
So You're Ready to Pitch to a Publisher? 
(You're Not)
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CEO, Finji

Presenter
Presentation Notes
Introduction to title and my name



Presenter
Presentation Notes
Background on why I am talking about this- Who is Finji, what have we done and what are we doing.



Friend: Hey, so, I’ve been working on this thing…

And I was asked for this…

Do you and/or Adam have time to…

Presenter
Presentation Notes
Where did this talk come from, why are we here talking about it?



●Before you pitch- Understand what you are making
●Before you pitch- Understand the audience
●Before you pitch- Understand the pitch
●Before you pitch- Understand the deliverables

Presenter
Presentation Notes
3 things they will learn- who are they talking to will change the things that you will say, the way the pitch is construted is not just the things you think about your game but also the things other people think about your game, the assets matter- this is what they are and this is how they are formatted.



Presenter
Presentation Notes
State of game development. Ideas from the outside looking in. State of game development. Ideas from the outside looking in. 
�Gold rush, what is the reality? REvenue share splits, high production value, years in development
�Gold rush, what is the reality? Revenue share splits, high production value, years in development



Presenter
Presentation Notes
Reality of indie sales. How we design finji budgets and hopeful finji sales. 
�How did we build our team? How do we work? Internal versus publishing projects. Ideas versus making things.
�



Understand what you are making

Step 1: A Prototype

Presenter
Presentation Notes
This is the stage before you show.
Prototypes are not Vertical Slices or System complete proof of concept- what the hell did we call this for systems based games that can’t hit vertical slice until late in development?
Tunic, Overland and NITW



Prototypes that work are simply proof that 
mechanically you are onto something.

Presenter
Presentation Notes
Proof of concept and prototype- blurred lines between a 5 minute encounter with proof of concept and a longer prototype which can take that and build it out to a 15-60 minute experience.



Presenter
Presentation Notes
Tunic= dorito fox combat arena. Tunic is an action adventure game heavy on combat- does it feel good? Can this sustain a longer adventure game?



Presenter
Presentation Notes
NITW= Longest Night- why? Main story mechanic, do the branching pathways work? Can it sustain 20-30 minutes of conversation, does it break? Is it scaleable?



Presenter
Presentation Notes
Overland= 2d pixel art grid, are the mechanics solid, do the test players get engaged, are they digging for more than is there?




Presenter
Presentation Notes
Do publishers pay for prototypes?
I imagine someone alive gets paid. But it isn’t me and probably isn’t you either. Don’t expect a publisher to pay for you to attempt to start your game.
It often takes several prototypes to land on the idea that works- or most likely it is a combination of all the prototypes you just built.




Understand what you are making

Step 2: A Vertical Slice







Presenter
Presentation Notes
Weird states of vertical slice in mechanics based games. First Playable
Because of the way these games are made, polished art is later.



OMG. A Vertical Slice Exists!

But who are you talking to?

Presenter
Presentation Notes
PAUSE: 

Some terms: 
SIM Ship 
Porting Partner
Platform Holder




Who are you pitching to?
● Your team.

● People who play games in your title’s genre.
● People who don’t play games in the genre or don’t play games

● Journalists
● Platform Dev Relations

● Investors
● Publishers

Presenter
Presentation Notes
I need to run through the different types of people you talk to when delivering a pitch- specifically combining the idea that talking to journalists/publishers/platform holders and rando on a show floor are all versions of a pitch




Presenter
Presentation Notes
The idea that often the best ways to talk about your game comes from the people outside of your dev process. Examples- where did Overland’s one sentence come from, it’s evolution (mostly journos). Story about Panoramical’s one liner coming from a fan at a booth.




Presenter
Presentation Notes
Playtest with others in your community, listen to them as they play your game. What words are they saying. How are they describing your game and game play.



Please watch out for acronyms.

Are you so far in game development culture that your 
language cannot be parsed by a regular person?

Presenter
Presentation Notes
Acronyms
Words that only mean something to other developers
How do you talk about your game in words everyone can understand?

