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Plaintiff Electronic ArtsInc. (“EA” or “Plaintiff”), by and through its attorneys, brings
this Complaint against Defendant Zynga Inc. (“Zynga’ or “Defendant™) for injunctive relief and
damages under the laws of the United States. EA alleges asfollows:

NATURE OF THE ACTION

1 This action arises out of Zynga' s infringement of EA’s copyrightsin its online
game on Facebook, The Sms Social. The Sms Social isone of the latest gamesin EA’siconic,
world-renowned franchise, The Sms. In The Ville, Zynga s recently released game on Facebook,
Zynga has copied and misappropriated the original and distinctive expressive elements of The
Sms Social in violation of United States copyright laws.

2. Developed by the EA studio Maxis and originally released in 2000 for the personal
computer (“PC”), The Smsiswidely recognized as one of the most original and revolutionary
video games of all time. Unlike established video games at the time, which dictated a fixed game
progression (such as winning car races, killing enemies or scoring touchdowns), The Sms gave
players the ability to create and customize their own virtual persons, known as*“Sims,” including
their physical appearance, clothing, and personality traits. Players have the freedom to draw upon
the game’ s highly creative and original expressive el ementsto give life to the choices that they
make for their Sims. For example, players can build ahome for their Sims and furnish it with
decorative objects, furniture, and appliances. Players also must satisfy a Sim’s physical and
socia needsin order to keep them happy, such as eating, resting, interacting with other Sims and
even becoming romantically involved. All of thisis presented to the user though unique audio-
visual elements that create a highly distinctive game universe. The Smswas the first game of its
kind, and to thisday is regarded as one of the most creative video games ever devel oped.

3. With The Sms Social, EA’s Maxis studio brought the highly creative and original
universe and gameplay of The Sms to the Facebook platform, allowing usersto interact with their
Facebook friends as fellow Simsin the game. Upon itsrelease in August 2011, The Sms Social
became an instant hit on Facebook, rapidly gaining tens of millions of users. The Sms Social at
one point became the second most popular game on Facebook, surpassing Zynga' s flagship
product FarmVille.
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4, As The Sms Social increased in popularity and visibility, Zyngaturned to its well-

"1 then cross-

known competitive playbook: “ Steal someone else’s game. Change its name,
promote the Zynga clone to its extensive user base. It has been widely reported that much of
Zynga's current position in the online social gaming market is not the result of creative
development and innovation, but rather has been achieved through cloning rivals games.
5. Zynga's The Ville, released on June 26, 2012, is an unmistakable copy of EA’s The
Sms Social. Not only does The Ville blatantly mimic the entire framework and style of gameplay
in The Sms Social, but it so closely copies the original, creative expression and unique elements
of The Sms Social — i.e., the animation sequences, visua arrangements, characters’ motions and
actions, and other unique audio-visual elements — that the two games are nearly
indistinguishable. The Ville was not an attempt to innovate on a game concept — it was an
intentional effort to copy EA’s creative work.
6. The obvious replication of The Sms Social in The Ville has been immediately and
widely recognized. Asthird-party reviews of The Ville have stated,
o “[E]very trait that has made The Smsiconic has been rehashed by Zynga. Characters
in The Ville communicate via pictographs and a garbled language [asin The Smg].
Even their bodily gestures are eerily similar to what you find in The Sms.”?
e “[I]t looks shockingly similar to Electronic Arts The Sms Social, and frankly, at
times, it is hard to tell the two apart.”®
e “The Ville bears such a striking resemblance to The Smswe' d be surprised if the
average person could tell the difference between the two games.”*

e “[I]t was hard not to ignore [ The Ville' 5] glaring resemblances to one of the longest

running, most popular simulation games ever: The Sms, especially EA’s Sms Social

! http://www.sfweekly.com/2010-09-08/news/farmvillaing/.
2 http://www.gamezebo.com/games/ville/review.

3 http://alIthingsd.com/20120626/zynga-taking-on-eas-sims-social -with-its-next-game-cal led-the-
ville/.

* http://mashable.com/2012/06/26/zynga-the-vill /.
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for Facebook. In an areawhere Maxis and EA planted their flag firmly, wouldn't it be
hard to blatantly copy them? Apparently not.”>

7. To remedy Zynga s willful infringement, EA brings this suit for injunctive relief
and damages, and Zynga' s unjust profits, gains and advantages as a proximate result of its

infringement under the Copyright Act of 1976, as amended, 17 U.S.C. § 101 et seq.

THE PARTIES
8. EA isaDelaware corporation and hasiits principal place of business in Redwood
City, Cdlifornia.
9. Zyngais a Delaware corporation and hasiits principa place of businessin San

Francisco, California
JURISDICTION AND VENUE

10. EA brings this action pursuant to the Copyright Act, 17 U.S.C. 88 106 and 501.

11.  This Court has subject matter jurisdiction over this action pursuant to 28 U.S.C.
88 1331 and 1338(a).

12.  Venueisproper in this District because Zyngaresides in the District and is subject
to personal jurisdiction withinit, 28 U.S.C. § 1391.

INTRADISTRICT ASSIGNMENT

13.  Thisisan Intellectua Property Action to be assigned on adistrict-wide basis

pursuant to Civil Local Rule 3-2(c).
FACTUAL ALLEGATIONS

EA and Maxis Groundbreaking, Highly Successful Sims Franchise

14. EA isadeveloper, publisher, and distributor of video games. Founded and
incorporated in May 1982, EA was aleading pioneer of the early PC gamesindustry. Today, EA
isone of the largest video game developers and publishersin the world. It develops and
publishes games for several platforms, including video game consoles and PCs, and Internet

browser-based platforms such as Facebook.

® http://mashabl e.com/2012/07/02/zynga-games-similar-to-others/#view_as one page-
galery box6267.
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15. One of EA’s most successful and established video game franchisesis The Sms.
The Sms was developed by the EA studio Maxis and originally released for the PC in February
2000. Unlike established popular video games at the time, which involved traditional gameplay
themes such as fantasy, battles or science fiction and that dictated the role of the player within the
game, in The Sms players create virtual persons, known as*“Sims,” and develop and manage the
lives of their Simsin avirtual environment. Within The Sms universe, players are free to engage
in most any activity they desire, subject to their Sms' needs and wants.

16.  Thefollowing is animage of gameplay from The Sms:

Hll-

17. In recognition of its uniqueness, The Sms, upon its release, was heralded as a
groundbreaking, innovative game. It won numerous awards in the industry. GameSpot, a leading
website for game reviews, gave The Smsits “ Game of the Year” award for 2000, stating that the
“game simply defies categorization” and is “such aremarkable game” because “its central
conflict is essentialy lifeitself.”®

18. In The Sms, players are represented by Sims, which players create themselves.
Besides the traditional character creation choices such as physical appearance and clothing,

players have the freedom to draw upon the game' s highly creative, expressive audio-visua

elements to give life to the choices that they make for their Sims. For example, givingaSim a

® http://www.gamespot.com/gamespot/features/pc/bestof_2000/p5_02.html.
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“Grouchy” personality will make them argumentative in conversation, and choosing an “Active’
personality will cause a Sim to spend time on athletics, all of which is displayed to the user ina
unique and original manner.

19. Players have the option for their Sims to learn skills and follow career paths. For
example, players can choose to find a job, which alows Sims to earn Sms money, known as
“Simoleans.” Or, players can choose to learn to cook particular dishes, which helps satisfy the
Sims' hunger needs. The players choices dictate what skills and careers, if any, the Sims
develop.

20.  Theplayersfollow their Simswith an isometric, bird’ s-eye view of their
characters' livesinside their homes. Players can watch as they direct their Sims going about their
daily business, e.g., waking up, making the bed, washing up, watching television together,
listening and dancing to music, engaging in romantic endeavors, and more. The choices of
activities are numerous and differ from player to player based on the player’ s selections. Further,
players can purchase appliances, furniture, instruments, and other items, and expand their Sims’
homes, which means more room for more goods and more Sims.

21. Each Sim has a set of fluctuating needs. These needs include basic bodily needs,
such as hunger, energy, comfort, hygiene, and bladder needs, and players must act accordingly by
eating, resting, washing themselves, and relieving as necessary. Each Sim aso hasa*social”
need, which requires the Sim to interact with other Simsin the game. In interacting with other
Sims, players can choose from a series of actions that will either raise or lower relationship scores
between Sims, which in turn can result in unlocking more interaction options. Players can choose
friendly interactions, such as complimenting or dancing with a Sim, romantic interactions such as
flirting or cuddling with a Sim, or mean interactions, such asinsultingaSim. “Fun” alsoisa
need in The Sms; like real people, Sims need to enjoy themselves oncein awhile. Fun activities
include listening to or playing music, watching television, playing video games, playing with
pets, reading, or sitting down to agame of chess. The personality type of a Sim will determine
how much enjoyment they receive from certain activities, e.g., an introverted Sim may receive
more pleasure from reading than interacting with other Sims.
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22.  Simsdo not speak English to one another, but rather speak “ Simlish,” a garbled
language of made-up words, thus leaving the meaning of the language to the imagination of the
players. When Sims converse, sleep, or when their needs are unmet, thought bubbles appear
above their heads with a symbol representing what the Sims are talking or thinking aboui.

