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WHITE WOLF, INC., WHITE WOLF
PUBLISHING, INC. and NANCY A.

COLLINS,
Plaintitts,
: CIVIL ACTION
Vs. : L _
: FILE NO. 1 03 Cv-2¢6 53
SONY PICTURES ENTERTAINMENT,
INC., LAKESHORE ENTERTAINMENT
CORP., and SCREEN GEMS, INC, : JURY TRIAL DEMANDED '@]0 F

Defendants.

COMPLAINT

Nature of Action

1. Plaintifts White Wolf, Inc. and White Wolf Publishing, Inc.
(hereinafter collectively referred to as “White Wolf”) seek injunctive relief and
damages for copyright infringement, false designation of origin and unfair
competition engaged in by Defendants under the laws of the United States and the
State of Georgia.

Parties

2. White Wolf, Inc. 1s a Georgia corporation with its principal place of

business in Georgia.
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3. White Wolf Publishing, Inc. is a Georgia corporation with its principal

place of business in Georgia.

4. Nancy A. Collins is a resident of Georgia.

5. Defendant Sony Pictures Entertainment, Inc. ("Sony Pictures”) is a
Delaware corporation with its principal place of business in California.

6. Defendant Lakeshore Entertainment Corporation (“Lakeshore”) is a
Delaware corporation with its principal place of business in California.

7. Defendant Screen Gems, Inc. (“Screen Gems™) is a Delaware
corporation with its principal place of business in California.

Jurisdiction and Venue

8. This action arises under the Copyright Act of 1976 (17 U.S.C. § 101
et seq.), the Lanham Trademark Act (15 U.S.C. § 1125(a)) and the Georgia
Uniform Deceptive Trade Practices Act (O.C.G.A. § 10-1-370 et seq.).

9, This Court has jurisdiction over this matter pursuant to 28 U.S.C. §§
1331 and 1338(a) and (b) and the principles of supplemental jurisdiction.

10.  The venue of this action is properly laid in the Northern District of

Georgia pursuant to 28 U.S.C. § 1391(b) and 1400(a).
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11.  This Court has personal jurisdiction over the Defendants, who have
minimum contacts with this State and district by conducting business, committing
torts, and causing injury in this State and District.

Allegations Common To All Claims For Relief

Plaintiffs’ Copyrights

12.  White Wolf is engaged in the business of authoring, producing,
publishing and distributing books, magazines and role playing games in both print
and computer media, and related merchandise bearing the likeness and imagery of
its fanciful characters.

13.  White Wolf"s business includes two major components from which
many of its products derive: a vampire role-playing game, with the core rulebook
titled Vampire: The Masquerade; and a werewolf role-playing game, with the core
rulebook titled Werewolf: The Apocalypse.

14.  In 1993, White Wolf registered its original copyright for Vampire:
The Masquerade with the United States Copyright Office.

15. White Wolf has subsequently registered later editions of Vampire:
The Masquerade.

16.  In 1991, White Wolf registered its original copyright for Werewolf:

The Apocalypse with the United States Copyright Office.




17.  White Wolf has subsequently registered a later edition of Werewolf:

The Apocalypse.

18.  White Wolf has created and published numerous derivative works in
the World of Darkness using the basic storylines from Vampire: The Masquerade
and Werewolf: The Apocalypse.

19.  These derivative works include companion books to the role-playing
games, novels, updated rulebooks, storyteller guides, videogames, a television
series produced by Spelling Entertainment, action figures and other merchandise
bearing the copyrights and trademarks of White Wolf.

20. White Wolf’s derivative works number in the hundreds. The specific
books at issue in this matter include: Guide To The Camarilla; Guide To The
Sabbat; The Book of Nod; Caine’s Chosen: The Black Hand, Under A Blood Red
Moon, Children of the Night; Time of Thin Blood,; Transylvania Chronicles 1:
Dark Tides Rising.

21.  All of these works have been registered with the United States
Copyright Office.

22.  All of White Wolf’s books are available at bookstores nationwide and

worldwide, including Barnes & Noble, Borders, Hot Topic and Amazon.com.



23.  Plamuff Nancy A. Collins registered the copyright for The Love of
Monsters (first published in 1994) with the United States Copyright Office in 2003.

Plaintiffs’ Works

24.  Vampire: The Masquerade is based in part on the White Wolf created
myth called “The Masquerade” — a secret realm of vampires comprising a
worldwide network that seeks to keep hidden from mortal eyes the fact that
vampires are real. The Masquerade demands that all vampires make a reasonable
effort at secrecy.

25,  White Wolf’s vampires exist in The World of Darkness — a world
created by White Wolf that is best described as “gothic-punk™ — it is the mood, the
setting and the attitude of the inhabitants of the World of Darkness.

26. The combination of gothic and punk lifestyles work together to
encourage creativity and imagination. They avoid the normalcy of the status quo
and the mundane, which suffocates imagination.

27. For the Gothic-Punk way of life, emotions rule actions and passion
overrides logic and reason.

28. The World of Darkness has been described as a darker, more Gothic

version of Earth, where cities are dark foreboding places.




29.  Werewolf: The Apocalypse is also set in White Wolf”s World of
Darkness.

30.  White Wolf created its own versions of vampire and werewolf
mythology for the purposes of its role-playing games.

31. A second Vampire: The Masquerade inspired videogame, titled
Vampire: The Masquerade — Bloodlines, 1s in development using Valve Software’s
technology and game engine first used in its videogame Half-Life /1.

32. White Wolf and its partners announced the upcoming release of its
second Vampire: The Masquerade inspired videogame, with a demonstration, at
E3 — the Electronic Entertainment Exposition at the Los Angeles Convention
Center on May 13, 2003.

33.  White Wolf’s vampires and werewolves both inhabit the World of
Darkness, but are not allies.

34.  Vampires and werewolves, in White Wolf’s mythology, have been
dire enemies and at war with one another since time immemorial.

35. In White Wolf’s mythology, werewolves, traditionally reluctant to
leave their wilderness domains, have been increasingly aggressive and have been

pursuing vampires into the cities.


















































































































































































