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Who you?

Casey Yano
Co-Founder / Game Developer
devs@megacrit.com





What’s Slay the Spire?

Early Access rogue-like deck-building game



99%!!!



What’s Marketing? (1 of 2)

“Marketing refers to the activities of a company associated 
with buying and selling a product or service. It includes 
advertising, selling and delivering products to people.”



What’s Marketing? (2 of 2)



Pre-Early Access

2 years of “Silent” development



Social Media, It’s Not Working!?



Festivals! Conventions!



Trailers for Card Games: Impossible?



Cold Calls (E-mails)





Early Access
Release Day!!!



First 2 Weeks



What were we doing?
● Weekly updates
● Beta Branch
● Fixing bugs
● Redesigning Cards
● More Relics
● Act 3 (our last level) wasn’t completely done



“Keymailer is great. 5/5”
-Casey Yano



First 3 Months



“Twitch is great. 5/5”
-Casey Yano

On Streamability...



“Marketability: The ability of a commodity
 video game to be sold or marketed.”



“The Product Sells Itself.”
(the dream)



Weekly Updates?!





Kill All the Bugs!



User Experience (UX) Design



Less
Words
Good



Localization (1 of 2)



Localization (2 of 2)



Hardware Compatibility
(play it your way!)

● MacOS (4%) + Linux (0.5%)
● 15% of users have <4GB RAM
● 5% of users have <2Ghz CPU speed
● 13% of users run the game at 1366x768 resolution
● Controller Support



~The Future~

Play it on all the things!
(there’s no escape)



…and Thank YOU for Playing!



Q&A


