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A Step-by-Step Guide to
Building Steam Wishlists
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Plenty of PC developers and publishers
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talk about Steam wishlists
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But why are they important,
and how do you even build wishlists?
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Who is this guy?

Hello! My name is Mike Rose
| was previously Editor at Gamasutra

| started publishing label No More Robots
in 2017

We’ve had a fair amount of success in our first
three years

Enjoy this entirely natural photo of me
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What is No More Robots?

- No More Robots is yet another publishing label
. ...but we like to think we do things differently

- We've had a bunch of successes, including
Descenders, Yes, Your Grace, Hypnospace
Outlaw, Not Tonight, and more

- We use real data to work out why people buy
games

- We also focus on games that don’t follow trends,

and carve their own paths and genres j‘l
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Why No More Robots focuses on wishlists

1.  Wishlists are an easily trackable value
2. A portion of wishlists represent a solid intent to buy

3. You'll be able to very roughly estimate how many sales
you're going to achieve

4. People who wishlist your game, will be emailed when
your game goes on sale post-launch
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Your first week sales, will be roughly equal to

20% of your pre-launch wishlists numbers

(This figure keeps getting smaller and smaller,
but right now it's around 20%)
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What about wishlists on other stores?

o Itis possible for users to wishlist your game on other
platforms, including Nintendo Switch and Xbox One...

o But it's not actually possible to track those,
or use them in a meaningful way

e For console, you'll want to focus on pre-orders
e On Steam, pre-orders don'’t class as day one sales!
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The goal is around
12,000 wishlists at launch

So let’s work out how to get there!
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Your announcement is *everything®

e | cannot stress enough how important your
announcement Is

e Thisis the moment you show the holy Steam algorithm
that you mean business

e Your announcement sets the tone for the rest of your
campaign

e Do not “soft” launch your Steam page T’
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Hang on, "holy Steam algorithm™?

Your game is shown to Steam users based on various hidden
algorithms, which respond well to:

o External link traffic

o Lots of people searching for your game on Steam itself
e People clicking your game through other games

You want to funnel people to your page all in one go T’
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When should you announce?

e For most games, aim to announce
around 4-6 months before launch

e This allows enough time to build hype...

e ...but not too long that you're struggling to
keep that momentum going

e The older the wishlist, the less likely it is to oo oo o
convert to a sale Data from Alina Cebula, Brave at Night

W
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Announcement checklist

v Steam page is set up and approved by Valve

v Eye-catching trailer is ready to go live

v Appropriate press contacted prior to announcement
v Demo build ready to send to YouTubers

v Discord server set up

v Steam tags are added .
v Striking key art WESRE
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Driving wishlists through beta signups

AAARRRRRGH!

o« The best way to get people to
wishlist your game...

e IS togivethem a tangible reason to do so

e Werun "betas” for each of our games,
which are essentially demos

e We ask people to wishlist the game as
part of the sign-up process

e [These wishlists aren’t worth as much...
e Dbut help to turn the algorithm in our favor

Sign up to the Yes, Your Grace beta

Hey there! If you've managed to find this page, it probably means you're looking to sign up to the upcoming beta
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Driving wishlists through community

@ Yes, Your Grace v " the-throne-room Follow All announcements for Yes, Your Grace and the Meta-Game will.. M # &,

e No More Robots uses Discord S r&; G
S e rV e rS to b ri n g to g et h e r' » 7 moderator-only 4 days until the Yes, Your Grace beta -- make sure you've signed up at #beta-signup!

| -and-rul
¥k Weicome: Ancinlles King @™"*°# King Bork ="~ of Atana rides into Davern, and looks upon the burning wreckage of
¢ the-throne-room AR . the Radovian Siege.

communities for our games

Davern has thrown the remaining Radovians into the prison cells (#house-radovia), although the

1t kingdom-of-davern dungeons are now incredibly full.
u u u
o W e d r I V e WI S h I I S tS t h rO u g h t h e S e FREKIEcOm otatana "Now that this... silliness is over with, it's about time Atana sorted the land out,” cries King
1 kingdom-of-radovia @""*%s King Bork »°*"". "For now, while Davern tries to find its feet, Atana will take over control

of the land, so as to keep things running smoothly."

