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Name: Melanie Espinola

Specialties: Digital Painter, Pin-
ups, Covers, Concept Design.

Current affiliations: Freelance

Previous work: FableWood Stu-
dios 'Goth Ghost Girl' Pin-Ups
Book, Visionary Studios "The
Offspring' Cover, Enity Films
'‘Ode To Torment' Cover, Com-
mission Requests.

Current projects: "According To
A.C.", Fremont Area Tourism
Comic book, Private commis-
sions, Undisclosed comic book
project.

Page rate: $75-up. Varies on cor
plexity and number of characters

Influences: Frank Frazetta, Adar
Hughes, Alex Ross, Joseph Mi-
chael Linsner, Joe Jusko, Terry
Dodson, Mike Mayhew, Adi
Granov, Frank Cho, Bruce Timm
Jim Lee, George Perez, Shinkira

Genre / styles that you work in:
Fantasy, Comic, Sci-fi, Anime,
Digital Painting.

Contact info:

M.P.Espinola@hotmail.com
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Name: Danny Cruz
Specialties: Penciling, Inking
Current affiliations: None

Previous work: Outer Darkness,
Oh Sh*t! Comix, Bulldogs! RPG
game, Biz Productions/NYC,
various private commisions

Current projects: TBA
Page rate: Varies

Influences: Frank Frazetta,
Brom, Simon Bisley, Geoff Dar-
row and the old masters

Genre / styles that you work in:
Sci-Fi/Fantasy...some horror

Contact info: sho-
tei_ness@yahoo.com http://
myspace.com/197050685
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Top Five Things | want to see in  work like a real military headset as
Halo 3 it relays the marines’ banter and
By Nick Lentes Cortana’s prophecies. It might not
be original but it would be fun.
_ 3: Playable Pelican. How about
5: New Enemies. Know thy enemyg|ack Pelican dowf This would be
and know thyself and you shall  awesome in multi-play. Having the
never need fear the outcome of a gpjlity to fly a 200 ton troop carrier
thousand battles Said Sun Tzu. Thﬁto battle WOUId be great_ A”
Enemies in Halo2 were fun but  Byngje would need to do is make it
Bungie needs to expand your aliejyy|nerable to tanks and rockets.
adversaries. The Flood should be Then the power of the Pelican being
have if not joined forces with the yehijcles would be offset by the very
Humans they have ceased hostili-reg| risk of a man with a RL taking
ties. Also in this category the Al yoy out. You know this would be
should be improved. more fun than cheesiness.
4: Headset in single play. Can youp: Beefier Character creation. The
hear me now? Cortana and the mgharacter creator in Halo 2 was
rines are always muttering Into Yo@ood and | loved the ability to be-
com anyway, they might as well - come an Elite instead of just being a
fully immerse the player into the  gpartan but there are areas where
experience and have the headset serious improvement would be wel
come. For in-
stance why
was the color
black re-
moved from
the palette?
This and the
ability to
choose more
customizable
parts would
be nice. For
instance it
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would be cool if you could buy up-
grades, even if they are only aes-
thetic, a laRainbow Six Vegas

1: Dual Energy Swords. Fatality

anybody? | know a lot of people
have problems with the energy
sword and think it's cheap but it is
still one of the most popular and ad-
dictive weapons of all time. If the
sword was given the ability to parry
and perform special ending moves
that make a great game an utterly
amazing game.
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Review of Naruto | also found some slight glitches that

By Brian Rueckart were sometimes pretty annoying. Sometimes

you'll get hit by a punch that was visibly off

I hope | don't offend anyone out thetbe mark. It felt | was participating in a box-
in cyberland when | say that | think our couimg match where my character was purpose
try’s fascination with Japanese cartoons taking a fall. My health bar is dropping and

(Anime) is kind of weird. Don't get me there’s a definite gap between his fist and my

wrong, some of it is entertaining; but | don’tface. | guess the programmers were a little

understand why pretty much EVERY cartoawif on the pixels. Also, | found that any en-

these days is made in that style. What hapemy was easy to beat if you just punched

pened to the good old daysTifiy Toons them slowly and rhythmically. You'll never

AnimaniacsandCaptainPlanef? Despite mythrow your “combo-ending” punch to knock

opinions on fads in American culture, this the bad guy over, and he’ll stay stunned for

month’s hand-held offering iaruto: Ninja long as it takes to defeat him; or in the case

