
Number (RMA#] supplied to you by the technician, and your telephone number in 
case we need to call you. You will receive the mailing address when the techni-
cian gives you the RMA#. Any materials not containing this RMA# wl[I be 
returned to you unprocessed. 

Palley In the United C11n11d11 
If our technicians determine that the product storage medium is found to be defec-
Hve within ninety [90] days of original purchase, (unless otherwise provided by 
applicable law). Atari will replace the item free of charge, to the original purchaser, 
If the Item is accof!Yll!nied by the _origLn<!I q51tg_d_recelpt and p9ckaglng. 



END-USER LICENSE AGREEMENT 
IMPORTANT - READ CAREFULLY: Please be sure to carefully read 
and understand all of the rights and restrictions described in this 
End-User License Agreement ("EULA"). 

AGREEMENT 
This document is an agreement between you and Atari, Inc. and its affili-

companies ("Company"). The enclosed software game disc(s), car-
tridge or Game Pak ("Software") and any accompanying printed materi-
als are licensed to you only on the condition that you accept all of the 
terms contained in this EULA. 
By opening this package and installing or otherwise using the Software 
you agree to bound by the terms. ol this EULA. If you do not agree to 
the terms of this EULA you may not install or use the Software and with-
in 15 days of purchase you must call the Tech Support telephone number 
listed in the manual accompanyin!;J the Software (the "Manual"). Select 
the Automated Phone System's Main Menu option for Consumer Services 
and follow the prompts. 
You will be a Return Merchandise Authorization number (RMA #) by 
the technician. You then have 15 days from the date of this contact to 
return the Software in its protective covering, the Manual and the origi-
nal sales invoice to the address supplied to you. 
If this is a PC product, when you install the Software you will be asked to 
review and either accept or not accept the terms of the EULA by clicking 
the "I Accept" button. By clicking the "I Accept" button you acknowled!;Je 
that you have read the EULA, understand it and agree to be bound by its 
terms and conditions. 

COPYRIG HT 
The is by copyright laws and internati.onal copyright 
treaties, as well as other mtenectual property laws and treaties. All title and 
copyrights in and to the Software (including but not limited to any 
images, photographs, animations, video, music, text and "applets" incor-
porated into the Software) and any printed materials accompanying the 
Software are owned by the Company or its Licensors. 

GRANT OF LIC ENSE 
The Software is licensed and not sold to you and its use is subject to this 
EULA. The Company grants you a limited, personal, non-exclusive license 
to use the Software in the manner described in the user documentation. 
The Company reserves all rights not expressly granted to you in this EULA. 

PERMITTED USES 
1. If the Software is configured for loading on a hard drive, you may install 

and use the Software on a single computer. 
2. You may make and maintain one copy of the Software for backup and 

archival purposes, provided that the original and copy of the Software 
are kept in your possession. 

3. You may permanently transfer all your rights under this EULA, provid-
ed you retain no copies, you transfer all of the Software (including all 
component parts, the media and printed materials and any upgrades) 
and the recipient reads and accepts this EULA. 
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RESTRICTIONS 
1. You may not delete or obscure any copyright, trademark or other pro-

prietary notice on the Software or accompanying printed materials. 
2. You may not decompile, modify, reverse engineer, disassemble or oth-

erwise reproduce the Software. 
3. You may not copy, rent, lease, sublicense, distribute, publicly display the 

Software, create derivative works based on the Software (except to the 
extent expressly permitted in the Editor and End-User Variation section of 
this Agreement or other documentation accompanying the Software) or 
otherwise commercially exploit the Software. 

4. You may not electronically transmit the Software from one computer, 
console or other platform to another or over a network. 

5. You may not use any backup or archival copy of th!  Software for an!.'. 
purpose other than to replace the original copy in the event its 
destroyed or becomes defective. 

EDITOR AND END-USER VARIATIONS 
If the Software includes a feature that allows you to modify the Software or 
to new variations (an "Editor"), you may use such Editor to create 
mod1ficat1ons or enhancements to the Software, including the construction 
of new levels (collectively the ''Variations"), subject to the following restric-
tions. Your Variations: (i) must only work with the full, registered copy of the 
Software; (ii) must not contain modifications to any executable file; (iii) 
must not contain any libelous, defamatory or other illegal material, materi-
al that scandalous or the rights of privacy or publicity of any third 
party; (1v) must not contain any trademarks, copyright-protected work or 
other property of third parties; and (v) may not be commercially exploited 
by you, including but not limited to making such Variations available for sale 
or as part of a pay-per-play or timesharing service. 

