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Gaming
industry
keeps IP
lawyer on
his toes

Marc A. Sockol is a partner in
the intellectual property practice
group at Sheppard Mullin Richter
& Hampton LLP. He is the man-
aging partner in the firm’s Menlo
Park office. He has drafted, pros-
ecuted and defended more than
750 patent applications across a
broad spectrum of technological
areas.

Q: What does your firm’s
new gaming group do and
what’s your role?

A: The gaming group draws
upon the industry knowledge
and skills of attorneys and sup-
port staff across various practice
groups to represent large and
small clients with intellectual
property, litigation, licensing,
transactions, financing, regula-
tory and other matters. By antici-
pating issues arising in the gam-
ing industry, the group is prepared
to respond to client needs with-
out the traditional preparation
costs. Within Sheppard Mullin,
I participate in group activities
designed to anticipate emerging
trends and concerns, so that the
group is prepared to manage is-
sues before they arise.
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Marc A. Sockol, managing partner of Sheppard Mullin Richter & Hamp-

ton, Silicon Valley.

Q: What types of IP do you
deal most with in the gaming
industry?

A: Compared with that of other
high-tech market segments, the
rate of innovation within the gam-
ing industry is incredibly high.
As a result, it is increasingly reli-
ant on patents that issue quickly
to protect existing market value,
on broad scope to capture current
and future product development,
on powerful trademarks to brand
the next generation games, and
on IP portfolio acquisition be-
cause a company can purchase IP
with little to no wait-time.

Further, the gaming industry is
expanding technology and creat-
ing new opportunities. For exam-
ple, gaming companies provide
new ways for players to interact

with the games and with each
other. And the visual display and
types of interaction that drives
gamers cannot be hidden. Con-
sequently, the gaming industry
cannot rely as much on certain
forms of IP protection, such as
trade secrets.

Q: What trends are you see-
ing in the gaming industry?

A: The Silicon Valley gaming
industry continues to focus on
what it does best: game devel-
opment. Gaming companies are
increasingly reliant on outside
counsel to identify protectable
technologies and also to assist
with identifying potential prob-
lems before they occur.

Recently, I have been receiving
more requests for open source

software support than I have in
the past. As open source tools be-
come equal to or more powerful
than proprietary software, man-
agement of open source tools will
become increasingly important to
the gaming industry.

Q: What’s an interesting
new patented product you’re
involved with?

A: The Ultimate Game Chair
video game chair. It is a surpris-
ingly inexpensive video game
accessory that cooperates with
current game consoles, vibrates
to game events, blasts music in
the user’s ears, and draws you
into the game experience. Quite
cool! Just be careful not to buy a
knock-off.
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