23. In the years since its release, The Sms continues to be recognized as one of the
most original, creative, and important video games of all time. Wired Magazine named The Sms
the most influential game of the decade, stating that the game has “had a profound influence on
videogames in adozen different ways,” was “revolutionary,” and “to a greater extent than
anything else released this decade, broadened the definition of what a game could be.””
Gamespot declared The Sms one of the “ Greatest Games of All Time,” noting that “[w]hile The
Smswas certainly revolutionary, it wasn't simply the revolution that makes it one of the greatest
games of all time. Likeall truly great games, it is the timeless and continually entertaining
gameplay that makes The Sims so worthwhile.”® Forbes Magazine declared The Sms one of the
“Most Revolutionary Videogames Of All Time.”® The website Gamasutra selected The Sms as
one of the top 12 games of the decade, declaring that “The Smsisimportant, and has left an
indelible mark on gaming.”*°

24.  Asof July 2012, The Sms franchise had sold more than 150 million copies
worldwide, making it one of the best-selling game franchises ever.** The franchiseincludes a

number of expansion packs and sequelsto The Sms, including The Sms 2, The Sms 3, The Sms

" http://www.wired.com/gamelife/2009/12/the-15-most-influential -games-of -the-decade/all/.
8 http://www.gamespot.com/features/the-greatest-games-of -al | -time-the-sims-6140577/.

® http://www.forbes.com/2009/12/07/video-games-wii-technol ogy-revol utionaries-09-
games dlide 12.html.

19 http://Avww.gamasutra.com/view/feature/4227/gamasutras_top_12_games of the .php. See
also “The 20 most important games of the decade,” http://www.gamesradar.com/the-20-most-
important-games-of -the-decade-text-edition/?page=4 (#4 on the list and declaring The Sms a
“revolution”); “Favorite Video Game of the Decade,” http://www.geeksugar.com/Sims-Wins-
Favorite-Video-Game-Decade-GeekSugar-6782319 (awarding The Sms the favorite video game
of the decade award).

™ http://gamesandimpact.org/the-smg/.
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Sories, MySms, The Sms Online, The Sms Medieval, The Sms Carnival, The Sms Freeplay

(playable on smartphones and the iPad), and The Sms Social for Facebook. The original The

Sims alone has sold more than 16 million copies, making it the best-selling PC game in history.*
EA’sThe Sims Social

25. OnAugust 9, 2011, EA’s Maxis studio brought the highly creative universe of The
Sms to Facebook for the first time by releasing The Sms Social. Continuing The Sms tradition,
in The Sms Social users create customized Sims with their own unique appearance, personalities,
and traits, fulfill their Sims’ hunger, hygiene, bladder, sleep, social and fun needs/motives, and
earn Simoleons and other forms of currency. Likewise, players can create their own homes and
purchase various items to decorate their homes, develop various skills (such as cooking or music),

aspireto a career, obtain traits, and craft specia potions that can provide benefits to their Sims.

26.  Below isanimage of gameplay from The Sms Social:
s HOo® HOw FH3 O

(7o

27.  Just aswasthe casein The Sms, in The Sms Social players can interact with other
Simsin the game, speaking “Simlish” with thought bubbles. What is different in The Sms Social
isthat the characters with whom players interact include their Facebook friends who are also

playing the game. Players can add their Facebook friends as neighbors and visit their housesin

12 http://ww.tomshardware.com/pi cturestory/587-best-sel ling-game-list.html.
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The Sms Social, and Sims can become friends, romantic partners, or rivals. Players aso can send
and receive gifts from their friends to finish certain quests or obtain objects, and may need to send
help requests to friends to complete certain tasks. Users can earn virtual Sims currency through
gameplay, and they can use that virtual money to buy virtual goods within The Sms Social.
Players also can use real world currency to buy virtual energy and goods.

28. EA announced the upcoming launch of The Sms Social in early June 2011. There
was widespread anticipation and excitement for the arrival of the Sms franchise on Facebook.

29.  Whenit launched in August 2011, The Sms Social became an instant hit on
Facebook. The game added over 16 million usersin itsfirst three weeks, and has accumulated
over 30 million players since its release, becoming one of the fastest growing Facebook games of
al time® The Sms Social at one point surpassed Zynga's Farmville to become the second most-
popular game on Facebook.* According to areport by the video gaming website Raptr, The Sms
Social gained users at the expense of Zynga games. The report concluded that The Sms Social’s
growth had resulted in a 10%-25% decrease in playtime of Zynga' s top games, including
FarmVille and Empires and Allies.™®

30. The Sms Social has received a number of awards, including the Social Networking
Game of the Y ear award at the 15th annual Interactive Achievement Awards,'® and the 2011 Best
Browser Game award at the Gamescom trade fair awards show.’

31l. Therearealarge number of online social games on Facebook. Of those games,

many fall within genres or categories of games. For example, there are now avariety of bubble

13 http://alIfacebook.com/sims-social-is-facebooks-fastest-growing-application_b56278;
http://allfacebook.com/facebook-fastest-growing_b60343; http://www.edge-
online.com/news/sims-social-passes-30-million-users.

14 http://l atimeshl ogs. | ati mes.com/entertainmentnewsbuzz/2011/09/sims-soci al - surpasses-
farmville-as-second-largest-facebook-game.html.

1> http://www.gamezebo.com/news/2011/10/13/sims-social-stealing-pl ayers-zynga-other-sims-
games; http://blog.raptr.com/wp-content/upl oads/2011/10/Raptr-Report-The-Sims-Social . pdf.

18 http://www.interactive.org/images/press_release/l AA-2012-Winners-FINAL.pdf.

7 http://www.insi desoci al games.com/2011/08/22/gamescom-201.1-roundup-social -mobile-
highlights/.
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shooter games, farming games, mafia RPG games, restaurant management games, and match-3
games. At thetime The Sms Social launched in August 2011, EA isinformed and believes and
therefore alleges that there were no other virtual person simulation games in which players
customized characters could directly interact with their friends on Facebook.

EA’'sU.S. Copyrightsin The Sims Franchise

32. EA owns the copyrights to the series of games in The Sms franchise developed by
EA’s Maxis studio, including The Sms Social. EA’s copyright registration certificates for a
representative cross-section of games within The Sms franchise — The Sms, The Sms 2, The

Sms 3, MySms, The Sms Online, and The Sms Social — are attached hereto as Exhibit A.

Zyndga lsWidely Reported To Have Achieved Much Of Its SuccessIn The Gaming M ar ket
Through Cloning Competitors Games.

33. EA believes and therefore alleges that Zynga did not achieve its successin online
social gaming through creative game design and innovation. To the contrary, it iswidely
reported, and EA believes and therefore alleges, that Zynga explicitly discourages innovation in
game design and instead watches successful games, plays and analyzes those games, and then
creates its own games that closely follow the games of its competitors. Zynga's practice iswell
recognized,'® and demonstrates that the substantial similarity between The Sms Social and The
Ville is not mere coincidence, but isthe result of willful, intentional conduct that lies at the heart
of Zynga's business model.

34.  Zyngd s practice was prevaent in the company’s earliest days.

35. For instance, Mafia Wars was one of Zynga'sfirst games, released in August
2008. EA isinformed and believes and therefore aleges that Mafia Wars closely resembled
Psycho Monkey’ s Mob Wars game, which was released in February 2008.

36. In 2009, Mob Wars developer Psycho Monkey sued Zynga for copying its Mob
Wars game. EA believes and therefore alleges that Zynga settled the copyright infringement
litigation filed by Psycho Monkey.

18 http://bl og.games.com/2012/01/26/zynga-copycat-history/ (blog summarizing various Zynga
games that emulated earlier games by competitors).
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37.  Then, Zyngabuilt and released FarmVille. EA isinformed and believes and
therefore alleges that FarmVille closely followed Slashkey’s FarmTown, Social Apps’ myFarm,
and various other farming games from China.

38.  After itslaunch, the gaming press described FarmVille as a copy of FarmTown,
among others.™

39.  Thefollowing isagraphic comparison of Farmville and FarmTown in 2009 as

published by Inside Social Games.

Slashkey’s Farmtown in 2009 Zynga's FarmVillein 2009

1s2200ssf B

40. In 2011, Social Apps sued FarmVille for copyright infringement, alleging that

Zynga copied myFarm.

41.  Zynga's practice of copying competitor games continued. In October 2009, Zynga
released Café World, which closely resembled Playfish’s Restaurant City, and in November 20009,
Zyngareleased FishVille, which closely resembled Crowdstar’ s Happy Aquarium. The next
month, Zynga followed with PetVille, which was a clone of Playfish’s Pet Society.