TERMINATION 
This EULA is effective until terminated. You may terminate this EULA at any 
tir:ie by the Software. EULA.will terminate automatically 

from the Company 1f you fail to comply with any provi-
sions of this EULA. All provisions of this EULA as to warranties, limitation 
of liability, remedies and damages will survive termination. 

LIMITED WARRANTY AND DISCLAIMER OF WARRANTIES 
You are aware and agree that use of the Software and the media on which 
is recorded is at your sole risk. The Software and media are supplied "AS 
IS." otherwise provided. by applicable law, the Company warrants 
to the original purchaser of this product that the Software storage medi-
um will free from defects in materials and workmanship under normal 
use for ninety (90) days from the date of purchase. The warranty is void if 
the defect has arisen through accident, abuse, neglect or misapplication. 
If the Software fails to conform to this warranty, you may at your sole and 

remedy, obtain a replacement free of charge if you return the 
defective Software. Follow the Product Return Procedures described in the 
Manual. The Companr does not warrant that the Software or its opera-
tions or functions wil meet your requirements, or that the use of the 
Software will be without interruption or error. 
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TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE LAW, 
EXCEPT FOR THE EXPRESS WARRANTY SET FORTH ABOVE, THE 
COMPANY DISCLAIMS ALL WARRANTIES, EXPRESS OR IMPLIED, 
INCLUDING AND WITHOUT LIMITATION, THE IMPLIED WAR-
RANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE AND NON-INFRINGEMENT. EXCEPT FOR THE EXPRESS 
WARRANTY SET FORTH ABOVE, THE COMPANY DOES NOT WAR-
RANT, GUARANTEE OR MAKE ANY REPRESENTATION REGARDING 
THE USE OR THE RESULTS OF THE USE OF THE SOFTWARE IN 
TERMS OF ITS CORRECTNESS, ACCURACY, RELIABILITY, CURRENT-
NESS OR OTHERWISE. SOME JURISDICTIONS DO NOT ALLOW THE 
EXCLUSION OF OR LIMITATIONS ON IMPLIED WARRANTIES, SO THE 
ABOVE EXCLUSIONS AND LIMITATIONS MAY NOT APPLY TO YOU. 

LIMITATION OF LIABILITY 

IN NO EVENT WILL THE COMPANY OR ITS EMPLOYEES OR LICEN-
SORS BE LIABLE FOR ANY INCIDENTAL, INDIRECT, SPECIAL, CONSE-
QUENTIAL OR PUNffiVE DAMAGES, OR ANY DAMAGES WHATSO-
EVER (INCLUDING, WITHOUT LIMITATION, DAMAGES FOR INJURY 
TO PERSON OR PROPERTY, FOR LOSS OF PROFITS, BUSINESS INTER-
RUPTION, LOSS OF BUSINESS INFORMATION, LOSS OF PRIVACY, 
FAILURE TO MEET ANY DUTY AND NEGLIGENCE) ARISING OUT OF 
OR IN ANY WAY RELATED TO THE USE OR INABILITY TO USE THE 
SOFTWARE, EVEN IF THE COMPANY OR AN AUTHORIZED REPRE-
SENTATIVE OF THE COMPANY HAS BEEN ADVISED OF THE POSSI-
BILITY OF SUCH DAMAGES. SOME JURISDICTIONS DO NOT ALLOW 
THE EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL 
DAMAGES, SO THE ABOVE EXCLUSION MAY NOT APPLY TO YOU. 

IN NO EVENT WILL THE LIABILITY OF THE COMPANY FOR DAM-
AGES WITH RESPECT TO THE SOFTWARE EXCEED THE AMOUNTS 
ACTUALLY PAID BY YOU FOR THE SOFTWARE. 

CHOICE OF LAW AND VENUE 
This EULA is governed by the laws of the United States of America and the 
State of New York, exclusive of its conflicts of law provisions. The exclu-
sive venue for litigation regarding or arising from this EULA is New York 
County, New Yorl< and you agree to submit to the Jurisdiction of the 
courts of New York County, New York for any such litigation. 

MISCELLANEOUS 
If any provision or portion of this EULA is found to be unlawful, void, or 
for any reason unenforceable, it will be severed from and in no way affect 
the validity or enforceability of the remaining provisions of the EULA. 
This EULA constitutes the entire agreement between you and the 
Company regarding the Software and its use. 
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