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Media Distribution

Distribution is an important part of the media industry, how we get the
media into the hands of the consumer

Two models:
Distributor produces the media (e.g. newspapers)

Independent distributor (e.g. movie distributors)

We are mainly interested in the case where the producer and the
distributer aredifferent
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Monopolies Undesirable

If there is a single newspaper in a region it has a monopoly over
iInformation (ignoring other media for now)

The newspaper, or its owner can push its own agenda, this could be a
political or a business agenda

There is no guarantee that the paper will be neutral (or of high quality)
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Media Markets Prefer
Competition

Many societies view this type of monopoly as undesirable, it gives one
party an unfair advantage

If there are multiple newspapers in a region this situationnskely to
exist

Papers are likely to takéfferent positionsto attract a greater number
of readers, if all papers have the same viewpoint there are no

competitive advantages
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Controlling Monopolies

Over the past 50 years there has been an increase in radio and TV news,
so the decrease in newspapers has not been viewed as a problem

There is a law in Canada that prevents the same company from owning
multiple media outlets in the same market

For example, Rogers can own radio stations, but not broadcast TV
stations or newspapers in the GTA
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Consolidation Creates
Monopolies

When one company buys another might end up with media monopoly
WhenCTVglobemedia / ¢ + Q& LI NBy (G0 02 @R / K dzY
They were forced to selityTV

Since Toronto is such a large market, exceptions are quite often made,
for example CTV and the Globe and Mail are owned by the same

company

CSCI 1200 COMPUTERS & MEDIA, JAREK SZLICHTA 11




Music

In the case of music the distribution channels have changed drastically
over the past 50 years

50 years ago there was a large number of independent record stores,
plus a few chains

There were many sources of records, some with considerable musical
knowledge
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Music Industry Consolidation

The national chains started buying up the independents, then some of
the national chains were bought out by international ones

Now have far fewer sources of music, controlled by large chains that
may have limited knowledge of music

As music moves towards mass market, the small acts get pushed out,
IKSe8 R2y Qi Y2@S Sy2dzaK LINERdAzO

Chains want to concentrate on a few large sellers
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Music Industry Consolidation

Large chains now want exclusive agreements with the most popular

artists
WalkMart and Starbucks in the US now have exclusive agreements with

several acts

14
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Buying Music Online

Two forms of online retailers:
CD saleg Amazon, Chapters, etc
Downloadc iTunes

The first group is just an online version of the traditional retailers, need
to wait for your CDs to arrive, only advantages could be price and
selection

The second group gives instant delivery of music, no need to wait or
drive to the store
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The End of Physical Media?

We have probably seen the end of the traditional music store

WalMart and electronics stores may still stock high volume titles, but
that will be it

Online is now the main source of music

The same thing has happened with movies
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Movies are Streamed, not
Owned

People rent movies, they rarely buy them, there is a big cost differential

t S2LX S o0dze /5&az GKSeé R2y QU NBYG Y
times, not just once or twice

It makes sense to download music, burn a CD or transfer to MP3 player

The movie equivalent would be buying the movie so you could burn in
onto a DVD
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Media Distribution

There are several problems with this approach:
The cost is much higher than renting

People only watch a movie once or a few times, not like music that is played
many times

So, online movie distribution uses-aiemand streaming (Netflix)
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What about Television?

TV is based on advertizing, rates based on number of viewers
AASNRASa&E R2SayQid YIS asSyasS AT eéz2d
viewers will rapidly decrease, and so will revenues

Networks are moving to free streaming with advertising
Let people catch up, so they can continue watching

CNRY |y FTROSNIA&AAY3T LRAYG 2F OAS¢
TV or online, so this just increases the audience and the revenues
Maybe better for advertisers if viewed onligenvhy?

CSCI 1200 COMPUTERS & MEDIA, JAREK SZLICHTA 19




Traffic Shaping Case Study

This was an issue when VOIP services started to appear on the Internet

Bell is an Internet provider, it is also a traditional phone company

S5ARY QO 4l yid hLt 2y GKSAN ySig2N]
phone business

At one point phone companies were blocking VOIP traffic on their
Internet services

They were taken to court and the blocking of VOIP traffic was declared
illegal
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Games Distribution

The main distribution channel for games is still retail, either through
physical or online stores

The size of most modern games makes online delivery difficult
Requiring physical media also enforces DRM

Most game companies work through a distributor that carries a wide
range of games and has deals with most of the retail outlets
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Paying for Placement