42.  With each of its early games that closely followed predecessor games, Zynga's
user base grew. It continued to cross-promote each new game to that larger and larger group of
users.

43. In 2010, SF Weekly magazine did an article profiling Zynga. Thetitle of that

9 http://allfacebook.com/zynga-farmville_b6260 (describing Farmville as “almost an exact
duplicate” of FarmTown).

2 http://www.insidesocial games.com/2009/07/15/with-farmville-zynga-j oi ns-the-facebook-
farming-fray/.
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articlewas “FarmVillains’ and it bore the headline describing Zynga' s strategy: “ Steal someone
else’'sgame. Changeits name. Make millions. Repeat.”*

44, In the article, aformer Zynga employee recounted that, at a meeting with Zynga's
CEO Mark Pincus, Pincus proclaimed “I don’t f[***]ing want innovation. . . . You're not smarter
than your competitor. Just copy what they do and do it until you get their numbers.” %

45.  Similarly, Business Insider published an article in January 2010 with the title
“Zynga s Secret to Success. Steal Great Ideas.” The article stated that the approach Zynga * has
taken to becoming so successful” isto “[c]opy a competitor’ s product, then crush the competitor.”
The article contains a slide show with side-by-side comparisons of Zynga' s most popular games
and the similar-looking games that preceded Zynga' s games.®

46. It has been alleged by others that Zynga's practice of copying competitors
successful games continues to this day, and EA believes and therefore alleges that this has
happened with The Ville.

47. In 2012, a small developer named Nimblebit publicly accused Zynga s Dream
Heights game of copying Nimblebit's Tiny Tower game,® and developer Buffalo Studios has
alleged that Zynga Bingo is a copy of Buffalo Studios' game Bingo Blitz® The following are

comparisons of Nimblebit's Tiny Tower and Zynga' s Dream Heights, and Buffalo Studios' Bingo

Blitz and Zynga' s Zynga Bingo.

2! http://www.sfweekly.com/2010-09-08/news/farmvillaing/.
21d.
23 http://www.businessinsider.com/how-zyngaris-j ust-like-microsoft-2010-1.

2% http://mashabl e.com/2012/07/02/zynga-games-similar-to-others/#view_as one page-
galery box6267.

% http://venturebeat.com/2012/01/29/buffal o-studios-bl asts-zynga-for-copying-bingo-blitz-social -
game/.
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Nimblebit’s Tiny Tower Zynga's Dream Heights
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48. A recent article on the website Mashable noted in documenting Zynga' s history of
copying competitors games, “one company seems to perpetuate more unoriginal games than the
rest: Zynga. . . . Zynga s entire history has been rife with accusations of copying previous game
ideas.”°

49.  Zynga's CEO Mark Pincus stated in a 2012 interview with the VentureBeat

% http://mashable.com/2012/07/02/zynga-games-similar-to-others/#view_as_one_page-
galery box6267.

-12- COMPLAINT




© 00 ~N o o b~ w N P

N NN NN NN NDN R P R R R R R R R
® N o R W N B O © N o UM W N B O

website in response to allegations that Zynga was copying Bingo Blitz “I don’t think anyone
should be surprised when they see us come out with games that they’ ve seen before, a decade or
more ago. | don’t think there are alot of totally new games that are invented.”*

50. But in fact, The Smswas a “totally new game” that was invented by EA’s Maxis
studio and which contains highly creative and original expressive elements. Moreover, The Sms
has spawned a franchise that has stood out as unique and innovative for more than 20 years, up
through and including The Sms Social.

51 Then, in The Sms Social, EA trandated the innovative, origina expressive
elements of The Sms to the Facebook platform to create a new and original online social game
for which EA owns the copyright.

52. TheVilleisjust thelatest in thislong history of Zynga watching successful games,

copying them, and then promoting them to Zynga' s user base.

Zynga Had Access To Both Confidential and Public I nfor mation Regarding The Sims Social

53.  With The Ville, however, Zynga went one step further, by targeting and hiring
away anumber of high level executives from EA who had accessto highly sensitive, internal EA
information about the development of The Sms Social.

54. In the Spring and Summer of 2011, when The Sms Social wasin its final stages of
development and EA was preparing its rollout, Zynga hired EA’s Chief Operating Officer John
Schappert to become Zynga' s Chief Operating Officer. Mr. Schappert was a 15-year veteran of
EA. Mr. Schappert was then the most senior executive responsible for EA’s online social gaming
business. The online social gaming business divisions reported directly to Mr. Schappert, and he
was directly responsible for designing and implementing EA’s competitive strategies in this
market. Assuch, Mr. Schappert had detailed, internal strategic plans and devel opment
information related to EA’ s effort to bring The Sms franchise to Facebook with The Sms Social.

55.  After hiring Mr. Schappert, after learning about the anticipated launch of The Sms
Social, and only weeks before The Sms Social actually launched, Zynga hired Jeff Karp, an 11-

%" http://venturebeat.com/2012/01/31/zynga-mark-pincus-copycat-interview/.
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year EA veteran who headed EA’s casual games division (“EA Play”). Inthisrole, Mr. Karp was
the leader of the division responsible for The Sms franchise. Mr. Karp had access to detailed
information about Maxis' development of that game, including information about design
decisions during the development process.

56.  Then, inearly 2012, Zynga hired Barry Cottle, who was then EA’s Senior Vice
President in charge of the EA Interactive division responsible for social, mobile, and online
games at EA. Mr. Cottle was then the senior executive directly responsible for EA’s social game
development and publishing business (i.e., games on Facebook), and thus was the person at EA
most responsible for competing with Zyngain that space. Inthisrole, Mr. Cottle had accessto
detailed information about the strategy, design, and development for The Sms Social.

57. Thus, by early 2012, Zynga had targeted and hired away three of EA’stop
executives who had access to the most sensitive design, development, and strategic information
about The Sms Social.

58. EA isfurther informed and believes that Zynga accessed the released version of
The Sms Social, which was widely disseminated on the Facebook platform.

Zynga's The Ville Copies The Protectable Original Expression of The Sims Social

59.  OnJune 26, 2012, Zynga released The Ville for Facebook.?® The Ville copies the
original, creative expression and distinctive audio-visual elements of The Sms Social, i.e., the
game’ s animation sequences, visual arrangements, characters' motions and actions, and other
unique audio-visual elements.

60. Asaresult of Zynga's extensive copying, The Ville and The Sms Social are
substantially similar in their total concept and feel. Every key element that has made The Sms
series, and The Sms Social, so original and unique has been replicated by Zyngain The Ville.

61. Thesimilaritiesare not hard to miss. Indeed, reviews of The Ville almost
uniformly and immediately commented on how the gameis a clone of The Sms Social. For

example, the Kotaku gaming website noted, The Ville

28 Zynga also announced future plans to launch the game on its own website, Zynga.com.
http://www.joystiq.com/2012/06/26/the-vill e-is-latest-from-zynga-spiritual -successor-to-yoville/.
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crib[s] heavily from EA’s hugely popular The Sms Social. . . . The setup of The
Villeis essentialy identical to The Sms Social. You'll make a character, to
whom you can assign any of a number of physical traits. Y ou can also customize
his or her clothing, and then immediately begin building a“dream home” in
which to spend time. This character istied to your Facebook account, and so is
also connected to any of your Facebook friends who play The Ville. . . .

Where The Ville most resembles The Sms Social isin the interpersonal
relationships you can build up with your Facebook friends. Y ou can invite your
neighbors over to your house at any time, and by doing activities with them, you'll
build up your relationship.?®

Similarly, the gaming website Gamezebo stated that

It's hard to play The Ville without feeling some wholesale dgjavu. . . . [E]very
trait that has made The Smsiconic has been rehashed by Zynga. Characters
in The Ville communicate via pictographs and a garbled language. Even their
bodily gestures are eerily similar to what you find in The Sms.*

62.  Thewebsite All Things Digital noted in reviewing The Ville that “it looks
shockingly similar to Electronic Arts The Sms Social, and frankly, at times, it ishard to tell the
two apart.”*" The website Mashable likewise commented that “at first glance, The Ville bears
such a striking resemblance to The Smswe' d be surprised if the average person could tell the
difference between the two games.”* Mashable further commented that “it was hard not to ignore
the [Vill€ ] glaring resemblances to one of the longest running, most popular simulation games
ever: The Sms, especially EA’s Sms Social for Facebook. In an areawhere Maxis and EA
planted their flag firmly, wouldn’t it be hard to blatantly copy them? Apparently not.”

63.  Thesimilarities between The Sms Social and The Ville are widespread and
pervasive. The comparisons provided below are arepresentative list of these similarities. The

expressive audio-visual game elements of The Sms Social that Zynga has copied are highly

original and cresative, are not “stock” or “standard” within the social gaming genre, and are not

2 http://kotaku.com/5921307/zyngas-new-take-on-the-sims-launches-tomorrow-on-facebook.
% http://www.gamezebo.com/games/ville/review.