Council 2for the Game Boy Advance. a boss, a thirty-something hit combo before
The Naruto series of video games ishe finally breaks out of it.

based upon the Anime on Cartoon Network Graphics are actually not that bad. |

bearing the same name. The plot of the gasmgoyed the bright colors and smooth anima

is pretty straight forward: Naruto, Sasuke, tions. It felt very “comic-booky,” which |

and Sakura are three ninjas-in-training undeuppose could be a bad thing, but it's done

the watchful eye of Kakashi. While workingright in this case. The sound on the other

hard to pass the Chunin Exams the evil villdiand is abysmal. It's on par with an 8-bit

Orochimaru lays a trap for our heroes and Nintendo game...and a bad one at that. | w

chaos ensues (of course). To thwart his evilsually annoyed enough to play in silence.

plans, our dynamic trio must punch and kick | found this game mildly entertaining

their way through bad guys to get to Orochifor a short amount of time. There is a multi

maru himself. player option that | wasn't able to try, so the
Sound exciting? If you're in to that is a small amount of replay value that re-

kind of thing, sure; if you're not, you might mained untapped in my case. | recommend

want to look elsewhere for a gaming fix. Thiis game only if you're a die-hard Naruto fg

actual execution of the game-play is pretty who's played the rest of the Naruto games.

poor. Levels are mostly linear and bad guygny of you outside of that demographic

all look the same. There’s really not a lot oshould probably look elsewhere for your fix

depth — just fight the cronies, beat up the of Japanese culture. | gilaruto: Ninja

boss, rinse and repeat. To make it worse, ICouncil 2two dragons out of five.

found the storyline difficult to follow. Things

just “happened” and | really didn’t know what

was going on. Maybe it's because | wasn’t

familiar with the characters already, but it

didn’t help that the translation from Japanese

seemed pretty poor at times. You do have the

ability to switch between your favorite ninjas

on the fly by pressing the L Button. Each of

them has their own unique style and special

moves to bring to the table, but it doesn’t do a

whole lot to spice up this pretty bland game.

ly

as
of

as

re
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Review of the The Knowing

Larriane Wills
Aimee Green

Larriane Wills’ story begins
with an assassin who finds
and trains a mysterious, in-
jured boy who is wanted for
murder. The boy grows to be
Garran of Lockmer, a large,
angry man with a penchant
for responding “tartly.”
Garran has been named the
governor of a border town,
situated between two nations
on the verge of war. Things
begin to take off when the
princess of one of these
realms seeks sanctuary in
his town. As he begins to
pick through the complex
politics of the situation,
Garran discovers many plots
at work, and must decide who
can be trusted.

Interlaced with the threat

of imminent war, an ancient
prophecy begins to unfold
that a man will arise from a
female-dominated religion to
bring peace and balance to
the lands. Garran begins to
exhibit some of the signs of
the leader , or Atat Comm.
Some begin to look to him
for hope for the future,

while others seek to elimi-
nate him.

All'in all, The Knowing

quick, entertaining read.
Although the prophecy angle

is a

is vaguely reminiscent of
Frank Herbert's Dune , this
novel lacks its complexity
and tension. Wills’ writing
style is a bit heavy-handed,
with the characters’ feel-
ings and motives over-
explained and beaten like a
dead horse. In fact, the
opening sentence immediately
induces an eye-rolling re-
flex by summoning tired,
cliché imagery. (“The rider
was in dark clothes on a
dark horse on a dark and
rainy night.”) However, the
story itself is light and

easy to read, with a few

plot bends (not full twists,
mind you) thrown in along
the way. As long as one is
not overly picky about the
grammar and sentence flow,
most fantasy lovers will en-
joy this story.
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Theater of War
By DC

Last year, | had the oppor-
tunity to review Strategic
Command 2: Blitzkrieg by
Battlefront. The game bore
some resemblance to board
games like Axis and Allies
yet with a far greater depth
of detail rooted in histori-

cal accuracy. Itwas a cus-
tomizable and versatile gam-
ing platform allowing turn-
based tactical combat all
over World War Il era
Europe. Strategic Command 2
had a steep learning curve,
but the depth of game play
and the highly customizable
system ensured that the time
invested was well-spent,
even for fairly casual gam-
ers.