Overland: biome, level versus area or scenario, 
What does rogue-like mean to the average person who walks up to your booth? What does crafting mean? What does procedurally-generated or randomly generated mean to the person who would love your game but doesn’t currently play in that genre?
Close calls and narrow escapes- not just a strategy game
Sprawling story, not just a narrative adventure
Not just a combat focused action adventure game starring a fox with a sword- a game about a fox, on an adventure, uncovering secrets and fighting monsters.

Do you know the required terminology




Meet your audience halfway
● Can you talk to experts and also to those who know 

nothing about video games?

● Can you quickly identify common ground in a 
conversation and explain complex terms in shared 
experience?

● Do you know how your work might fit into the 
broader culture of media? Have you ever thought 
about it?

Presenter
Presentation Notes
Can you talk to both the expert in your genre and someone who hasn’t played games in 15 years.
Can you find common ground with the person to draw them into the world you are creating without alienating them with exclusionary vocabulary
Can you talk about influences from popular culture, can you talk about the audience need you are trying to fill with your game?

Not all decision makers are game players.
Not all game players play your genre.
Not all consumers read game sites.
Not all investors have a clue what you are talkin about.
Be careful about inventing a new genre with a stupid name when a perfectly fine genre exists and you can just add a qualifier. Ex/ Survival Strategy





● We identified what we are making AND we 
have a vertical slice to show.

● We identified the person we are speaking 
with.

● Now what?



Understanding Your Pitch Materials

Oh nooooo…..



Presenter
Presentation Notes
The pitch, screenshot as marketing, can you tell someone about your game in a sentence. DO you know your genre? Your hook?



Presenter
Presentation Notes
Your pitch document

Slide show, pdf export, How is this used when it leaves your hands- This is used to pitch your game internally at all companies. This needs to do YOUR work without YOU being there.

Finji’s are 5-8 pages, no automatic inclusion of budgets, these are separate. Goal is to sell the game to a new player- to make someone SO excited they want to play, they want to work with you, they want to support your title.

who you are
what your background is
how long it’s gonna take to make your game
how much it’s going to cost
and so on




What kind of deliverable art go into a 
pitch deck?

Assets. METADATA ASSETS









Screenshot Theory

● For the full post read here: 
https://blog.adamatomic.com/post/172749451585/gdc-
wrap-up-part-2-screenshot-theory-spring

● What is your games main attraction- aka the fantasy?
● Does your screenshot showcase that main attraction?
● Does your screenshot show directionality?
● Does the screenshot show the main gameplay loop?

Presenter
Presentation Notes
Screenshots (1080x1920, better start making 4k too)

��




● Where does your game spend all its time?

● What is the player’s identity and available actions?

● What sorts of objects and items are there?

● Before, during, and after: can you tell what just happened and what WILL happen?

● Can you read the directionality and lines of action in the game?

● What changes in your game as you move through it?

Questions to ask yourself (1)



Questions to ask yourself (2)
● Are the environments or backdrops quite different from screenshot to screenshot?

● Does the player identity change or shift?

● Do the actions available to them change from screenshot to screenshot?

● Does a stranger need to have played this actual game in order to tell what’s up in the screenshot?

● Do they only need to have played other games in your genre?

● Do they only need to be vaguely aware of the notion of what a videogame is?



Presenter
Presentation Notes
How do these change as development progresses.

Trailer









Presenter
Presentation Notes
Learn when and how you should contact possible partners in the indie publishing space. Contacting mistakes: email , bad research lore financials publishers publish things they love, show your audience, your storefront, your possible investors and publishers your game.



● Duration of Project
● Staff working on Project
● Cost per month per staff
● Overhead: Building, Equipment, 

Services
● Legal/Accounting
● Insurances

Presenter
Presentation Notes
Budgets
Recoup Terms- 
Revenue Share




Don’t send a budget unless you 
are asked for a budget.



●Before you pitch- Understand what you are making
●Before you pitch- Understand the audience
●Before you pitch- Understand the pitch
●Before you pitch- Understand the deliverables

Presenter
Presentation Notes
3 things they will learn- who are they talking to will change the things that you will say, the way the pitch is construted is not just the things you think about your game but also the things other people think about your game, the assets matter- this is what they are and this is how they are formatted.



Good luck.
Rebekah Saltsman

Finji
@bexsaltsman

Presenter
Presentation Notes
Introduction to title and my name
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