¥ #+ pick-your-h
CO m m u n It I e S y a n d ru n m e ta - g a m e S to . e "And of course,” he continues,” we have a wedding to plan! @[Prince] Bun of the Glow and

v YES, YOUR GRACE + @[ Princé] Davizh will marry this Thursday! Let us prepare the festivities!"

ke e p th e CO m m u n Ity h a p py Wh I I e O u r i On Thursday, @[Prince] Bun of the Glow and @[ Princé] Davizh will marry, uniting Davern and
+ bug-reports Atana as one. As with the previous feast, you should be looking to prepare speeches, emotes,
dev teams finish off their games

1+ game-spoilers and exciting displays for the wedding. Only 3 days to go!
B4 O & 13 $4 O5 %

1" house-davern
12 November 2019

1" house-radovia . & & m

o Community-building is particularly =
important in the beginning, and ;
during the launch

1" mod-chat

11 the-royal-mail

» 1 off-topic
» | market-test

» I culture-centre
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Driving wishlists through YouTubers

To keep the Steam algorithm entertained, we
try to pepper videos from YouTubers
throughout the pre-launch months

Use the demo build you gave to the “beta”
participants

You can also drive wishlists through your own
videos! Make sure you put a “Wishlist Now!”
link at the top of every and all YouTube video

you upload about your game N
MORE
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Driving wishlists through localization

Steam is more likely to show your game to people,

If your game is available in their language

Rather than waiting until near launch to list the
languages, make localization decisions before
announcement

Translate the store page into those languages,
and make sure the correct languages are selected
for the side bar

BRI, EEElsRl, BhEsinE. B8R
Wﬁ)\ﬂﬁi B%ltt’.Z% ﬁﬂ@
HEEFEEE., ExXZ BT FENRREE

= &E#ET, ER.

T Rl 277
R FRIE (2 428

ETSE 202053E6H

EE Brave At Night
No More Robois

Be HR mEDR BN 55 RE -
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Driving wishlists through Steam tags

RPG

b

e You can pick up to 20 “tags” for your game — Simulation ‘
essentially genres and terms that fit your game SR :
o These tags heavily drive when and where Steam — ;
features your game, including on other store sy ‘
p a g eS iidngletplayer :
o Pick non-generic tags! Don’t choose “indie” S ;
e Check games that you would like to be associated ereat Soundivack -
with, and pick similar tags to those games —

Puzzle

N 4
7 NO
MORE
ROBOTS

GAME DEVELOPERS CONFERENCE




Driving wishlists through Reddit posts

- 5years ago I had no idea how to do pixel art. Here's my progress:

e Reddit can be a massive source of
wishlists...

e ...If you can navigate the various
subreddit guidelines, rules and silliness

o Picking the right subreddits for your
game is key

e Don't “sell” your game on Reddit —
make it a conversation, or an
achievement

 ARCHIVES _TTAF - RGENTS Slb LORDS S (PTIONS
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Driving wishlists through Reddit ads

* Reddlt adS are the Only pald advertIS|ng " [&) Yes, Your Grace, our kingdom management sim, is coming to Steam on
Opt|on that NO More Robots flddleS Wlth March 6! Please conSICIerW|shl|st|n it helps us so much :)

e You're able to choose the exact amount
you want to pay for clicks...

o Couple this with your store page'’s
visit-to-wishlist ratio, and the 20%
wishlist-to-first week sales ratio...

e And you can work out roughly what
cost-per-click you need to break even!
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Improving your ratio through good key art

e Your store images and key art are so much more
important than you might expect

o« Good key art, with strong characters and imagery
in the banner, can pull in a lot more people

e Don't be scared to change your banners multiple
times until you see some positive change!

e Aim for a 15% click-thru rate, and a 10% wishlist
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Bring all of this together
to keep the Steam algorithm excited

Daily Wishlist Actions
4. 000
. Announcement Announce beta date | Rampingup
e to the launch |
3,000 IE ! | f
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From your launch wishlists, you should be
able to work out *very”® rough sales figures

Launch wishlists / 5 = first week sales
first week sales x 1.5 = first month sales

first month sales x 3 = first year sales
(all incredibly rough estimates)
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Thanks for listening!

If you have any additional / specific questions,
tweet at me — | respond to everything!

@RaveofRavendale

Mike Rose
No More Robots
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