Theater of War bears some
similarities to Strategic
Command 2: Blitzkrieg in
that it is a game by Battle-
front, it is set in World

War Il Europe, and it boasts
a high degree of historical
accuracy. Where Strategic
Command 2 mirrored board
games like Axis and Allies,
however, Theater of War in-
stead mirrors games like
Flames of War. Individual
battles are not fought for
control of all Belgium but
over a region of farmland, a
bridge, or a road.

The difference in scale

yields a vast difference in
complexity. Theater of War
includes unprecedented lev-
els of detail in the sol-

diers and vehicles taking
place in the battles, levels

of detail that many players

will find staggering. Gam-

ers who can already explain
the exact differences be-
tween the H35 and R35 (those
are tanks, by the way) may
revel in this game that pre-
cisely sets how much ammuni-
tion of which types and
calibers are loaded onto

each vehicle.

Whatever historical accuracy
a game may or may not have,
however, the real key is the
game play. Theater of War
is a three-dimensional, real
-time strategy game with a
pause feature useful for is-
suing commands. It is not
unique in this regard rela-
tive to other RTS PC games,
but there are three things
that really set it apart

from similar games.

First, Theater of War stands
out due to historically ac-
curate (rather than conven-
ient) ranges. A common RTS
strategy for ranged units is

to fire upon foes incapable

of firing back. In Theater

of War, that is often impos-
sible. Many weapons have
maximum ranges longer than
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the entire battlefield.
Weapon accuracy and armor
penetration drops off sig-
nificantly over distance,

but even effective gunfire

is by no means limited to

the distances that classical
RTS players would expect.
This creates a vastly dif-
ferent gaming experience
that some may find confusing
or frustrating. From the
opening moments, troops will
be under fire from enemy ar-
tillery, and there is no

time to perform elaborate
flanking maneuvers unop-
posed.

Second, once those troops
are under fire, they are
programmed to act
“realistically” in combat.
This may mean running,
crouching, lying down, or
even cowering helplessly
without your express orders.
This would be a very posi-
tive quality for something
like a wargames program at
the Pentagon, but it's some-
thing that classical RTS
fans will find frustrating

at best. There are times it
can feel like one is watch-
ing a simulation rather than
playing a game.

Third, though closely re-

lated to the first two

points, is that Theater of

War is programmed to respond
to tactics that follow

“textbook military tactics.”
Proper use of such tactics,
the training missions claim,
will increase the chances of
success. For players used
to thinking in terms of
ranges and hit points, this
will be quite a shift in
mindset. Setting up elabo-
rate “flanking formations”
and “support columns” does
not typically affect troop
morale or accuracy.

As with other game offerings
from Battlefront, Theater of
War is quite customizable.
Difficulty settings, morale
settings, camera and control
settings, and even unit se-
lection is available for

user adjustments. The unit
selection screen in particu-
lar bears some additional
examination. Though the de-
fault unit selection is
typically best suited for

the battle at hand, players
can adjust their force com-
position to suit their own
preferences or play styles.
Much like a tabletop minia-
tures combat game, they must
simply spend the appropriate
number of points for a given
tank, artillery crew, or in-
fantry unit.

The multi-player mode was
not fully complete in the
pre-release version of Thea-
ter of War that | received,
but, assuming it is as cus-
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tomizable as the other fea-
tures of Theater of War, |
suspect that multi-player
mode will be a real boon for
the game. Theater of War
could provide an online ex-
perience that rivals his-
torical tabletop wargames in
terms of the gaming experi-
ence and historical accuracy
without requiring nearly the
same quantity of money and
time such games typically
demand.

In summary, Theater of War
will appeal to a very spe-
cific subset of gamers —
historical miniatures gamers
and PC gamers. Traditional
RTS gamers or military/
action gamers are far less
likely to be drawn to the
game.
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Interview with Hana Lee

Hana K. Lee is a freelance
genre writer who blogs, has
her own web-site, and has
published short stories and
novellas. She agreed to

fill us on in on what is
coming up for her and her
involvement with out of the
gutter a new pulp magazine.

