
THE DIARY OF A
MODERN PR CAMPAIGN
How to Plan Your Game's Promotion

@Olima / Thomas Reisenegger



LOL

LOL

LOL
LOL

LOL

LOL

LOL



Selling games is actually coffee
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TOPICS TODAY

I. What really sells games?

II. 5 phases of a PR campaign

III. Summary 
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● Future Friends Games, Founder
Brighton, UK

● Worked on over 40 games including
League of Legends, SMITE, Paladins, Endless 
Space 2, Northgard, A Normal Lost Phone, Orwell: 
Ignorance is Strength, What the Golf?

THOMAS REISENEGGER

INDIE GAME PR SURVEY 128 STUDIOS
@olima



WHAT REALLY 
SELLS GAMES

CHAPTER I



QUALITY

WHAT REALLY MOVES THE NEEDLE?

GDC 2018 / @olima



How many Steam games have great 
reviews but little exposure? 



QUALITY

WHAT REALLY MOVES THE NEEDLE?

BRAND
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Over 2 million sold
Over 6,000 sold 

(in the first 2 months)

Introversion Software Youtube channel



QUALITY

WHAT REALLY MOVES THE NEEDLE?

BRAND
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MEDIA



“Blackwood Crossing pushes the 
boundaries for narrative-driven indies”

8.5 “The truth Blackwood Crossing finds is 
unforgettable and emotionally wrenching.”

Under 5,000 PC sales 6 months after launch (Steamspy) 
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QUALITY

WHAT REALLY MOVES THE NEEDLE?

BRAND
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MEDIA



QUALITY

WHAT REALLY MOVES THE NEEDLE?

BRANDMEDIA

YTer + 
STREAMER
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QUALITY

WHAT REALLY MOVES THE NEEDLE?

BRAND

PLATFORM

MEDIA

YTer + 
STREAMER

SOCIAL 
MEDIA





What do you think helped selling your game?

Indie game PR survey 2018
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THERE IS NO MAGIC BULLET*

* in 99.9% of the cases, please don‘t rely on being the 0.1%

NO NO NO NO NO
NO NO NO NO NO
NO NO NO NO NO

NO NO NO NO NO 
NO NO NO NO NO 
NO NO NO NO NO
NO NO NO NO NO
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WHAT WENT RIGHT?

STORE 
FEATURE

LAUNCH
BUILD-UP
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THE FIRST TREE

• 12,000 Steam wishlists

• 4,700 Twitter followers

• 4,400 mailing list subscribers 

• 1,300 Tumblr followers
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WHAT WENT RIGHT?

STORE 
FEATURE

LAUNCH
BUILD-UP
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WHAT MAKES A GAME SELL?

AWARENESS

CONSIDERATION

FAN

CUSTOMER

Buys game



WHAT MAKES A GAME SELL?

CONSIDERATION

FAN

CUSTOMER
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5 PHASES OF 
A PR CAMPAIGN

CHAPTER II

Where the magic happens



PR TIMELINE

REVEAL LAUNCH

I: Set-up

Learn to brew a coffee 
that is worth buying
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1. Make a game that people care about & learn to talk about it

Top 5 to dos
Set-up phase
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I. Make a game that people care about

PUSH PR / PULL PR
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I. Learn to talk about your game

Friends testFriends test

Short text

Friends test

Short text

Long text

Zombie slayin’ rhythm 

shoot-em-up Double Kick Heroes

Meditative bird experience game Fugl

Fugl is a meditative game in which you experience the thrill of flying as a bird. 

Feel the breeze under your wings as you glide serenely across picturesque 

landscapes, or kick up the excitement and soar up steep cliffs like an eagle. With 

no set rules the free roaming gameplay lets you discover the unspoilt beauty and 

secrets of the world at your own pace.

Fugl’s world is a vast and unique voxel playground. It is procedurally generated yet 

carefully crafted, with diverse areas to explore. Discover tropical beaches, snowy 

mountains, endless deserts and old growth forests. Each environment is rich in 

diverse wildlife with hundreds of animals to find. All are fascinating to observe, and 

you may even be lucky enough to stumble across rare mythical creatures. Spend 

time with these other animals for your bird to take on new visual characteristics and 

flying behaviours inspired by them.
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1. Make a game that people care about & learn to talk about it

2. Pick your news beats

Top 5 to dos
Set-up phase
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II. NEWS BEATS

+ Game announcement

+ Reveal

+ First gameplay video

+ PR stunts

+ Ports

+ Feature videos

+ Release date

+ Release

- Demo

- Kickstarter

- More gameplay videos

- Awards

- Localisation

- Small updates

- Discounts

- Out of EA launch
GDC 2018 / @olima



1. Make a game that people care about & learn to talk about it

2. Pick your news beats + - + -

3. Pick the right channels

Top 5 to dos
Set-up phase
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III. PICK THE RIGHT CHANNELS

