
STEAM 101



• A SET OF INSTRUCTIONS

• A SUBSTITUTE FOR MAKING A GREAT 
GAME

• A SET OF ADVERTISING TRICKS

THIS SESSION IS NOT :



THIS SESSION IS :

• AN INTRODUCTION TO BASIC 
STEAMWORKS TOOLS

• A GUIDE TO LOW-HANGING FRUIT

• ADVICE TO HELP YOU ASK THE RIGHT 
QUESTIONS



 Before you start, define your goals 

 Architecture of your game in Steamworks

 Store Page Content

 Marketing and Visibility Tools

 Steam Keys

 Game Features

 Self-Help Resources

 Your Launch Day



BEFORE YOU START,
DEFINE YOUR GOALS.



WHAT DOES SUCCESS LOOK LIKE?

CAN YOUR TEAM PRIORITIZE TASKS 
BASED ON  YOUR GOALS?



ARCHITECTURE
OF YOUR GAME





DLC APP ID

DEMO APP ID





COMPLEXITY 

VALUE



STORE PAGE CONTENT



BASIC INFO





Early 
Access 

Tab

EARLY ACCESS



CAPSULE ART



LEGIBLE 
CONSISTENT
BRANDING





TRAILERS



YOU HAVE LESS THAN 10 SECONDS…



Dead Effect 2
BadFly Interactive

video



Dead Effect 2
BadFly Interactive



video

Renowned Explorers
Abbey Games



Renowned Explorers
Abbey Games



MARKETING 
& VISIBILITY



MARKETING & VISIBILITY







UPDATE VISIBILITY ROUNDS





STEAM KEYS



HOW TO REQUEST KEYS



TRACKING KEY REDEMPTIONS



WHAT ABOUT SELLING 
ELSEWHERE?



5  KEY  LESSONS



KEYS ARE FREE
- BUT THEY STILL HAVE VALUE -



ONLY REQUEST THE KEYS 
YOU ACTUALLY NEED



UNDERSTAND THE 
DOWNSTREAM COSTS



USE TOOLS LIKE:
HTTPS://DODISTRIBUTE.COM

VERIFY WHO IS RECEIVING YOUR PRESS KEYS

https://dodistribute.com/


ASK QUESTIONS
BEFORE REQUESTING KEYS,

INSTEAD OF AFTER



GAME FEATURES













STEAM WAS DESIGNED 
TO ENABLE LOW-COST, 
LOW-RISK ITERATION. 



SELF HELP
RESOURCES



USE YOUR 
RESOURCES



Tutorial Videos
www.youtube.com/user/SteamworksDev

https://www.youtube.com/user/SteamworksDev


Valve 
Announcements



Get Connected



YOUR LAUNCH DAY



LAUNCH DAY 
IS THE STARTING LINE, 
NOT THE FINISH LINE.





IT’S A GREAT TIME TO BE A 
PC GAME DEVELOPER



THANK YOU FOR COMING!

SEND FEEDBACK AND QUESTIONS TO: 
STEAMDEVDAYS@VALVESOFTWARE.COM




