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Today’s Lecture

� Based on John’s experience with Gathering Sky
� He gave this lecture four years ago
� Most of this material is from his slides
� Hopefully things have not changed too much

� Primarily covers promotion & marketing
� How do you get people to learn about your game?
� How do you get people to download/buy it?

� But also talks about the nature of festivals
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Marketing Essentials

�Website
� Shows off your gameplay (trailer or demo)
� Gives people a way to contact you
� Must make it mobile friendly

� Trailer
� Shows off your gameplay and narrative
� May want to have professionally done

� Screenshots
� Good variety of “action shots”
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The Press Kit

� All of these items plus a press release
� All of your game information in one place
� Has materials a journalist can use in an article

� Make use of presskit()
� Tool for quickly making standardized press kits
� http://dopresskit.com

� Example: Ridiculous Fishing
� http://vlambeer.com/press/sheet.php?p=Ridiculous_Fishing
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Two Schools of Thought

� Closed Development
� The silent force (Blizzard, Microsoft, most AAA’s)
� Depend on putting out consecutive high-quality games
� Build hype through mystery, little leaks of information 
� Requires a dedicated PR staff

� Open Development
� Practiced by many independent developers. 
� Build hype through information, community involvement
� Every engaged community member becomes an evangelist
� Example: Crowfall (Bill Dalton’s visit)
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The Press Release

� Treat “everything as news”
� Upcoming release?
� Public beta?
� Entering Early Access?
� Won an award?

� Key requirements for the release
� Should be about a page (no more)
� Should have news content, plus screenshots
� You are writing their blog post for them
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Corporate vs Game Press Release

� Many resources online for press releases
� They all look very corporate
� Everything is in third person
� Personal bias is avoided
� Sounds very detatched

� This is not how to write your release
� You want to get your game “voice” across
� Not quite ad copy, but close
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Press Releases

� Everything can be news (within reason)
� Want to keep your game from being forgotten

� Keep track of who you have contacted
� And better yet, who has actually replied to you

� Personalize your emails when you can
� An exclusive press relationship can go a long way

� Make cold calls
� Always be trying to make new contacts
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Videos and Streaming

� Streaming is the modern games journalism
� Can have more impact that a game website
� Allows people to see the gameplay in action
� Even negative results can give sales (Flappy Bird)

� There are lots of streaming venues
� Let’s Plays
� Video Reviews
� Twitch.tv
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YouTube Effect
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Social Media

� Facebook Page, Twitter
� Good long term, but high upstart/upkeep
� Social Media is the modern day mailing list

� Twitter is especially important
� Large Indie Games community
� Worthwhile getting engaged
� Keep the contacts you already made
� Keep communication open with journalists
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Game Festivals

� Excellent way to get initial press
� Getting past selection marks you as notable
� Can meet many journalists in person

� Popular festivals in increasing selectiveness
� Boston Festival of Indie Games (BFIG)
� CasualConnect (IndiePrize)
� IndieCade
� Independent Games Festival (IGF) 

� And there are many more
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Event: September
Deadline: April 22nd (Monday)
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Event: Typically October
Deadline: March 25th (late April 25th)
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Event: Typically October
Deadline: March 25th (late April 25th)

Two Months Earlier than Last Year!
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Event: March 2019
Deadline: Fall TBA
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Event: Often January (USA)
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Game Summits and Meet-Ups

� IGDA (Independent Game Developers Association)
� Join them and look for meetings
� Have long thought about having a student chapter

� GDC (Game Developers Conference)
� Not player facing (like PAX), but other developers
� An excellent place to make connections

� Meetup.com
� Find active developers in your local area
� Game development cities have a large indie scene
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What About Virality?

� No one knows how to make something ‘viral’ 
� Companies have tried for many years

� Forced virality comes across as spam

� Marketing is really all about luck enhancement
� Get your word out there in multiple forms

� Hope that something catches on

� “50% of ads are worthless, but not sure which 50%”
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Actually Selling the Game

� For pushing sales, an Apple feature is king
� A feature will dwarf even the best press
� So much that Apple hass considered selling features
� But then this might hurt their value

� Gathering Sky did good sales for a student title
� A minimum wage+ job for the entire team
� John believes it was entirely due to store placement
� They lost potential sales because no iPhone version

Festivals & Promotion23



gamedesigninitiative
at cornell university

the

Useful Tools

� presskit() (http://dopresskit.com)
� Used to create your initial press kit

� Promoter (http://www.promoterapp.com/)
� Used to track your press coverage
� Also great for sending out promo codes

� MailChimp/MadMimi (http://mailchimp.com)
� For e-mail marketing to press and early players
� But personalize the important contacts
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