Press / influencers

GDC 2018 / @olima



1. Make a game that people care about & learn to talk about it

2. Pick your news beats + - + -

3. Pick the right channels

4. Make a PR plan

Top 5 to dos
Set-up phase
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IV. PR PLAN

GDC 2018 / @olima



IV. PR PLAN TIPS 

● Start: release date 

● Leave 2-3 weeks between beats

● Review codes 3 weeks before launch

● Double check dates

● Bank holidays

● Game releases (releases.com / steamlist.net)

● Events (gameconfs.com / pomoterapp.com/calendar) 
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Biggamemachines – Survey of game‘s journalists

http://www.gameconfs.com/
https://promoterapp.com/calendar


1. Make a game that people care about & learn to talk about it

2. Pick your news beats + - + -

3. Pick the right channels

4. Make a PR plan

5. Set up monitoring

Top 5 to dos
Set-up phase
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V. SET UP MONITORING

• Alerts

• Website traffic 
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1. Make a game that people care about & learn to talk about it

2. Pick your news beats + - + -

3. Pick the right channels

4. Make a PR plan

5. Set up monitoring

Top 5 to dos
Set-up phase
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PR TIMELINE

REVEAL LAUNCH

I: Set-up II: Pre-reveal Test the coffee & refine it
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Top 5 to dos:
Pre-reveal

1. Set up channels 

2. Start community building
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Start community building
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Top 5 to dos:
Pre-reveal

1. Set up channels 

2. Start community building

3. Experiment
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EXPERIMENT
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Top 5 to dos:
Pre-reveal

1. Set up channels 

2. Start community building

3. Experiment

4. Prep reveal trailer, A LOT
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REVEAL Trailer!!!!!!!!!!!!!!!!!!!!!
!!!!!!!!!!!!!!!!!!!!!
!!!!!!!!!!!!!!!!!!!!!
!!!!!!!!!!!!!!!!!!!!!

82%

Who made your launch trailer?

Someone from the team

We didn't have a launch trailer

Trailer company

Publisher

Freelancer

Someone from the team + trailer
company



Top 5 to dos:
Pre-reveal

1. Set up channels 

2. Start community building

3. Experiment

4. Prep reveal trailer, A LOT

5. Don‘t rush it !!!!!!!!!!!!!
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PR TIMELINE

REVEAL LAUNCH

I: Set-up II: Pre-reveal III: Pre-launch

Launch build up
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Top 5 to do list  
Pre-launch

1. Keep pushing

2. Store optimization 
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Steam Store optimization

WATCH on YouTube: More Than Luck – Strategies for Success on Steam

It‘s ok if you make a loss 
during launch as long as 

Valves makes profit



Top 5 to do list  
Pre-launch

1. Keep pushing

2. Store optimization

3. Attend shows / previews  

4. Think in headlines

5. SURPRISE!

Press appointments -
beforehand
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Random pre-launch tips

● NEVER announce date before passing cert

● Let community help ping Streamers and 

Youtubers

● Find contacts
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PR TIMELINE

REVEAL LAUNCH

I: Set-up II: Pre-reveal III: Pre-launch IV: Launch

party
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TO DO LIST 
Launch day

 Launch trailer

 Launch your game 

 Press communication 

 Reach out to YouTubers and Streamers

 Blow all social horns (+ imgur and reddit?)

 Encourage day 1 reviews
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Encourage day 1 reviews

icopartners.com/steam-newsletter
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PR TIMELINE

REVEAL LAUNCH

I: Set-up II: Pre-reveal III: Pre-launch IV: Launch V: Post-launch

Stay relevant

GDC 2018 / @olima



GDC 2018 / @olima



How long after release did you stop your PR 
& marketing activities?

61,2%

38,8%
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TOP 5: To dos 
Post-launch

1. Figure out how much post launch support makes sense
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Can week-one Steam sales predict 
first-year sales?

● Average = 5.1x 

● First week / $10K
First year / Could make $50k

https://www.gamasutra.com/blogs/JakeBirkett/20180206/314393/Blog_Can_weekone_Steam_sales_predict_firstyear_sales.php



TOP 5: To dos 
Post-launch

1. Figure out how much post launch support makes sense

2. Manage review scores

3. Follow up with press / influencers

4. Build and keep a fan base

5. Plan your updates right

GDC 2018 / @olima



GDC 2018 / @olima

Plan your updates right



TOP 5: To dos 
Post-launch

1. Figure out how much post launch support makes sense

2. Manage review scores

3. Follow up with press / influencers

4. Build and keep a fan base

5. Plan your updates right
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SUMMARY

CHAPTER III



Summary

1. Store feature vs launch build up

2. keep the sales funnel in mind



Summary

Keep pushing



Thomas Reisenegger

@Olima

Future Friends Games


