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Gathering Sky (2015)





The Last Clockwinder (2022)



Marketing 101 - Crash Course



Marketing 101 - Crash Course

Marketing is about maximizing your luck.



What you will need:

Website
Trailer
Screenshots
Press Kit

Marketing 101 - Basics



Strategy 1 - Closed Development

The silent force (Valve, Microsoft, most AAA’s, Apple)

Depend on putting out consecutive high-quality games

Build hype through mystery, little leaks of information (ie. HL3?)



Strategy 2 - Open Development

Practiced by many independent developers. 

Build hype through information and community involvement

Every engaged community member becomes an evangelist



Social Media

Require building a following:
- Twitter
- Facebook
- Instagram
- Discord

Don’t require building a following:
- Reddit
- Tiktok
- Imgur



PR - Press Releases 



PR - Press Releases 





Pitching Your Game

Press release should have a pitch targeting players/investors
- Elevator pitch (1 sentence)
- Narrative Pitch (1-2 sentences)
- Gameplay pitch (2-3 sentences)

Meredith Hall is an excellent resource 
- https://medium.com/@merryh/how-to-build-a-brand-handbook-

brandbook-876f9c8644eb)



Pitching Your Game

Elevator Pitch
- One sentence, short and snappy, easy to recall
- Should convey demographic/similar games w/o you saying it

Narrative Pitch
- Should convey the emotions, not the story/plot
- Word choice very important here

Gameplay Pitch
- Highlight how the player interacts with the world
- But do not explicitly name your genre



Putting it Together

Elevator Pitch
Narrative Pitch

Gameplay Pitch



PR - Youtube/Twitch/Influencers

Overgrowth preorder sales before 
and after nerdcubed released a let’s play 
(credit: Wolfire Games)



Google “Game Festival Calendar” or “Game Conference Calendar”

Festivals / Shows



Hiring Someone Else

Unnamed Marketing/PR Company:

Marketing - 6 Months Minimum - £4,000
PR - 3 Months Minimum - £3,000
Influencer Marketing - 2 Months Minimum - £3,000
Community Management - 3 Months Minimum - £3,000
Steam Optimisation - One-off Cost - £2,000

Hourly Consulting - £200/hr
Community Management (Hourly) - £200/hr



Game Making as a Business 



Business Development (Making Friends)

Meetup.com
IGDA (Independent Game Developers Association)
Conferences – just go, hang out, and be a nice person.

Have to live in a big city (SF, LA, Seattle, NYC)  🙁
You can also hire someone to do this (Agents, Publishers)



Platform Partnerships

Oculus
Sony
Microsoft

Apple
Google

.. Netflix?



Publishers

Provide business services and funding in exchange for revenue share.

Devolver
Annapurna
Kowloon Knights

Very easy to get screwed over, but can definitely be worth it.



Venture Capital

Provide funding and networking in exchange for company ownership.

A16Z
YCombinator
1up Ventures
Tencent (kinda)

Requires you to sell/IPO your studio ~7-10 years in the future.



Planning for the Long Term

● All-in on one game. 

● Multiple games at once (pipelined).

● One for them, one for us.

● Games as a service.

● Wealthy patron (?)



Case Study
Gathering Sky



Case Study
The Last Clockwinder