Most distributors buy shelf space from retailers, they pay them to
display their merchandise prominently

Eye level shelves are the most expensive, no one wants the lower
aKSt ¥Saz Odzat2YSNhR R2yQu 2271 UKS

This makes it difficult for small companies to break into the market and
gives the large distributors an unfair advantage
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Making Games Downloadable

Another approach is to make the games smaller so they can be
distributed online

¢CKAA aS3aYSyid 2F 3FLYS alrtsSa Aa Ay
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Online Delivery to Consoles

Microsoft, Sony, and Nintendo have developed online delivery
mechanisms for their consoles

Gives them the ability to sell without going through retailers

Good for smaller, cheaper games
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Long Tail Distribution

Small sales add up to something big

Amazon, eBay, Netflix advantage

The New Marketplace

Head

I Long Tail

Products

Popularity
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http://thelongtail.com/about.html

oWe sold more |

t hat di dnot sel

we sold today of all the books
that did sell yesterday. O

- Amazon employee, text p. 321



Key Points

Media distribution
Monopolies
Physical retail / mail order
Streaming media
Long tail retail

Media business models
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Business Models
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Business Models

Basically how we plan to make money
The mechanism or techniques that we use to collect money off of

media
This is an important part of the busmess process, since without money
S NBIFftfte R2y Qi - @S YdzOK 2F | 0c

At some point we must have a revenue stream or the business will fail

29
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Business Models

When a company starts they typically have no revenue, they need to
develop their product first

The initial round of funding should get the company to the point where
It can generate revenue

We need to generate more revenue than expenses, I.e.. a profit, )
2U0KSNIBAaS UKS O2YLIl ye g2yQu I ad
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Business Models

The business model basically states how we plan to generate the ,
NEJSYydzSZ ¢S g2y Qu ISu FF N gAlK2Z2dzl

One common business modeketail where we produce a product that
IS sold through a store
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Business Models

Advertising

Sponsorship

Viral Marketing
Product Placement
Subscription

Software Service

Bundling
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Advertising

The main revenue source for many forms of traditional media, radio, TV
and newspapers

In these media the cost of an advertisement is based omtheber
and type of viewerand thesize of the advertisement

For newspapers easy to determine the number of viewers, the number
of newspapers that are sold
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Why Track?

Solid numbers help price advertising

Ads targeting the specific audience should pay higher rates
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Tracking Viewers

Newspapers keep track of the number sold of each issue, update
advertising rates based on these numbers

With radio and TV determining the number of viewers is much harder,
the media is free, so there is no accounting

Several techniques have been used, the simplest is to call a random set
of people and ask them what they are currently watching
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Tracking Viewers

An alternative is to pay people to tell you what they are watching
This is the basis of the Nielsen ratings, which is mainly in the US
Nielsen uses two mechanisms to measure the number of viewers

The first is a special set top box that is attached to all the TV sets in the
house, tracks the channel that is currently viewed
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Nielsen Ratings

Each night the data is collettfrom the boxes and sent to Nielsen
¢CKA&a OGN Ola oKIFIG OKS ¢+ asSid Aa Rz
of viewers

Example: two TVs in the same house
One has 5 viewers

Second has 1 viewer
Both are counted as the same, even though the first one has 5x the number
of viewers
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Tracking Viewers with a Diary

Households are sent a paper diary where they record the shows they
watch, usually for a week

Recordsvho was watchingvhat, when
Sent back to Nielsen at the end of the week

This is much cheaper than monitoring the TV sets, but it is not as
Immediate, need to wait several weeks for the results

CSCI 1200 COMPUTERS & MEDIA, JAREK SZLICHTA 38




Problems with the Nielsen
System?




Problems with the Nielsen
System

First, it only samples a small part of the population, hard to tell how this
relates to the total population

Second, TV fanatics are the ones most likely to respond, they watch
more TV and their viewing habits may not match the general population

Third, it is open to manipulation, if a network knows when Nielsen will
be surveying they may broadcast their best shows then, called sweeps
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Digital Tracking

Cable and satellite companies can do the same thing based on their set
top boxes

Done automatically for a large number of viewers

Privacyg requires permission
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Advertising Online

Advertising is used extensively on the web, this is the business model
used by Google

Started with banner ads, simple image or text based ads that are placed
on web pages

Couldestimate the number of viewsased on the number of times that

the page was read, can easily be tracked by a web server, used as the
basis for advertising rates
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ClickThrough Ad Tracking

This was replaced by the click through ad

Advertisers wanted to know how effective web advertising was, did
anyone pay attention?

