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Carving your niche: A deep dive into
Hooks, Players, Revenue &
Competition
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How to decide whether self-
publishing or going with a publisher
is the better option?
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Kickstarter 101 - the top 10 mistakes to

avoid and why it's worth all the efforts

A Short Marketing Checklist (Don't
Overcomplicate It)

¢ ZWI ZAUSCH |

TOUKANA INTERACTIVE

High Stakes: Releasing a game
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releases
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Basic Market Analysis for Indies
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Breaking Through the Noise: PR
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No Hype. Just Marketing - What indie

studios really need to get discovered,

played, and wishlisted

) IRENE PREUSS |

ROOST GAMES

Community Building: Discord - What
works what does not work?/
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Part 2: Self-Marketing: Be indie, be

creative, be open, be honest, be
authentic. And work your ass off.
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Part 3: Steam Marketing: What can |
do to increase the visibility of my
game on Steam?
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Surviving 10 Years as an Indie Studio:
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