
 

 
 

 

 
BOB JENSEN is the manager of the National New Media Department for Screen Actors Guild. He works closely with the National 
New Technologies Committee, Interactive Committee, and Organizing Committee, as well as the negotiating committees for all of 
SAG’s contracts. In addition, he is tasked with raising Screen Actors Guild’s profile in the new media arena by working closely with 
SAG members and new media companies.  

A practicing lawyer in entertainment, digital media, telecommunications and business development law before coming to SAG, Bob 
has bachelors degrees in economics and political science from the University of California, Berkley and a Juris Doctorate from the 
University of California, Los Angeles School of Law. 
 
 

 
 
PIERRE DEBS is the senior business representative in charge of interactive and new media contracts for the Screen Actors Guild. He 
oversees the signing and general administration duties of the Interactive and New Media agreements and offers guidance and historical 
reference on issues relating to industrial, interactive and new media contractual matters. 

Pierre came to the Screen Actors Guild in 1995 as a business representative specializing in industrial and interactive contracts. Prior 
to joining SAG in 1995, Pierre was a working professional in the television and motion picture industry with a wide range of credits 
including Amazing Stories for NBC (writer), Doc Severinsen Live (first trumpet, orchestra) and Return to Mayberry (Andy Griffith’s 
stand-in for the 1985 television special).  Pierre earned a masters degree in music and has completed post-graduate studies in 
orchestral composition and orchestration from the University of North Carolina, Greensboro. He studied music scoring in Los Angeles 
with famed TV and motion picture composer Earl Hagen.  
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Screen Actors Guild  
Interactive Fact Sheet 

 
• Most of the biggest video game franchise titles use SAG talent: Call of Duty, Saints Row, 

Grand Theft Auto, Metal Gear, Halo, and Final Fantasy, just to name a few.  
 

• SAG talent also plays a starring role in most film-derivative video games, including such 
hits as Spiderman, Madagascar, Kung Fu Panda and Transformers. 
 

• SAG has been helping producers to create the most compelling video games on the planet 
for the last 20 years. The first games SAG signed were developed way back in the 1980s.  

 
• In that time, SAG has signed nearly 1,500 video games and done business with literally 

hundreds of companies. 
 

• In 1993 SAG formalized a special contract specifically for the video game market. The 
first game to be made under this new ground breaking contract was Ground Zero Texas, 
made for the Sega CD console.  

 
• SAG highly values our partnership with the video game industry.  To ensure that the 

creative and business needs of the industry are met, SAG recently created its National 
New Media Department. Collectively, the department’s staff members bring decades of 
experience to working with and understanding the video game industry. 



 

TESTIMONIALS 

 

Voicegroup Inc. has been working with SAG Interactive for well over 15 years and has very much enjoyed this 
rewarding relationship. Thank you, SAG and its members, for being such a wonderful resource for us. 

-- Jurgen Peretzki Voice Director/Producer 
Voicegroup Inc. 
 
I’ve been in the video game industry for 14 years, with the last four years spent as voice over and talent services 
manager at Soundelux Design Music Group in Hollywood. I’ve been involved in the voice over aspect of game 
production for most of those years.   

Our clients take their projects very seriously, and we take pride in presenting them with the best of the best. Each 
year the audio landscape of a game relies more and more heavily on the dialogue and the actors who voice those 
characters. SAG has been instrumental in helping us help our clients find those voices. 

In my opinion, using union talent is incredibly beneficial. The pool from which to find qualified talent is 
extremely large – a cross between new actors and seasoned veterans. The actors know their craft and most 
practice it frequently. Not to say there aren’t extremely talented non-union actors out there. But, they are harder 
to find and you have to beat down a lot of doors and dig in a lot of trenches before you find that one golden 
nugget.  

A large percentage of our business is based on union work and our clients are absolutely pleased with the 
performances of these fine actors. 

-- William “Chip” Beaman, Voice Over Manager & Business Development  
Soundelux Design Music Group 

To finally cross the uncanny valley we need characters that not only look, but feel, truly human. We need 
characters that convey real emotions and can convey real sentiment. To do this we need real actors. We need 
trained professionals who have spent a lifetime breathing life into constructs. Without them, we will forever 
remain on this side of the valley wondering why we cannot cross. 

-- James Portnow, CCO, Divide By Zero Games 

While you may be concerned that working with union talent is “too complicated,” working with SAG actors is 
easier than you may think. The SAG employees are helpful in guiding you through the process and answering 
questions regarding your specific needs. As videogame production begins to mirror film production, my clients 
agree that the hiring of union talent is more cost efficient than not. In my 20 years working with SAG, I have 
always had positive feedback from clients regarding the quality of talent.  
 
-- Denise Diehl, Neat Deal Productions 