In your intro you describe
yourself as a recovering
lawyer. Had you always
wanted to be a writer or was
this something you came into
later in life?

Yes to both. | was one of
those kids who always
dreamed of being a writer. |
wanted to be the next
Stephen King. Instead of go-
ing for the dream, | took

the pragmatic route and went
to law school. | didn't hate

it, but law wasn't really my
thing. When | turned 29, |
had one of those clichéd
crossroads moments. | wanted
to become a writer instead

of just dreaming about it

all the time.

At the beginning of 2006, |
decided that | would become
a freelance writer. With the
help of family, savings, and
credit cards, | took the

first steps. It's been a
rollercoaster ride, but |

haven't regretted that deci-
sion at all.

What are your favorite high-
lights of your writing ca-
reer so far?

My writing career has been
short, but | have a few
memorable moments. The first
time | saw my story in a

print anthology was really
great. The first time | saw

a favorable review was awe-
some. | recently received a
very kind rejection letter
from a well-known genre
magazine. Even though they
couldn't use the story, |
could tell that the editor

liked it. | also love meet-

ing (virtually) like-minded
people who care about genre
fiction. It's a niche field,

so it's great to meet others
who are so passionate about
it. To be honest, | think

I'm still waiting for my fa-
vorite highlight.

Do you have any advice for
people who want to take the
leap into a writing career?

Writing is like any other

job. It takes mad amounts of
work and effort. | HATE it
when people assume that
freelance writing is an easy
alternative to the daily

grind. Our daily grind is

just as tough as anyone do-
ing a 9-to-5. | get annoyed
when acquaintances think
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that | have "a lot of down-
time." | don't have regular
hours, but I'm not surfing

the net all day either.

For me, writing is more than

a hobby. | consider myself a
professional. If you want to
become a writer, use the
same common sense and pro-
fessional courtesy that you
would use for any other job.

Some practical advice: if
you want to write, just do

it. Write, submit, repeat.
Stop talking about it. Stop
joining endless writing
groups. Stop buying all the
how-to-write books. Develop
thick skin and start submit-
ting.

You are the co-editor of out

of the Gutter; can you give

us a brief overview of the
magazine and what people can
expect in the writing?

Out of the Gutter (http://
outoftheguttermagazine.com/)
is the brain-child of Mat-

thew Louis. It's a hard-

hitting print magazine with
noir/crime fiction, unique
essays, and artwork. It's

not your mom's mystery maga-
zine. If you're looking for
traditional private eye sto-
ries, look elsewhere. We

will accept private eye sto-
ries, but they'd better be

kick ass. As the guidelines
say, we're looking for "well

-written fucked up" stuff.
We'll be forgiving on
"fucked up" as long as the
writing makes up for it.

I'll let Matthew summarize
it in his way: "OOTG

is basically an anti-

literary journal. The objec-
tive is to deliver raw, gut-
level entertainment

that anyone from a PhD to a
semi-literate slob can en-
joy. People can expect writ-
ing that is fun but disturb-
ing, that is intelligent but
free of literary preten-
tiousness, that deals with
the real world and real peo-
ple, and that tests bounda-
ries.”

Has working as an editor af-
fected your own writing?

When Matt asked me if | was
interested in editing duties
for issue #2, | was stoked.
Now that we've all been
working on issue #2, | have
to say one thing: | have SO
MUCH respect for editors
now. It's hard work. It's

not just about finding the
wayward comma and illogical
sub-plots. It's about weed-
ing out the good from the
very good from the great.

| think the editing gig has
affected my writing. I'm on
the lookout for clichéd
phrases and tired story
lines. | try to write
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cleaner. Tighter. I've
learned a lot by reading
what others have written.
Run-on sentences are not
your friend. Stream-of-
consciousness writing is
really hard to pull off. Hu-
mor is even more difficult.
Great writing can save a
weak story, but weak writing
can ruin a great plot.
Please, please, please pay
attention to commas - at the

very least, keep your commas

consistent.

