




 















































1 Matt Hills defines hyperdiegesis as the production of a “vast and detailed narrative 
space, only a fraction of which is ever seen or encountered on screen” (137). 











2 http://www.nbcuni.com/cable/usa-network/ 



3 http://www.deadline.com/2011/12/2011-basic-cable-ratings-usa-still-on-top-history-fx-
up-nick-at-nite-tbs-down/ 















4 Jason Mittell identifies the 1990s to the present as the era of television complexity.  





5 In late 2013, USA Network launched a new look and navigational interface for 
www.usanetwork.com. This thesis reflects most of those changes, however, the online 
trivia games discussed in this chapter have since been removed from the show’s website.  













6 http://www.movieweb.com/news/usa-network-announces-online-burn-notice-game 





 

7 Social sync is USA Networks’ second-screen platform, whereby a mobile device 
offering additional content is monitored simultaneously during a show’s broadcast. This 
form of engagement will be explored in more detail in the following chapter.    















8 In a recent collection of essays entitled, Connected Viewing: Selling, Streaming & 
Sharing Media in the Digital Age, the authors argue that connected viewing is an 
emerging mode of viewer engagement that creates new relationships between audiences 
and media texts. In their contributions, Hye-Jin Lee, Mark Andrejevic and Ethan Tussey 
contextualize and theorize second-screen platforms as a from of connected viewing.  



9 http://gigaom.com/2012/09/09/can-breaking-bads-story-sync-get-viewers-to-give-up-
their-dvrs/ 



10 http://www.nielsen.com/us/en/newswire/2011/in-the-u-s-tablets-are-tv-buddies-while-
ereaders-make-great-bedfellows.html 
11 http://www.businessinsider.com/second-screen-industry-set-to-explode-2013-7 





12 http://tvbythenumbers.zap2it.com/2013/05/31/amc-launches-the-killing-story-
sync/185270/ 











































13 See, for example:  Buffy and Angel Conquer the Internet: Essays 
on Online Fandom. McFarland & Company, 2009; Stein L. and Busse K. in 

McFarland & Company, 2012.  
 

 













 









14 See Elizabeth Evans’ chapter on “Spooks Internet and Digital Gaming” (85-114) 
makes the argument that flash games play a crucial role in the television industry’s 
development of transmedia storytelling.  

15 The authors of Connected Viewing: Selling, Sharing, and Streaming Media in a Digital 
Age (2013) are the first to offer a set of methods and perspectives for studying second 
screen engagements as a form of connected viewing.  
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