3 http://allthingsd.com/20120626/zynga-taking-on-eas-sims-soci al-with-its-next-game-called-
the-ville/.

% http://mashable.com/2012/06/26/zynga-the-vill /.

33 http://mashable.com/2012/07/02/zynga-games-simil ar-to-others/#view_as one page-
galery box6267.
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required by any concept or idea underlying the game. Zynga could have designed The Villein
innumerabl e different ways without copying EA’ s original, protectable expression.
Character Creator

64.  When playing The Sms Social and The Ville, the player creates a character to
“live” within the world that they create for the game. In both games, the player has the
opportunity to customize his or her character’s appearance. The player may select the character’s
gender, hairstyle, skin tone, clothing, etc. The customized appearance of playersin the two
gamesisillustrated in images throughout this Complaint. This aspect of customizing a player’s
appearance is common in social games.

65. Even without taking into account this common attribute, there is substantial
similarity between the character creator for The Sms Social and The Ville.

66.  The Villereplicates various unique expressive elements of The Sms Social’s
character creator.

67. For instance, The Ville copies six of the nine personality typesin The Sms Social,
with names dlightly changed. Below are images from each game of personality types that may be

selected, lined up to demonstrate their ssimilarity.

The Sims Social personality types

The Ville personality types

Jock Artist Charmer Partier Mogul Scoundrel

8e@PUS =

68. Notably, the personality typesin the original Sms were entirely different than

those used in The Sms Social and copied in The Ville—they were neatness, outgoingness,

activeness, playfulness, and niceness. In other words, nothing about the context of a person
-16- COMPLAINT




© 00 N oo 0o A~ w N P

N NN NN NN NDN R P R R R R R R R
® N o R W N B O © N o UM W N B O

simulation game required these specific personalities present in The Sms Social and The Ville.
69. Beyond simply copying the personality types, The Ville goes further by copying

the distinctive animation in The Sms Social associated with the respective personality. This

copying is further demonstrated in the video included on the DV D attached hereto as Exhibit B.
70.  For instance, in the animation associated with selecting the “Villain” / *“ Scoundrel”

personalities, the charactersin both games are seen doing the same evil-scheming gesture.
The Sims Social (Villain) The Ville (Scoundrel)

71. In the animation associated with selecting the “Creative” / “Artist” personalities,

the characters in both games are seen writing on a notepad.
The Sims Social (Creative) The Ville (Artist)
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72.

In the animation associated with selecting the “ Socialite” / “ Partier” personalities,

the characters in both games are holding a glass of champagne.

73.

The Sims Social (Socialite)

The Ville (Partier)

In the animation associated with selecting the “Tycoon” / “Mogul” personalities,

the characters in both games are seen holding money.

The Sims Social (Tycoon)

The Ville (Mogul)
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74.

The character creators of both games not only have a similar look and feel to them,

with a blue background, character rotation arrows, and green exit/play buttons, but The Ville even

copies the exact same 8 skin tone options from The Sms Social.

Vanderbilt

Skin Color

The Sims Social TheVille

Create Your Character

¥

Your body |5 a temple. and that temple has some
awesome abs,

Galn Happiness from physical activities like
Page 1 of 1 dwork

" '4#:. PUAY,NOWIT

£

The Sims Social Skin Tones The Ville Skin Tones
Skin Color skin Color
S NS N NS
IO OOIOIC
75.  The skin tonesin both games have a corresponding RGB (red-green-blue) value,

which is represented visually and numerically. RGB values range from O to 255, resulting in

more than 16 million different color combinations. As demonstrated in the chart below, The Ville

uses the same precise RGB values for its skin tones as does The Sms Social. Thereisan

infinitessimally small chance that the use of the same RGB values for skin tonein The Ville as The

Sms Social is mere coincidence.

00 @0 0o e @@

R 248 37 12 26 i 178 153
G = 214 199 152 167 137 108 82
B us 194 174 170 130 37 70 51
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76.  When auser customizes a character in both The Sms Social and The Ville, the user
can select different outfits for the character to wear. Thisis common in many online social games
where players can customize their character or avatar. Players choices of different outfits are
depicted in images throughout this Complaint. In The Sms Social, however, EA categorized the
different clothing optionsinto five categories: Formal, Casual, Sleepwear, Swimwear and Sport.
These categories are not typical of online social games, and are in no way required by the concept
or idea of the underlying game. The Ville copied these five categories, with some minor name
changes (e.g., “active’ instead of “sport”).

The Sims Social The Ville

Homes
77.  Asisthe case with The Sms, in both The Sms Social and The Ville players have
an isometric perspective over their characters homes.
78.  When aplayer begins playing both The Sms Social and The Ville, the player is
given a“starter” home. Thelook and feel of the starter homes in both gamesis remarkably
similar, as demonstrated by the following images. Both homes have two rooms of similar sizes,

with asingle white bathroom, a small kitchen with basic white appliances, a desk and a computer.
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79.  Thebasic dimensions of the home in the two games are also similar. The Ville, for
instance, copies the exact height of awall (in proportion to the floor) of ahomein The Sms
Social. The following image shows a comparison of different wall heights used in other games,
including other Zynga games, as compared to the identical wall height in The Sms Social
(displayed as“TSS") and The Ville.
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80.

SR SRR

NN

Y
Y

" g

NIGHT CLUB CITY TSS RESTAURANT CITY  CAFE WORLD
THE VILLE

Just as a player in both games may customize his or her character, the player may

also customize his or her home.

81.

The player can decorate the starter home with different wallpaper, carpet, and

furniture. The similarity of the homes a player creates in the two games will depend on the

player’s choices, but there are choicesin each game that alow a player to create nearly identical

homes.

82.

Here are images demonstrating how player customization choices in the two

games can lead to nearly identical homes and charactersin each game.

The Sims Social TheVille

83.

Among the decorative elements that are a choicein The Sms Social and The Ville,

it is apparent that Zynga used the EA art as areference point. For example, the refrigerator

shown above in The Ville starter house so closely resembles the refrigerator shown above in The

~22- COMPLAINT




© 00 ~N o o b~ w N P

N NN NN NN NDN R P R R R R R R R
® N o R W N B O © N o UM W N B O

Sms Social starter house that they align amost perfectly with one another when overlapped.

Y

UL

84. Similarly, Zynga s cloning of The Sms Social is so pervasive that unique, fanciful
objectsin The Sms Social that players can purchase for their characters homes are also available
in The Ville. For instance, in both games players can purchase for their characters near-identical
green yoga mats with white tree designs on the mat.

The Sims Social TheVille

imi i Shanti Yoga Eli
Simiyoga Soft-Landing Mat anti Yoga Elite

@__- +2750

N (&) s0)

85.  The Ville dso copies how the player’s homeis displayed. The Sms Social has a
unigue feature whereby the player can take the walls of their home down. In both games, the
player accesses this “walls down” feature by clicking on an icon with aflattened square. The
player can put the walls back up in both games by clicking on athicker square. Using these

icons, the player can toggle between having all the walls of ahome down, or showing the walls.

Here are the selection toolbars for both modes in each game.
The Sims Social The Ville

ir=_|

86. In the “walls down” mode in The Sms Social, windows and doors free float
around the house. The Ville copies the “walls done” mode almost identically, replicating the

unique and original look of the free-floating windows and doors.
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The Sims Social (“Walls Down” Mode)

The Ville (“Walls Down” Mode)

N 2010 |E & [+ & s

87.  Zyngaalso copied The Sms Social’ s use of home value.

88.  When playersin The Sms Social purchase new items or appliances for their homes
or expand their homes, this can increase the home' s value. The value metric in The Sms Social is
a house that resembles an upward arrow. As shown below, The Ville closely emulates the ook

and use of this distinctive metric.
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The Sims Social Home Value Metric The Ville Home Value Metric
When New TV Purchased When New TV Purchased

89.  Zyngaalso copies the manner in which the home value metric aggregates home

value and is displayed to the user.
The Sims Social - TheVille

sz

Character Bodily Needs
90. Asin The Sms, in The Sms Social players must satisfy their character’s bodily
needs, including hygiene, bladder, sleep, and hunger needs. In The Ville, characters not only have
these same bodily needs, but Zynga has closely replicated how those needs are both visually
expressed and addressed.
91.  For example, in The Sms Social, if a Sim needs to take a shower, green clouds
appear around the Sim indicating afoul smell and a shower faucet appears in a thought bubble

above the Sim’shead. The Ville copies these unique images ailmost identically.
The Sims Social Shower Need The Ville Shower Need
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92. The Ville also copies the original and unique animation sequence associated with
showering in The Sms Social. In both games, when the player decidesto let the character take a
shower, the player clicks on the shower stall, prompting nearly identical animation sequences
depicting the character taking a shower — the character walks to the shower located in a corner,
takes his or her clothes off with afanciful spin or poof revealing the character in some
undergarments, gets into the shower, the shower curtain or door closes, and steam rises to the top.
The showering sequence is depicted in the following images, and the showering animation is also

included on the DV D attached hereto as Exhibit B.