You write in a number of
different genres, do you
think there is more or less
of a market place for adult
and other non mainstream
publications?

| consider myself a genre
writer, and my main two ar-
eas are 1) noir and 2)
adult/erotica. When | first
started writing, | dabbled

in horror but I'm not sure
that's my forte. I think the
current market for noir fic-
tion is quite tiny. Myster-
ies and thriller/suspense
still find their way onto

the best-seller lists, but
noir is a niche subject. |
enjoy tales that are ultra-
violent with twisted charac-
ters, but some people don't.
With noir, | don't concen-
trate on the market. | do it
for the love...as naive as
that may sound. When | find
a publication like OOTG that

is willing to put out great
noir, I'm all over it.

With the erotica market, the
answer is more complicated.
We all know that sex sells.
Traditional romance publish-
ers are venturing into the
erotica market, and "erotic
romance" is still hot in the
e-publishing world. Ever
since "erotic romance" be-
came popular, you see a few
new e-publishers pop up
every month. Some of them
make it past the first year,
and some of them don't. A
few of the top names are
making money for their au-
thors, but a lot of e-
published authors still de-
pend on their day jobs.

Despite the popularity of
romance novels, erotica is
still a niche market. The
market is there, but the as-
piring erotica writer
shouldn't expect to get rich
within the first year. Like
any field, you need to es-
tablish your name and pay
your dues. Since my last
"erotic romance” novella,
I've been focusing more on
erotica than "romance." |
think | enjoy writing about
sex more than "happily ever
after"...not that anything's
wrong with that.

If people want more informa-
tion about out of the Gutter
or any of your other pro-
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jects where would a good
place be to go?

Issue #2 of Out of the Gut-
ter Magazine is now avail-
able. Check out the website
for previews and ordering
information: http://
outoftheguttermagazine.com/

| promo my genre writing on
my occasionally updated

blog: http://
hanaklee.blogspot.com. Even-
tually I will make a real
website. For now, the blog

is just a bookmark. If you
need to reach me, email me:
badasswriterchick (at) gmail

If you're over 18 and inter-
ested in adult/erotic writ-
ings, visit my website
http://kislee.net. | have
blurbs and links to my work.

| also run For Her -an
adult blog for women:
http://

forher.thumblogger.com
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Interview with the Toxic
Goddess
By Pepper Bryn Fox

Could you give me some back-
ground on yourself and how
you found the Toxic God-
desses?

| met Dirk in December of
2003 when | was a profes-
sional dominatrix. At that
time he needed some one to
do a fetish shoot and |
needed a photographer that
was willing to listen to

what | wanted for my web
site. He was so much fun to
work with and we were very

pleased with the way the
shoot turned out. | told him

| would model for him

again if he ever needed. We
found we had a common love
for what | call "Dark Art".

I love art work of BDSM,
beautiful women, and the un-
usual. Matter of fact a

piece called "Dante”, which
was done by Dirk, hangs in
the red room of my home.
Toxic Goddess was created
because Dirk and

Robert wanted to do fantasy,
Goth, glamour and fetish
photography in their own
very unique vision, with a
small group of models
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that they selected for their
creativity, for their style

and because they enjoyed
working with us. It started
with two goddesses Aries and
myself and has been growing
ever since. Aello and Cera
were next, Ambrosia joined
last year, Selkie and

Leila are the newest addi-
tions to the Toxic Goddess
family. Together with van-
guard makeup artist Jennifer
Marks, we have worked hard
to create a body of work

that defines the attitude

and spirit of the Toxic God-
dess.

Who is Dirk Hooper and why
did he start the Toxic God-
desses?

Dirk Hooper is a renowned
fetish/fantasy photographer,
fine artist, graphic de-

signer, promoter and writer
whose work has been de-
scribed as "forbidden tales

to rival the likes of H.P.
Lovecraft and the Marquis de
Sade." Dirk's publishing
credits include such diverse
media as comic books, music
CDs and slick fetish maga-
zines. He has also culti-
vated a reputation as a fine
artist in established venues
like the prestigious Fred
Jones Jr. Art Museum and as
an underground visionary in
galleries like the Electric
Chair and the IAO Gallery.
What is the purpose of the

Toxic Goddesses?