A click through takes the viewer from the current website to the
I ROSNIOAaSNRa @gSo0aAus

Can easily count O fthroOdh<;, and the advertiser knows whether the
ad was actually read
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Click Through Pricing Model

Host website gets a payment for each click through, can be as little as a
few cents to several dollars, depends upon position of the ad

Could base payment on whether something was purchased from the
advertiser, this is more of a commission model than an advertising

model
A more accurate measurement of the effectiveness of an advertisement
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Click Fraud

Click fraud: host site has someone, or a program, follow the click
through

9 OK Of AO1 3JSYSN}YUGSa NBGSydzSsT odzi A
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Reaping the Benefits

Anyone can workvith Google to have advertisements plaaaa their
own websiteand share in thgrofits

Googleprovides all the infrastructure and thevertiserswhich match
your content you provide the web space anicffic
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Online Advertising

Online advertising was worth $26 billion in the US in 2010

Advertising revenue for traditional media was $200 billion, so we are
looking at about 13% of the market

But online advertising is increasing faster than other forms of
advertising

http://www.grabstats.com/statmain.asp?StatiD=1454
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Increasing the Cost Per Click

Google and Facebook can now charge more per click.
Why?




Increasing the Cost Per Click

Google and Facebook can now charge more per click.

Reliable demographics about the person clicking:
Friends
Interests
Age
Occupation
Web search history, types of things written about in emails, profile

More likely to respond to relevant advertising
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Sponsorship Model

The sponsorship business model is related to advertising and is often
used with other ways of producing revenue

The idea is to get a major company to pay for all or most of the
production costs, in return their name is associated with production

This has long been the case with many sports and arts events
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Product Placement

Product placement is a similar idea, a company pays to have their
product prominently placed in a media piece

Could vary from the product appearing at some point in the production
to it playing a major role
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Splinter Cell bybisoft

Indirect Marketing

Program Network
The Biggest Loser MBC
American [dol FOX
The Apprentice NBC
Deal or No Deal MNBC
Extreme Makeover Home Edition ABC
Big Brother 9 CBS
CW Now CW

Pussycat Dolls Presant cw

America’s Mext Top Model Cw

One Tree Hill CW
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"American ldol” judaes Randy Jackson, Paula Abdul and Simon Cowell, with Coke glasses Fox

Metwork shows with the most product placements in the first quarter of 2008

MNumbar of occurrences
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Product Placements on
Websites

Product placements are also a possibility for websites and digital media
productions

Therevenue from a product placement depends upon the number of
viewers and how long it is shown

The low end is around $20,000 and it could go to well over $1 million for
a major movie or production
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Suggested Reading

http://www.nytimes.com/2010/06/13/weekinreview/13goodman.html
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Ehe New Nork T . .
ACEI R S Week in Reviev

WORLD | U.S. N.Y./REGION BUSINESS TECHNOLOGY SCIENCE HEALTH S

Now in Blogs, Product Placement

By J. DAVID GOODMAN
Published: June 12, 2010

Welcome to quid pro post. RECOMMEND
¥ TWITTER
When a marketer
K M vinkeDiv
representing
Absolut Vodka first = ey 105
offered to sponsor S eriNT I
her annual blog [
festival, Louise
L
Crawford guessed sraRe b
how the other bloggers might react. [

“Some of them are going to call me a
sellout,” Ms. Crawford remembered
thinking. Nevertheless, Ms. Crawford,
who writes Only the Blog Knows
Brooklyn, accepted the deal, and the
festival promoted a “Brooklyn” vodka.
Spike Lee, the filmmaker, also spoke at
Brooklvn Blogfest 2010, since he, too,
Related was a sponsor. Absolut also offered
gifts, including a bottle of the new
Approval by a Blogger May .. .
Please a Sponsor (July 13, 2009) vodka and a small digital video camera,

to bloggers in exchange for eoverage.
Nine accepted the vodka and eight got cameras, said an Absolut



http://www.nytimes.com/2010/06/13/weekinreview/13goodman.html

Advantages of Product
Placement

Viewers can skip over advertisements, or they can leave the room while
they are on, no guarantee that they will be viewed

On the other hand placements are part of the action, the viewer has to
gl GOK UKSY 02 F2tt20 UKS aKzgz |d
even viewing them
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Viral Marketing