The Sims Social Showering Sequence

< _
e T g T3

The Ville Showering Sequence

Iy N

A
-

.'l;"". : By d | .

L. TR

¢ : "
93.  The Ville further copies the unique sleep animation sequence of The Sms Social —
when a Simistired and needs to sleep, ZZZs will appear above the Sim’s head, and the player
can direct the Sim to a bed by clicking on the bed, where he or she will take off his or her clothes
(again revealing undergarments) and go to sleep. This sequenceisreplicated amost identically in
The Ville. The sleep sequence in the two gamesis depicted in the following and the sleep
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animation sequences are also included in avideo on the DVD attached hereto as Exhibit B.
The Sims Social Sleep Sequence

SR =_ = W |
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94.  Similarly, in both games when the characters feel the need to use the toilet, they
make similar uncomfortable pigeon-toed stances, with thought bubbles indicating the need to use
the toilet. 1n both games, the player then clicks on the toilet and the character dashesto relieve
him or herself.

The Sims Social The Ville
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95.

Another need in both gamesis hunger. That need is expressed similarly in both

games with thought bubbles regarding food and eating when a character is hungry.

96.

The Sims Social TheVille

Character Interaction and Socialization

The Ville closely emulates the unique visual manner and style in which characters

in The Sms Social socialize with one another. 1n both games, when a player decides to socialize

with another character, there are several options. The player can click on another character who

isalready visiting his or her home and select from amenu of socializing options. Alternatively,

the player can “visit” another player’ s home through the leaderboard on the bottom of the page.

Visiting other players within social gamesis very common. However, in The Sms Social, a

player can aso “invite over” another character through the leaderboard and that character then

appears in the player’s house to socialize. Thisisdepicted below. EA isinformed and believes

and therefore aleges that The Sms Social was unique in its use of thisinvitation vehicle for

character interaction and engagement. The Ville copied this aspect of The Sms Social and also

allowsthe player to invite other characters over through the leaderboard.
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The Sims Social

Edelite Jennifer

97. In both games, when a player clicks on another character to interact with that
character, aplayer can select from various modes of interaction, a unique feature in The Sms
Social. The player can, for example, choose to engage in friendly social interactions or romantic
social interactions. In both games, the romantic interactions are separated from the friendly
interactions by heart markings, and the interactive options vary depending on the level of
relationship developed with that character. For example, in developing a romantic relationship,

early interaction options include choices like flirting.

The Sims Social TheVille

Chugging
Contest ]

Talk'Fashion St R
: Z S

After aplayer’s character flirts with another player, in both games, the player earns

points towards that relationship. The points are expressed in a horizontal relationship meter at the
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top of the screen that gradually fills up with more and more points from each interaction with that

specific player.
The Sims Social TheVille

© &)

Ultimately, in both games, once a player accumulates a certain number of points
for a particular relationship, the player receives a notification that a notice may be sent to the
other player requesting a changed relationship status, which will unlock new and different
interactions. The following are examples of similar notifications to players of the potential

change in relationship status.

The Ville

x

Casually Dating Request

Level up your relationship to
unlock new actions!

You can now ask the other Sim to agree to this new
status. Each relationship status gives you access to
unique interactions at your friends house.

SendtoMeIinda

Carolyn L. Jonathan

Until a player has developed a more serious romantic relationship with another
player, certain interactive options are not available. For example, in both games, a player cannot
kiss or snuggle/cuddle another player until they have engaged in a certain amount of prior

interaction. Below are images of the similar snuggle/cuddle options in both games:
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The Sims Social “ Cuddl [ ng”

TheVille*® Snuggling”

Sit and Talk '
@ amon ’

And when aromantic relationship comes to an end, in both games players have the
option to “break up” with another player, as depicted by the similar images below:
The Sims Social TheVille

WBreakinglup!l 0
Break Up

Are you sure about this?

T

.Iust be frlends -W

| i the other Sim 25, the Sims The Sims will become Ex-Lovers!
will become Just Friends’

98.  When socializing, characters in both games also engage in conversation or
interaction with each other, animating in asimilar style and showing speech and/or thought

balloons above them. And as demonstrated in the video of this animation, included on the DVD
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attached as Exhibit B, in The Ville the player hears a garbled language for its characters,
remarkably similar to Simlish in The Sms Social.

The Sims Social The Ville

99.  Inboth The Sms Social and The Ville, charactersin the game also will interact
with one another on their own without the player’ s direction. During these interactions, they
again “talk” with pictograph bubbles, animate in substantially similar ways, and speak in nearly
identical gibberish languages.

100. Charactersin both The Sms Social and The Ville can engage in the same activities
together, which are graphically expressed in aclosely similar style. For example, charactersin
both games dance with one another next to a stereo, surrounded by music notes (by selecting a
“Dance together” icon in each game).

The Sims Social TheVille

101. Similarly, in both games characters can watch television together on the couch (by

selecting a“Watch TV together” in each game icon).
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The Sims Social The Ville

102. After watching TV with another character or engaging in other joint activities,

playersin both games have the option of sharing the news with their friends.

The Sims Social TheVille
Share with Christine? !
ez (ewm) |-
N\ < I |
House Activities
103. The Ville copies anumber of household activities in which the playersin The Sms
Social engage.

104. For example, to get rid of wildlife around the house and yard in The Sms Social,

players can have their characters take pictures of animals. This unique activity isknown as

collecting “artifacts.” The Ville copiesit identicaly.
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The Sims Social

CLAIMSFOR RELIEF
COUNT ONE — COPYRIGHT INFRINGEMENT
(17 U.S.C. 88 106 et seq. and 501)

105. EA repeats and realleges each and every allegation above asiif fully set forth

herein.

106. EA’sThe Sms Social isan original, creative work that constitutes copyrightable

subject matter under the Copyright Act, 17 U.S.C. § 101 et seg. EA has secured the exclusive

rights and privilegesin and to the above referenced copyrighted work, and in compliance with the

law has received from the Register of Copyrights the appropriate certificate of registration, which

constitute primafacie evidence of the validity of the copyrights in the work and of the facts stated

in the certificate. At al relevant times, EA has owned all applicable rights, titles and interest in

and to this copyrighted work.
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107. By itsactions alleged above, Zynga has infringed and will continue to infringe
EA’s copyrightsin The Sms Social by, inter alia, copying, publicly displaying, and distributing
The Ville, which is substantially similar to and derived from The Sms Social, without any
authorization or other permission from EA. Zynga has violated EA’s exclusive rights under 17
U.S.C. § 106.

108. Oninformation and belief, Zynga s infringement of EA’s copyrights has been
deliberate, willful and in utter disregard of EA’srights.

109. Zyngahasrealized unjust profits, gains and advantages as a proximate result of its
infringement, and will continue to realize unjust profits, gains and advantages as a proximate
result of itsinfringement as long as such infringement is permitted to continue.

110. Asadirect and proximate result of Zynga swillful copyright infringement, EA has
suffered, and will continue to suffer actual damages. EA is entitled to its actual damages and any
gains, profits, and advantages obtained by Zynga as aresult of its acts of infringement and its use
and publication of the copied materials, 17 U.S.C. § 504(b). Alternatively, at EA’selection, itis
entitled to an award of the maximum statutory damages as permitted by the Copyright Act, 17
U.S.C. § 504(c).

111. EA hasno adequate remedy at law for the injuries currently being suffered, and the
additional injuriesthat are threatened, and Zynga will continue to engage in its wrongful conduct
and EA will continue to suffer irreparable injury that cannot be adequately remedied at law unless
Zyngais enjoined from engaging in any further such acts of infringement. EA isentitled to an
injunction restraining Zynga from engaging in any further such actsin violation of the United
States copyright laws, 17 U.S.C. § 502.

PRAYER FOR RELIEF

WHEREFORE, EA praysfor judgment against Zynga and for the following relief:

a A preliminary and/or permanent injunction restraining Zynga, and its
agents, servants, employees, attorneys, successors and assigns, and all
persons, firms and corporations acting in concert with them, from directly
or indirectly violating EA’ s rights under the Copyright Act;
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An order directing that Zynga file with the Court and serve upon counsel
for EA within thirty (30) days after the entry of such order or judgment, a
report in writing and under oath setting forth in detail the manner and form
in which Zynga has complied with the injunction;

An award to EA of damages it has sustained or will sustain by reason of
Zynga's conduct, all profits derived by Zynga from such conduct, or in lieu
of any portion thereof, should EA so elect, such statutory damages as
provided by law;

EA’s costs and reasonabl e attorneys' fees;

Prgjudgment and post-judgment interest; and

All such further and additional relief, in law or in equity, to which EA may

be entitled or which the Court deems just and proper.