Toxic Goddess is part model-
ing troupe and part art
movement. The Toxic God-
desses themselves are an
elite coven of alternative
models with class. They are
business partners and part
of the creative proc-

ess. Toxic Goddess has also
reached out to the art, mu-
sic and fashion culture and
seeks to help promote and
expand the local and na-
tional scene.

What kind of shows / per-
formance do the Toxic God-
desses do?

The Toxic Goddesses are pri-
marily models, so appear-
ances are not performance
based. We meet with fans,
sign autographs and have fun
at the events we attend.
What is your relationship

and the Toxic Goddesses to
Soonercon?

Last year was our first
Soonercon and we really en-
joyed it. We plan on doing
more this year and making an
even bigger splash than last
year.

Can you tell me about Soon-
ercon?

Soonercon is a science fic-
tion and fantasy convention
that has been around for
several decades. It pro-
motes local and national
talent, specifically artists
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and writers, but also has

all the typical things sci-

fi conventions are known
for. This year they will be
moving into a bigger and
better venue and we plan on
being more involved. You
can read more here: http://
www.soonercon.com/

| understand you made a
movie. What is it called

and what is it about?

"Fear, The Anti-Truth" is
still in production. Itis a
political, religious, hor-

ror, stayre with a lot of
twists. There are many times
while filming | think to my
self "this is too fucking
bizzare even for me". | am a
pretty twisted person but
this film is nothing like

the regurgitated crap that
the film industry puts out
today.

Why did you make it? Is it
going to be in distribution?

| fell in love with the

script and the director. It

has a dark humorous approach
to taboo topics. It will

make people think and laugh.
The director is wonderful to
work with and allows the ac-
tors a lot of artistic free-

dom.

Yes, it will be in distribu-

tion.

What are your next projects?
Wow there are too many to

mention.

If someone wants to learn
more about the Dark Mis-
tress, Toxic Goddesses,
Soonercon, or your new
movie, where can they go?

www.dirkhooper.com
www.toxicgoddess.com
www.meangirimakeup.com
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Interview with Craig Yeung

Taking a break from working
from his hectic schedule of
working on everything from
independent comics to the
top tier characters of both
Marvel and DC Craig Yeung
was gracious enough to say
yes to an interview.

Craig what was your first
professional gig and how did
you get it?

My first professional gig

was inking illustrations for
Games Workshop in their
White Dwarf Magazines. A
friend of mine, Logan Lubera
was kind enough to let me
ink his work way back when.

With having worked for both
DC and Marvel which do you
find are easier to work with
and who gave you more crea-
tive room with their charac-
ters?

Both companies have been
equally easy to work with |
would say. The artists on
the books let me do my thing
with the inks to bring out
their artwork and style.

Working on Batman/ Superman
must been a rush to work on
the big two from DC, are

there any other Characters

you would like to take a

crack at?

Batman/ Superman was really
awesome to work with. It's
such a high profile title

with the two best notable
characters in the DC uni-
verse. For DC, | would say,

I'd like to work on a Wonder
Woman title. For Marvel,
Black Widow.

Can you give us the rundown
on the new project from
Bluewater, the Power of the
Valkyrie?

Power of Valkyrie is a book
based on Nordic mythology
and was fortunate to have
been able to pencil a couple
issues of it while | was on
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inking duty with Marvel.

It's about a female heroine
that inherits the power of
the Valkyrie and must fight
Loki and his minions to keep
her powers. It's being pub-
lished by Bluewater Produc-
tions ( http://
www.bluewaterprod.com) and
Arcana Studios (http://
www.arcanastudio.com). It
came out earlier this year.

For Artist looking to break
into the comic business
would you have any sugges-
tions on whose work to study
or material to read.

There really isn't any de-
finitive way to break into
the comic book business. |
would suggest on always
learning to perfect your
craft. For artists, to take

a lot of life drawing and
learn to draw as many dif-
ferent things as possible,
from lamps to airplanes to
factories and the old lady
crossing the street. |
firmly believe if you keep
at your craft, you will
eventually be noticed.