In this case people pass the advertisement, like a virus, from one person
to another usually unaware that its an advertisement

For example, many free email systems include an advertisement for
themselves in every email sent through them, tRloneand
Blackberry also do this by default
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Viral Marketing

Viral marketing is based on social networking, people who are happy
with a product will tell their friends

Try to find the alpha consumers that are more likely to spread the
message to a large number of friends

Messages could take the form of emails, videos, games, websites, etc

CSCI 1200 COMPUTERS & MEDIA, JAREK SZLICHTA 57



Viral Marketing

LiQa y2i0 Of SIN K2g ©6S 0O2dd R 02y @S
revenue for our productions

Producing the media for a viral marketing campaign could be a source
of revenue

Possibly mentioning it in a media piece like a product placement might
be another revenue source
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Subscription Model

A popular business model for some Internet media is subscription

The user pays a monthly or yearly fee for access to the website or
content

Some newspapers use this model where they provide access to basically
all of the editorial content of their daily papers on a website

Most of the print advertising is usually not present, but there is typically
some online advertising
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Subscription Model

This approach has also been used by some video and music websites

For a monthly fee you can view anything on the website, this may
Include downloads, there may also be maximums

Subscriptions allow websites to offer multiple levels of content

Example: most newspaper sites provide headlines for free, but you need
to pay to get the full story

CSCI 1200 COMPUTERS & MEDIA, JAREK SZLICHTA (6]0)



Advantage of Subscriptions

Most important with subscription you know what your cash flow is, and
you usually have it in hand at the start of the subscription period

You can now produce the product based on the available revenue, and
make sure that you have a reasonable profit

CKAA AayQi LIaaArotsS gAOGK NBOGFALZ
been produced, have to be able to predict sales
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Advantage of Subscription

At the start may need to invest more than revenue to get the numbers
up to a reasonable level, but once you have reached steady state
budgeting is easy and predictable

In some ways this is the safest of the business models

With cash flow from subscriptions its easier to get bank loans, and at a
better rate, this can be hard to do with retail, since there is no cash flow
until the end
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Subscription + Advertising

Subscription can be combined with advertising to increase revenue,
particularly for popular sites

Also have the ability to offer multiple levels of service, better suit the
product to what people are willing to pay

¢KS YIAY LINRPofSYa gA0K GKA& Y2RSH
of media and you need enough subscribers to pay for the basic service
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Service Software

A model related to subscription is service

This is when a fee is paid whenever a service is performed

A good example of this is Amazon, a leader in the online retail business

Amazon has some of the best software for online retail, a small
company would never be able to develop similar software, it would be

far too expensive
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Service Software

Amazon, as a service will set up a retail site for other companies

This could be part of the Amazon site or it could be an independent site

The company pays Amazon for this service, usually as a percentage of
0KSANI alFfSa IyR 0KS& R2y Qi YySSR i

site

Amazon is already developing and maintaining the software for |tself SO
GKAa A& Fy SEGN}Y NBGSyYydzS aiNBI L
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Service Software

Google ads can be viewed in a similar way on multiple levels

Google is providing a service to the advertiser, and the sites carrying the
ads are providing a service to Google

Another good example of this is tax preparation websites

Most people use income tax software once a year, why bother buying
the software for one use, just use it on a website
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Service Software

For preparing one income tax return these websites are cheaper, so
they are attractive to some people

The service model works best when you already have the expertise or
product and can sell its use to others at a cost lower than they can
develop it themselves

Its a good business decision to use your service, saves money and
provides a superior product
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Bundling

¢tKAa Aa olaAirolffe | NBGOGFAT LINP Rz
retail chain

Instead you sell it to another company that sells it with their retall
product

Example: a mobile game company develops several games that Nokia
then includes with all of its phones

Sometimes PC games will be bundled with graphics cards or game
controllers near the end of their retail life
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Bundling

For a pure bundle model it completely avoids the retail chain

The product is sold once and you can go on to the next project

This could take the form of a cash up front sale, where the bundler gets
the rights to the product, or it could be on a royalty basis where you
receive some fraction of the retail sales
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Bundling

The main advantage of this approach is you can minimize the sales and
support part of the business and concentrate on producing the product

This makes bundling very attractive to small companies, its one less
person that you need to hire

For PC game companies its a way of unloading unsold product, get some
money out of a game that is no longer selling
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Summary