DEMAND FOR JURY TRIAL

EA hereby demands ajury trial of all issuesin this Complaint which aretriableto ajury.

DATED: August 3, 2012 Munger, Tolles& Olson LLP

By: /s/ Carolyn Hoecker Luedtke
Carolyn Hoecker Luedtke
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- Certification

Name: - Mimi Parayno

Date:  September 20, 2011

) ~Page l-of 1



CERTIFICATE OF REGISTRATION FORM PA

For a Work of the Performing Arts
. 3 UNrrl—r\ orAaTEe ANDVRINHT NEFICE
This Certificate issued under the seal of the Copyright = =

Office in accordance with title 17, United States Code, RE
attests that registration has been made for the work identi-

‘ | PA 983-526
fied below.The information on this certificate has been '&l
made a part of the Copyright Office records. ) l&lmm"g‘!l
EFFECTIVERDATE OF REGISTRATION
bett, G2t Z Z 2000

REGISTER OF COPYRIGHTS
United States of America

" FITLE OF THIS WORK Y

The S ims (for MS-DOS CD-ROM)
PREVIOUS OR ALTERNATIVE TITLES ¥

NATURE OF THIS WORK ¥ Sos instructions

Multimedia CD-ROM

" NAME OF AUTHOR ¥

DATES OF BIRTH AND DEATH
3 Maxis (a division of Electronic Arts Inc.) © YearBornV Year Died V
Was this contributlen to the worka  AUTHOR'S NATIONALITY OR DOMICILE WAS THIS AUTHOR'S CONTRIBUTION TO
“work made for hire"? Nama of Country USA THE WORK lthe amm% 2‘1&:'
KYes OR{Clﬂzen of B Anonymous? [IYes Kl No =y aimesem doatiod
ONo Domiciled infe Pseudonymous? [ Yes Q No Instructions.

NATURE OF AU lilORSHIP Bristly describe nature of material created by this author in which copyrightis claimed. ¥ -
NOTE audlovgs mater 1:1".,[ﬂy ugl computer prograr’r,\ Py

Undsr the law, NAME OF AUTHOR ¥V

DATES OF BIRTH AND DEATH
thgv:at‘x(lhor'd of E ! Year Born ¥ Year Died ¥
OfK fMmade
?or-hlte‘ Is -
generally the  \yas this contribution to thoworka  AUTHOR'S NATIONALITY OR DOMICILE WAS THIS AUTHOR'S CONTRIBUTION TO
Sreremplages "work made for hire"? Nam of Gauniy THEWORK o esions .
(see instruc- 03 Yes OR{CMZE“ of P Anonymous? OYes [J No  =yes" soe datalled
:::’,sz,} ft?lls any CiNo Domiciled infe__ Pseudonymous? [1Yes O No Instructions,
work that was

e for hire" NATURE OF AUTHORSHIP Briefly describe nature of materlal created by this author in which copyright is claimed. ¥
check “Yes" in
the gpace

provided, give NAME QFAUTHOR Y DATES OF BIRTH AND DEATH a%‘

the employer & . Year Born ¥ Year Died ¥ .

(or other ><, , +

person for -

whom the work  Was this contribution to the worka  AUTHOR'S NATIONALITY OR DOMICILE WAS THIS AUTHOR'S CONTRIBUTION TO

was :rafaredf) *work made for hire™? Name of Gountry THE WORK lfi:r:e;ensx;g’ o:';h‘ser
“Author” o

?tfat part, and 3 Yes OR Citizen of b- Anonymous? OYes £ No «ygg seodstalied

fp"::e‘;'o"' dates O No Domiciled in®>_ Pseudonymous?  [1Yes [ No _!nstructions.

of blm:)and NATURE OF AUTHORSHIP Briefly describe nature of materlal created by this author in which copyright is claimed. v

death blank.

U

YEAR IN WHICH CREATION OF AND NATION OF FIRST LICATION OF THISIPARTICULAR %%Ig(
& WORK WAS COMPLETED  1his information %:} Complata this information  Monthp- TAAYY puyp Yearp-
2000 dvew hallcate” " ovbeanputian i USA

AR RS

4 Na\lm

COPYRIGHT CLAIMANT(S) Name and address must be given even if the clalmant is the same as APPUCATK)N RECE'VED
the author given.inspace 2. ¥ 07920040

Electronic Arts Inc. .D‘EPOETT?\‘ESENED
L 209 Redwood Shores Parkway FIB.02.2000
See instuctions

befors campleting Redwood City, CA 94065 TWO DEPQSITS RECEIVED
this space.

TRANSFER If the claimant(s) named here in space 4 is (are) different from the author(s) named in
space 2, give a brief statement of how the claimant(s) obtained ownership of the copyright. ¥

FUNDS RECEIVED

DO NOT WRITE HERE
OFFICE USE ONLY

S P T e e e S

lirahla enarae f R—Q\ on |h8 reverse slde of this page. DO NOT WRITE HE!




i

R NED BY

CHECKED BY
FOR
CORRESPONDENCE GOPYRIGHT
Yes OFFICE
USE
ONLY

RlTE ABOVE THIS LINE. IF YOU NEED #AORE SPAGE, USE A SEPARA & CONTINUATION SHEET.
PREVIOUS REGISTRATIO as for this work, or for an earljer version of this work. a!mady been made in the Copydg‘nt Office?
[ Yes {3 No Ifyour answer is “Yes,” why is another registration belng sought? (Check appropriate box) ¥

a. [ This is the first published edition of a work previously registered in unpublished form.

b. [ This Is the first application submitted by this author ascopyright claimant.

¢. {1 This Is a changed verslon of the werk, as shown by space 8 on thisapplication.

If your answeris “Yes,” give: Previous Reglstration Number V Year of Registration ¥

DERIVATIVE WORK OR COMPILATION Complste both space 62 dertvtive workcomplete only 6b for a comptlation.

Preexisting Material Identify any preexisting work or works that this work is based on or incorporates. ¥

none

See instructh
before completing
{his space.

Matesial Added to This Werk Give a brief, general statement of the material that has been added to this work and in which copyright is claimed. v
n/a

e L

DEPOSIT ACCOUNT If lhe reglstratlon fee isto be charged to
Name ¥

A S g g

a Deposu Acmunt establlshed in lhe Copyrlght Ofﬂce gwe name and number
Acoount Number v

of Account

ELECTRONIC ARTS INC. DA 075612

CORRESPONDENCE Give name and address to which correspondence about

Electronic Arts Inc.

209 Redwood Shores Parkway
Redwood City, CA 94065
attn: Sue Garfield

rom coda anvd daytime teleptone number B ( 650 ) 628-7416 Faxnumber p (650 ) 628-1422
Ewall B sgarfleld@ea com

CERTIFICATION"‘ I the underslgned hereby certify that Tam the (check only arie) ¥

this application should be sent. Name/-Address/ Apt/City/State/ ZIP ¥

[lauthor L1 owner of exclusive right(s) e
O other copyright claimant Xauthorized agent of _Qo.?m.th——Lladem‘———————-‘—‘——— — Y
Name of author of othar copyright cialmant, or owner of exclusive right(s) A -

of the work identified in this application and that the statements made by me in this application are correct to the best of my knowledge.

Typed or printed name and date V If this applicanon glves a date of publication in space 3, do not sign and submit it before that date.

Sue Garfield Datey, 2 -z-0Q,
Handwritten slgn[? v Q‘@(
(7 x sl /b
B e o e e SRR R BT IRY % A R OSSR RARAREY
MAIL Ni + Complete all necessaly Spanss
R - ame ¥V .
gir?‘?o Electronic Arts Inc, 'S‘W‘W“'WW"“‘"’”"“

artn: Sue Garfield

Number/Street/Apt ¥

frough
Certificate 209 Redwood Shores Parkway zmw““‘“o,.,“‘“';,,,,,,,?‘\“““9'“‘“"“"“““ e S e
will be

mation, wrile it

; Clty/StatelZiP ¥ Copyrlght Ofic
maljed I» " Redwood City, CA 94065 W““ chek o Comri

cof gmt}e Webslte
ndop ip:/owyy 0.0t
envelope Weslhhgtos{:‘ (gr\cmzl(\}vsggue, goE copyright, or ¢

(202) 707-3000.

|ci ht rovided for b of P
P pyright rog provided for by secton A0, of 0 ANIING OFFIGE: 1698-432-381/80,0



Certificate of Registration

This Certificate issued under the seal of the Copyright
Office in accordance with title 17, United States Code,
attests that registration has been made for the work
identified below. The information on this certificate has
been made a part of the Copyright Office records.

both G7toio

Registerof Copyrights, United States of America

W OF REGISTRATION

FORM PA

8 Work of the Aris
tmrn:n KTATES COPYRIGHT OFFICE

PA 1-249-278

=PR8801249278 llll'

LI L

DO ROT WRITE ABOVE THIS LINE IF YOU NEED MORE S8PACE, USE A SEPARATE CONTINUATION SHEET

TITLE OF THIS WORK ¥
The S1ms 2 (for Windows CD-ROM)