Who has been your favorite
writer to work with and

would you give any advice to
budding script writers to
make easier for them to work
with artists?

| don't know if | have a fa-
vorite writer, I've been
fortunate enough to work
with good writers in my ca-
reer so it's hard to pick
one. | think a good script
writer will play to the
strengths of an artist. By
this | mean, if an artist is
comfortable working 4-6
panel pages, the script-
writer will not make his
artist work 7-9 panel pages.
This can be very irritating
for artists as it is hard to
show off their artwork. It's
a completely team effort so
if there is some give and
take, it will make the book
SO much stronger.

If people want more info
about you or your projects
where are the best places to
look?

People can find more stuff
about me at
www.brightanvil.com (this is
the studio site, but it is
down at the moment as we re-
vamp it), http://
csyeung.deviantart.com/,
http://www.myspace.com/
csyeung, or http://
www.comicspace.com/
csyeung/ .
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Me On TV? How To Connect
With The Local Media

By Lynne Klippel

If you are an author,
speaker, consultant, or

small business owner, you
have a story to tell. If you

are a savvy marketer, you
know how powerful it can be
to tell that story on tele-
vision.

However, getting the atten-
tion of a busy television
producer can be a challenge.
| recently spoke with An-
drea, the producer of a day-
time television show airing

in a large Midwestern city,
and asked her to share her
tips for getting television
coverage on local stations.
Andrea’s first tip was to
watch the show! Try to de-
termine the demographics or
target audience of the show.
For example, her show airs
mid-morning every weekday.
You can easily infer that

the majority of her viewers
are women or seniors who are
at home during the day. A
show airing at 9 pm would
have a different demographic
and a different feel.

Try to determine the age
group, gender, and interests
of the average viewer. Then,
find a way to present your
book or information in a way
that would appeal to that
audience. For example, if
you have a book on stress
management, you might want

to focus on stress manage-
ment for homemakers for a
daytime show and slant your
information towards the cor-
porate employee for a show
that airs in the evening or
early morning.

Next, create a pitch that
quickly tells producers your
story idea. Television pro-
ducers don't really care

that you've written a new
book; they care about how
their audience would like 10
great tips from your book.
Andrea also shared that most
local television shows like

to find a way to tie the

story into their community.
So, if you have a book about
Italian cooking and your

city has a large Italian
community, you can easily
find a local tie in.

This step may take some re-
search when you are approach
television stations outside

of your local area. Find a
local fact that relates to

your idea and use it in your
pitch. For example, if you
read that there is a confer-
ence in Chicago on home
schooling and your book
gives great information to
help parents home school
their teenagers, you have a
perfect window of opportu-
nity to pitch your show idea
just before, during or imme-
diately after the confer-
ence.
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You have to work fast to get
on television and stay
abreast of current affairs.
The most popular television
shows provide information
that is timely and exciting.
To get on television, you
must know what is going on
in the world. If you can
provide information that re-
lates to a hot topic in the
news, producers will be more
interested in your informa-
tion that if you just have
something generic.

Email is the best way to get
in touch with local televi-
sion producers. They are ex-
tremely busy, especially
right before their show airs
and are unable to take phone
calls at that time.

When you send an email, be
friendly, brief, and to the
point. The producer may get
more than 100 such emails
each day so they do not have
time to read a long, ram-
bling email. Producers will
appreciate the fact that you
have done your research and
are sending them ideas that
pertain to their particular
shows. Don't send a story
idea about home decorating
to a show that features
stock market reports and
business news.

Refrain from sending large
press kits, books, or other
written material unless a
producer requests it. If it

is requested, send it over-

night so that the producer
can review it quickly. If

you have a website, create
an area especially for the
media with downloadable in-
formation, a good head shot,
and your biography. Always
remember how busy producers
are and find ways to make it
easy for them to have you
appear on their show.
Andrea's best advice was to
be persistent but not a

pest. If you have a great
show idea, pitch it to the
producer, follow up a couple
of times, but be understand-
ing if your idea is not se-
lected. Find other ways to
pitch your ideas, always
seeking a tie in to a local
trend, holiday, or something
that is a current hot topic

in the news.

Appearing on television is a
great opportunity to get

free publicity. It is well

worth the time and effort it
requires. You'll not only
have the experience of being
interviewed on television,
but thousands of local view-
ers will learn about how you
can help them. That's a
priceless investment in your
bottom line!