Advertising

Sponsorship
Viral Marketing
Product Placement

Software Service

Bundling
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Marcel the Shell

http://www.youtube.com/watch?v=VF$EbgDvU



http://www.youtube.com/watch?v=VF9-sEbqDvU

Digital Media
Production




Introduction

Start by looking at the production process, basically the same for all
media

This will give us our vocabulary and a general overview of how media is
produced

Then examine how various forms of digital media are produced and the
Impact of digital media on more traditional media
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Production Process

The production process for all media forms can be divided into three
stages:
Pre-productiong planning, budgeting, finances, etc

Productiong the production of the raw media, filming, photography,
animation, etc

Postproduction¢ packaging the final product, fixing the mistakes made in
production

You will find these three stagesaii media projects
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Production Timelines

The length of the stages depends upon thpe of media

Preproductionis almost always long, it can be tluemgest pariof the
project

For traditional media, like film, production can be relatively sladt0
weeks out of a 3 year project

For gamesroduction is relatively longnd postproduction can be
quite short
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PreProduction

|deation: come up with the initialea for aproject

Need to find money make a proposal

The initial idea should be refined into a concise statement, the shorter the
better, but not more than a paragraph
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PreProduction

There are two important things to consider at this point:
The audience

The delivery channels

Both of these are important for budgeting and who you pitch the
project to
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The Audience

For mainstream media, the audience should be as wide as possible
Gt 26Said O02YY2Yy RSY2YAYIl (2 NE

In some cases we want to hit a particular demographic (appeal to
advertisers)

The size of the audience often determines the revenue, either from
advertising or ticket sales

Producers expected testimate their audience sidsefore they get
funding
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Distribution Channel

Several decades ago the distribution channel was easy to specify, a film
would be shown in a theatre and TV

This has all changed over the past decade, films make less money from
ticket sales than DVD sales

Some films going directly to DVD, this is not a sign of low quality
(sometimes it is), or to TV and skip the theatre
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CrossPlatform Marketing

There are other possible products, which can bring in a significant
revenue stream:

Toys, either movie or TV characters
Cross marketing deals, for example with fast food restaurants

Games, games based on films, and films based on games
Books based on films
Others?

Could make more from this than the film or TV show itself
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New Media Crosklarketing

Ring tones, based on popular song or film theme, this can be significant

YouTube videos

Media intended for a phone can be of significantly lower quality than
film or TV, could greatly reduce production costs

Computer games and animations can share digital assets, again reduces
production costs
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PreProduction Proposal
Document

The proposal is a short document that is used to obtain the initial funding

Typically around 10 pages, concise writing style

Should cover the following things:
ldea
Potential competition
Any marketing information
Projected revenues
Budget
Schedule
Production staff

Notice: no mention of script, actors, directors, etc.
this may help but is not necessary
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Sample?

New media and rapid prototyping allows you to make yown sample
without much money
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Sample?

New media and rapid prototyping allows you to make yown sample
without much money

Examples?
Sht my Dad Says

CSCI 1200 COMPUTERS & MEDIA, JAREK SZLICHTA 85




https://twitter.com/shitmydadsays
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Sources of Funding

The proposal is shopped around to various sources of funds:
Banks
Production funds
Production companies
Venture capital

Often need to combine several funding sources, funding may be
conditional on other partners, funding distributed over length of project
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Pitching Well

Many more proposals than funds, needdell your project

Must catch the readers (viewers?) imagination within the first page or
two

Securing the first round of funding may take months to years

Once the funding has been secured can stastiuction planning
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Production Planning

10 O0KA&a LRAYOD I aONALIL Ydzad oS o1

The script is then converted into a more detailed description of the
piece called atory board the director usually becomes involved at this

point

A story board looks like a comic strip, there is one image for each key
point in the piece, at least one per minute of finished product
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http://www.davidjnegron.com/imagelib/sitebuilder/misc/show_image.html?linkedwidth=actual&linkpath=http://www.davidjnegron.com/sitebuildercontent/sitebuilderpictures/movie-art-storyboard-raiders.jpg&target=_self&title=Movie Art, Storyboards: "Raiders"
http://www.davidjnegron.com/imagelib/sitebuilder/misc/show_image.html?linkedwidth=actual&linkpath=http://www.davidjnegron.com/sitebuildercontent/sitebuilderpictures/movie-art-storyboard-raiders.jpg&target=_self&title=Movie Art, Storyboards: "Raiders"
http://www.blakelyinteractive.net/
http://www.blakelyinteractive.net/

