
Preparing for
Release
(and beyond!)



First things first-
Hi, I’m Ria.



Who are you?



About Steam



Some of our goals:

• Make it quick and easy for a game dev to 
update their game. 

• Make it quick and easy for customers to get 
those updates!



• Develop tools & features to better serve 
both developers and Steam users.

• Connect games with people who will love 
them.

Some of our goals:



No paid advertising on Steam.



Customer interest drives 
featuring & visibility



Preparing for
Release on 
(now with more context.)



Today’s Agenda:

• Framework Planning

• First Impressions

• Steam-specific tasks & tools for launch

• Post-launch tools & tips



Framework Planning
important factors to consider early



Localization
expand your potential audience.



Steam supports 
29 languages

SIMPLIFIED CHINESE, 33.70%

ENGLISH, 33.50%

RUSSIAN, 8.20%

SPANISH (CASTILIAN), 4.60%

BRAZILIAN, 2.80%

GERMAN, 2.50%

KOREAN, 2.20%

FRENCH, 2.10%

JAPANESE, 1.70%

TURKISH, 1.70%

POLISH, 1.50%

TRADITIONAL CHINESE, 1.00%

ITALIAN, 0.70%

THAI, 0.60%

OTHER, 3.20%

1% is still millions 
of players!

User Languages 2024



Pricing
you control your own pricing.



Playtesting / Demos
do you have the capability & interest in 

handling pre-launch feedback?



Post-Launch Planning
DLC? free updates? seasonal hats?

nothing is also a totally reasonable answer.



First Impressions
getting someone to visit your store 

page is the first hurdle.



asset

screenshots

tags
trailers

description



In Charts
asset

screenshots

tags



In Tag Hubs

trailer
tags

description



In Carousels

trailer

tags

asset



Off Steam
description

asset

screenshot

About This Game

asset

description

description

screenshot
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screenshots

tags
trailers



Look at other games
see what other people are doing well.

take notes!



Example – Counter Strike 2



Example - DREDGE



Example – Ultimate Chicken Horse



Best Practices
My coworker Kaci did a much longer 
video about this, so go watch that.



Double check your work
ever realize your shirt was inside out 

several hours after putting it on? yeah.



Get feedback
sometimes you need a someone else to 

tell you that your shirt is ugly.



Steam-specific Tasks
give yourself time



Store Page Review
We will tell you your shirt is inside out!

but that can take some time.



Build Review Tips
common stumbling blocks

• Submit a feature-complete build as early as possible

• You can make changes after passing review!



Build Review Tips
common stumbling blocks

• Any claims you make should be true:
• If you say you have multiplayer, your submitted build needs to have 

multiplayer
• 7 levels? Achievements? Those better be in there!

• Give our testers a debug mode / skip ahead mode



Store / Build Review Timeline

• A perfect submission will still take about a week to 
pass both reviews

• Give yourself more than that – 3-4 weeks total means 
you have plenty of breathing space



Next Fest, Fests,
and Third-Party Events

visibility is good.



How Visibility
Works on Steam

customer interest is king. go listen to 
my coworker Erik talk about it.



Documentation
the answer to your questions? 

probably in documentation.



Release Day
& Beyond

you did it!



Revenue & Units
Steam gives you real-time (ish) data.



Revenue & 
Units

regional data can 
teach you a lot about 

your customers.



Wishlists
direct signals from your potential 

customers – what can you learn from it?



Check on your 
Community

if people are trying to talk to you 
constructively, listen.



Feedback for the next game

Bug reports

Grain of salt



Check on your 
Community

actions speak louder than words.



Player-Requested 
Feature

QoL Update – addressing customer issues?

Customer 
experience update



Refund Rates & Reasons
not everyone is going to like your game, and 

not all of them are just totally wrong.



What are your 
refunds telling 

you?
“Frame rate too low” and 

“Performance issues” 
point to potential issues 

with your games’ 
performance



Traffic & Marketing
we show you where on Steam you’re getting 

traffic from



Steam Sales, Fests, and 
Third-Party Events

 so many opportunities!



Fests



Steam 
Seasonal 

Sales





Discounting
plenty of opportunities – pick the ones 

that are right for your game.



Events & Announcements
if anything is happening with your game – 

talk about it.



Events & Announcements
if you’re doing things, let your community 

know!

fanart showcase community messages bug fixes



In the 
Library…



In the Library…



..and in 
the 

Store!



Building Customer Interest
be where your customers are.



Thanks!



Q&A Session
anything you want to ask that wasn’t 

covered?



Reference Links
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