PREVIOUS OR ALTERNATIVE TITLES ¥

NATURE OF THIS WORK ¥ 8es instruotions

Multmedia CD ROM
NAME OF AUTHOR ¥ DATES OF BIRTH AND DEATH
a Electronic Arts Inc Year Bom ¥ Year Died ¥V
" Waa this contribustion to the work a AUTHOR'S NATIONALITY OR DOMICILE WAS THIS AUTHOR 8 CONTRIBUTION TO
work made for hire ? Neme of A WORK b:.mbdt:r
dYes OR{ Citen of US Amnymom? OYes @ No eygq s w"""
O No lciled in Peeudonymous? [ Yes in
NMURBOBAurﬂonsmrvmduammmamummudbymmmmmwmm v ‘
NOTE audio matenal and software code
Under the | NAME OF AUTHOR ¥ DATES OF BIRTH AND DEATH
the wuthor of Year Bom ¥ Year Died ¥
forire 1o
panerally the Was this contribution to the worka AUTHOR'S NATIONALITY OR DOMICILE WAS 'l'HlB AUTHOR'S CONTRIBUTION TO
mp:gny;:’y:o.l woek made for hire 7 Neme of Country THE W oi':u.mm
{sea instruc O Yes OR{ Citizen of Anmytm? OYes D No  ayen gep detalisd
bt ot ONo Dosualed m Peendorymows? [l Yes 0 No
"r:m:"‘;’“": NATURE OF AUTHORSHIP Briefty descnbe nature of material created by this authos tn which copyright is daimed ¥
g‘fw:k Yes In .
© 6pace
NAME OF AUTHOR ¥V DATES OF BIRTH AND DEATH o
gy Year Bom V Year Died ¥ kS
(or otha‘f C
Whom the work  Was thus contrbubion to the wocka  AUTHOR'S NATIONALITY OR DOMICILE WAS THIS AUTHOR'S CONTRIBUTION TO
DU kneri o P THE WORK ol
!.ﬁ.llpm and O Yes oRJ Citizen of Aronymous? OYes O No cyes pse detaiod
leave 'lt:)‘r caten ONo Domiciled in ~_Preudonymous? [ Yes ] No nginuctons
m’r’n; lam: NATURE OF AUTHORSHIP Briefly deseribe nature of material created by this author in which copynght Is dletmed. ¥
ank
YEAR IN WHICH CRBATION OF THIB DATE AND NATION OF FIRST LICATION OF THIS PARTI WO
a WORK WAS CO! T b % talormetion  Monh Dey Yeer
2004 Year mdu::' Unuted Kingdom Nasion
COPYRIGHTCMIMANI(S)Nmmd-ddmmbegivmemHmdah\mhdnmu o m%
the author given Inepace 2 ¥ -+ .
Electronic Arts Inc > ONE DEPOSIT
209 Redwood Shores Pkwy
E,"*W‘“‘“ Redwood City CA 94065 E! TWODEPOQITB
b mmsmuaed.mu-)medlmmwu(m)mmmmw.)wm 5
space 2, give a brief staterment of how the dammant(s) obtained ownerehup of the copynight. ¥ FLNDSRECBVED
FA0RE ON BACK p WGWW(MMMMMW“UMM DO NOT WRITE HERE

Gigntheformetbne §
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T e
EXAMINED BY PORM PA

CHECKED BY
FOR
CORRESPONDENCE . COPYRIGHT
Yes OFFICE
, — USE
ONLY

DO NOT WRITE ABOVE THIS LINE IF YOU NEED MORE SPACE, USE A SEPARATE CONTINUATION SHEET
PREVIOUS REGISTRATION Haa registration for this work, oz for an eartier version of this work, already been made in the Copyright Office? 5

O Yes B No 1f your anewer 8 “Yea,” why Is ancther registration being sought? (Check appropriate box ) ¥ 1 your answer Is No, donot check bax A, B orC.
&. (3 Thus 18 the first published edition of a work previously registered in unpublished form

b (O Thus s the first application submitted by thus author as copyright claiment

¢. 3 This is a changed verslon of the work, &8 shown by space 6 on this application

If your answer s Yes gave Previous Regretration Number ¥ Year of Reglstration ¥

DERIVATIVE WORK OR COMPILATION Complete both space 6a and 6b for a derivative work complete orily 6b for a compilation,

Prewasting Matena! Identfy any preexisting work or works that this work 15 baged on or incorporates ¥ a 6
Sas inatructiona
betore complting
this 8pEce

Material Added to This Wark Givea brief general statement of the matenial that has been added to this work and in whuch copynight s claimed ¥ b

Name V

DEPOSIT ACCOUNT If the registration fee i to be charged to a Déposit Account established m the Copynght Office, give name and number of Accotnt 7
E T : ~ AccountNumber V » a
ELECTRONIC ARTS INC DA 075612

CORRESPONDENCE Give name and address to winch cormespondence sbout this application should be sent. Nema/ Address/ Apt/ City /State/ ZIP ¥

Lettecia M Rayson : b |
Electronic Arts Inc

209 Redwood Shores Parkway
Redwnnd Citv CA QANKS

Arsa0ods and daytime telsphone number {050 ) 628 5459 Faxnomber (650 ) 628 1422
emat rayson@ea com

CERTIFICATION® 1 the underusgned, hereby certfy that [ am the [Dmthor

0 other copynight claimant
O owner of exclusive right{s)
[ £ authorzed agent of Electronic Arts Inc

Nama of guthor o7 ciher COPyTIght claiment, o owner of exhuisive righi(s) &
of the work identified 1n this application and that the statements made by me tn thus application are corvect to the best of my knowledge

Check anly one b

Typed or printed name and date ¥ If this application gives a date of publication inspace 3 do niot sign and submit 1t before that date
Lettecta M Rayson e — 7/5’0‘ /47/

malied In | Elecirositic Arts Inc ¢/o Lettecia M Rayson
window RTOS/BLaUAR ¥

orimioP® | 209 Redwood Shores Parkway

sddrese Cly/Baie/ZIP ¥

Redwood City CA 94065

1TU S G § 808{s) Any pereon who knowingly makes a lalsa repressnistion ol a fa0d b the apploation for 00pyright reglatration provided for by section 409 or in eny wiilien etafement fled In
connaction with the spplicaton shall ba finad not more than §2 500

eam et . AAAA ima AXAMA AAL



Certificate of Registration

This Certificate issued under the seal of the Copyright
Office in accordance with title 17, United States Code,
attests that registration has been made for the work
identified below. The information on this certificate has
been made a part of the Copyright Office records.

Registration Number
Lot G2t PA 1-672-202
: Effective date of
Register-of Copyrights, United States of America registration:
June 26, 2009

Title

Title of Work: The Sims 3 (for Windows and MAC DVD-ROM)
Nature of Work: Computer game software including audiovisual material

‘Completion/ Publication
‘ Year of Completion:

2009
Nation of 1st Publication: United States

Date of 1st Publication:

May 26, 2009

Author
B Author:

Author Created:

Work made for hire:

Citizen of:

Anonymous:

Electronic Arts Inc,

Computer program, audiovisual material.

Yes o
United States
No ' : Pseudonymous: No

Copyright claimant
Copyright Claimant:

Limitation of copyright claim

Electronic Arts Inc.

I Y N P, N P, [ e A A
209 Redwood Shores Parkway, Redwood City, CA, 94065

Previously registered: No
Certification
: ’ Name: Mariann Tam ;
- i o Dater June24;2009 7 s s iy

Page 1of 1



CERTIFICATE OF REGISTRATION

E ABOVE THIS LINE. IF YOU NEED MORE SPACE,
Wﬂwﬁzwm&wm OSRSAAERESNEESS A I T

TITLE OF THIS WORK ¥
The Sims Online (for Windows CD-ROM)

This Certificate issued under the seal of the Copyright
Office in accordance with title 17, United States Code,
attests that registration has been made for the work identified
below.The information on this certificate has been made a
part of the Copyright Office records.

bott, G2taio

REGISTER OF COPYRIGHTS
United States of America

USE A SEPARATE CON

FORM PA

For 8 Work of the Performing Arts
HIMITEN QTATES COPYRIGHT OFFICE

PA 1-131-078
LT
EFFECTVEBATE OF REGISTRATION

o 0 9 02

TINUATI

tON SHEEY.

....... > (S e I RRSRRRSS R R B R RS L SR

PREVIOUS OR ALTERNATIVE TITLES ¥

NATURE OF THIS WORK V¥ Sea instructions

Multimedia CD-ROM

2l 2
NAME OF AUTHOR ¥
{g Electronic Arts Inc.