Storyboards

Story boards are usually quite rough, intended to guide the planning
and production process

The story board guides the following activities:
Character development
Site selection
Costumes and props
Sequencing, production is rarely in time order
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Asset Management

Key activity at this point, identifgnything that can be used more than
once

Thisis particularly important for series and animation, lots of
opportunity to reuse work

This can be an incredible cost and time saving, there is usually one
person on the production staff assigned to asset management

What sorts of things can be reused?
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Moving to Production

At this point it should be possible to put together
a detailed schedule for production

tasks assignments
detailed budget

Can now hand off to the production team, each member will get there
own set of instructions along with one master document (a
spreadsheet) containing the complete production plan
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Production

This is when the raw material for the piece is produced: filming,
recording, animation, programming, etc.

For a film there is typically only one or two production crews, some
work can occur in parallel

Very expensive to reshoot mistakes, so make sure you have everything
right the first time
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Dallies

At the end of each day, or first thing the next morning review everything
that was done that day

Called a daily, check to see if everything is correct while still on site with
the actors

For animation and games typically have many crews working in parallel,
reduce the time to completiog gather all the assets together in the
daily
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New Mediagc Games &
Animation

In this case want to produce as little material as possible, nothing
should be wasted
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Try toreuseas much as possible
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PostProduction

Assemblehe material that was produced in production to get the final
product

Canfix some of the production mistakes at this point
This is where thepecial effectare added to films

Can sometimes start the special effects in the production stage, but
must wait to postproduction to finish them
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Editing

For film the main activity here is editing

Select the film clips from production and put them together as a final
film

Typically over 100 hours of material and not shot in the final order

Editing can take months and is usually a close collaboration between
the editor and the director, sometimes production staff are also
iInvolved

CSCI 1200 COMPUTERS & MEDIA, JAREK SZLICHTA 98



Sound

Sound effects and music are added close to the end of the editing
process

Need to know the final timing of the scenes, when the sounds should
occur and how long they should be

Usually done at a mixing console in a small theatre while the film is
being shown

Hint: for best viewing sit in the middle of a theatre, this is where the
editors are when they are editing the final version of the film
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New Media Post Production

In the case of games, multimedia and websites the main-post
production activity igesting

Check that the piece works correctly in all situations

Test on avide range of computers and displagsensure that it will
look right for all viewers

Test on different types of network configurations, etc.

Intentionally try tocreate error situations
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What sorts of tests
would you do for a
new game”?



What sorts of tests
would you do for a
new e-commerce
website?



PostProduction Marketing

Plannindgfor the marketing campaign is often domepre-production
and some may occur in production

Sometimes special marketing clips will be done in production, called
trailers

As release comes close needjtnerate hypdor the production, need
to carefully plan so it peaks at release time
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PostProduction Marketing

Usually start with a website, this could be 6 months to a year ahead of
release

Build the website as release comes closer, add trailers for films, demos
for games

As release gets closer start print and TV advertisements

For films schedule actors for talk shows, plan opening nights, etc.

CSCI 1200 COMPUTERS & MEDIA, JAREK SZLICHTA 104




Social Media Marketing
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E:ELikE Comment * Share - about an hour ago - 14

Muppets
“There is only one Miss Piggy and she is meil” - Miss Piggy

wall Photos

Like * Comment * Share - ¢ 1,920 =) 109 [ 324 - about an hour ago + @

More stories w Edit options
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PostProduction: Distribution

Also need to consider distribution, how the piece will actually get to the
theatres and store shelves

Typically need to have a distribution company in each country or region

Also need to get theiece rated and possibly approved by censors

Need to have a lot of local knowledge for this, usually work with the
distribution company
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Marketing to Distributors:
Shows

Film festivals & shows are good for selling to distributors

There are about 8 or 10 major international film shows each year

Film showing is only the tip of the iceberg, most of the activity occurs
behind the scenes

Most film shows also have an exhibit floor where production companies
can show their latest films
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FilmShowalong with Festival

Each company has a booth with the posters for their films, some will
show trailers for their films

Postproduction and equipment companies also have booths

Show typically runs for 4 or 5 days
Usually make initial contact at show and then make deals off site
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Game Shows

There are also several major international shows for games

Typically open to the public for part of the time, other times reserved
for the industry
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Montreal International Game
Summit

http://vimeo.com/32271142