Year Born ¥

Year Died ¥

Was this contribution to the work 2 AUTHOR'S NATIONALITY OR DOMICILE - WAS THIS AUTHOR'S CONTRIBUTION TO
“work madc for hire”? Nama of Country THE WORK Hf the answer to ekhar
! Yes OR { Citizenot USA Avoymoust  OYes @No Sjhesswestanale
I No Domiciled in Preudony > [ Yes dNO inshuctions.
NATURB' OF AUTHO.RSHI P Briefly describe nature of material erated by this author in which copyright is daimed. ¥
NOTE Audiovisiual material and computer program,
Undaerths law, . NAME OF AUTHOR ¥ DATES OF BIRTH AND DEATH
the "githor” of Year Born ¥ Year Died ¥
& “wotk made
for kairg* Is
genardly the Was this contribution to the work a AUTHOR'S NATIONALITY OR DOMICILE WAS THIS AUTHOR'S CONTRIBUTION TO
:’,::’;m:;;‘."a' “work madc for hirc*? Nams of Country THE WORK " .‘:“ answer m.::.,:,
{ee® Immtruc- O Yes OR Citizen of Anony ? OYes [ No 9&&,‘;026“!0:!
g::'.’:i:":'s'"’ O No Domiciled in Pseudony ?  ClYes O No Matuctions.
'_‘:n":::" toe.  NATURE OF AUTHORSHIP Bricfly describe nature of material created by this author in which copyright is daimed. ¥
check*Yes" In
ths spece YT

provises. give  INAMI OF AUTHOR @

the angloyer
{or other

DATES OF BIRTH AND DEATH

Year Born ¥

Year Died ¥

",

"

personfor =
whomés work  Was this contribution to the work a AUTHOR'S NATIONALITY OR DOMICILE WAS THIS AUTHOR'S CONTRIBUTION TO-"
b g 'f‘d) “work madc for hire*? Nemo of Counlry THE WORK u’u angwar to eif:f%
as or' o - of thase questions

thst pe, and 03 Yes OR{ Citizen of Ananymous? OYes O No “yes sas dataied
:‘.‘z:: dotes 1 No Domiciled in Pseudonymous?  []Yes [J No Inshuctions.

of kirthand NATURE OF AUTHORSHIP Bricfly describe nature of material created by this author in which copyright is claimed. W

desth ank.

AR,
YEAR IN WHICH CREATION OF THIS

COPYRIGHT CLAIMANT(S) Name and add
the author given in space 2. ¥

Electronic Arts Inc.

209 Redwood Shores Pkwy

Seemenctions . Redwood City CA 94065
this 8pame,

TRANSFER If the claimant(s) named here in spaee 4 is (are) different from the author(s) named in

space 2, give a bricf statement of how the claimant(s) obtained ownership of the copyright. ¥

FPRRRERR M RN AV

+ Soe detaied instructions, « Sign the form atfne 8.

SRR

MORE ON BACK B - Complets ail appiicabie spaces {numbers &-9) cn the reverse side of this psge.

WRITE
ONL!

DATE Al TION OF THIS PARTICULAR WORK
% WORK WAS COMPLETED i informetion Compists this laformetion Mot DeCember Day 7 vear
. 2002 Year ﬂﬂm" &Lh‘:nm.m 4 USA

¥ TWO DEPOSITS RECEVED

b
gg FUNDS RECEIVED

GO HOY iTE HERE

Page 1ol
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EXAMINED BY “FORM PA
N LE

4

CHECKED BY
FOR
CORRESPONDENCE COPYRIGHT
Yes OFFICE
USE
ONLY
DO NOT WRITE ABOVE THIS LINE. IF YOU NEED MORE SPAC USE A SEPARATE CQNTINUATION SHEET.
it e I SR USRS S et m«wxw@wxmw ‘M’
PREVK)US REGISTRATION Has registration for this work, or for an earlier version o! this wark, atready been made in the Copyngh( Office?
#f Yes D) No if your answer is *Yes,” why is another registration being sought? {Check appropriate box.) ¥ If your answer is No, donot check box A, B,or C.
a. [ This is the first published edition of a work previously reglstered in unpublished form. %.ﬂ
b. ) This is the fiest application subrnitted by this author as copyright claimant.
¢. & This is a changed version of the work, as shown by space 6 on this application.
If your answer is “Yes,” give: Previous Registration Number ¥ Year of Registration ¥
PA 983-526 2000
R T S R R R R R S R A R RN R SRS = o R WMW&W\N\Q&&Wék&&%M%$MW@
DERIVATIVE WORK OR COMPILATION Complete both space 62 and 6o Ioz a dcr{vativc work; compicte only 6b for a compilation. gy A
Preexleting Materlal Identify any precxisting work or warks that this werk is based on or Incorporates. ¥ s{% £

Pre-enisting code & audiovisual material.

Ses hstruclions
bafose complating
this epaca.

Materis} Added to This Work Give a brict, general statement of the material that has been added to this work and in which on-pynght is clatmed. ¥ £y
New code & audiovisual material. &4
e SRR AR AR AR RRRR R A% RN 2 m
DEPGSIT ACCOUNT I the registration fee is to be charged to a Depaait Account c-stabhshcd mthc Copyng,ht thcc, give name and pumber of Aoooum . ﬁ?
Name ¥ Account Number ¥ é,% §
ELECTRONIC ARTS INC. DA 075612
CORBESPONDENCE Give name and address to which eorrcspondcnce about this applicetion should be sent. Name/ Address/ Apt/City /State/ ZIP ¥
Lisa Tensfeldt ‘ §:§
Electronic Arts Inc. » ,
209 Redwood Shores Parkway
Redwood City CA 94065
Area coia and daytima lelaphone number ( 650 ) 628-7545 Fat aumber { 650 ) 628-1422
emat Hensfeldt@ea. com
S s SRV e S e A 3

Oauthor

| [Jother copyright claimant

O owner of exclusive right{s)

P authorized agent of Electronic Aris Inc.

Nerma of author oF other copyripht dlsimant, or owner of exclugiva ight{s) &
of the work identificd in this application and that the statements made by me in this applicationare corroct to the best of my kmowledge.

CERTIFICATION® [, the undcrelgmd, hercby ocrh(y thatlamthc i

Check only one b

Typedor printed name and date ¥ If this application gives a date of publication in space 3, do not sign and submit it before that date,

Lisa Tensfeldt pate  12/17/02

Handwritten signature (X)
r o«
PR PR TR
ContBeate Tansy :S“uﬂ.",‘:‘; .Wmm ,
maltzd In Electronic Aris Inc. ¢/o Lisa Tensfeldt '
windew “NumberiStrest/Apt ¥
enveope
to s 209 Redwood Shores Parkway
adémas: ChySwa2iP ¥

Redwood City CA 94062

-nusc sﬁoe(e) Anypmonwho knowingly makes a falsa rep lonof a

o

tion, shall ba fined not mora than $2,500.

Rev. &na 2002—20,000 Wab Rev: Juns 2002 @ Printed on recycled paper U.5. Government Printing Office: 2000-461-113/20,021



- :iCertlﬁcate of Regrstratron

' ;*Thrs Certrﬁcate 1ssuedunder the seal ofthe Copyrlght : Sl
" Office in accordance with title 17, United States Code, =+~
- lattests that registration has been made for thework o Lo
> identified below. The mformatxon on this certlﬁcate has 1ol el

| iiRegister of ;Copyrighte,iUni:_ted States of Amerrca i . L g
o NovemberI7208

‘ ‘beenmadeapartofthe Copyrrght Oﬁice records ST L 50 YOt Sin Gy
~ ~ .- Registration Number: -~ -~

SRR D GRS I Effectrvedateof
2 : reglstratron a5t

. Title of Work
‘Nature of Work:

MySuns (for Wmdows DVD ROM)

Computer game soﬁware mcludmg audlov1sual matenal 1 f, I D e

e ',Completlon/ Publication

Year of Completlon: 2008

Date of 1st Publlcatlon: \,

October 24 20()8

k f;Author

Ko ' Author: :
Author Created:

Work made for hlre:
' Cltlzen of :

Anonymous: i1

Electrochrts Inc S -
Computer program, audrovrsual matenal
United States

;?Copyrlght olalmant

Copynght Clarmant: {,

| lemltatlon of copyrlght clalm

e Matenal excluded from this claim:

Prevmusly regrstered:;

Basrs of current reglstratmn:

o New mater1a1 mcluded in claxm:

Electromc Arts Inc fd D o
209 Redwood Shores Parkway, Redwood Crty, CA 94065

Natlon of lstPubllcatron Umtedegdom R

Not i

Portrons of code & audrovrsual matenal are pre-exrstmg
"ﬂns isa changed versron of the work

Addltronal code & audrovrsual matenal

o Name:
. Déte:

 Conifation ——

Manann Tam

November 12 2008
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Copynght Ofﬁce notes Regardmg prev10us reg13trat10n the appllcatlon glves "MySmls (for the 9,
g ) . Wii)Applied for December 5 2007" as the reglstratlon number and year
o mformatlon S Lo

L Paca dof 2



Exhibit B



DVD provided to Court.



