Game Industry Marketing Support
Prepared by Andrew Smith, Prophecy Games. Andrew@prophecygames.com 
Thank you for this opportunity to submit our concerns about the ongoing marketing support available to the games industry. 

Section one: Improvements in travel grant support.

For too long, there has been an inadequate level of overall support for marketing and market attendance for game developers and other digital media screen practitioners. We receive smaller grant amounts to attend equivalent events – an imbalance which is not representative of the contribution that the Australian game industry makes to employment and exports in Australia. Other grants that should be open to us, are not, due to failures in the criteria that list irrelevant film industry events while excluding relevant games industry ones.
It is particularly unfortunate that larger grant allocations are available for film industry events than for their game industry equivalents. $5000 and $6000 grants are available for market attendance at events like the AFM or EFM, yet the E3 expo – a trade show that equals and even dwarfs both shows in terms of both attendance and business done, may only attract $4000, even though the cost to attend the show is comparable.
The problem is not that the Interactive Digital Screen content strand is inadequately funded, but rather that the distinction between film and games market attendance, pitching and financing should be made at all. As games industry publishers move into films, while film publishers like Warner Bros move into games (WB recently allocated a standing budget of $350 million to develop their film and television properties into games), properties are more frequently being pitched as complete packages. Offering different levels of support for what is essential two facets of what is becoming a single hegemonic global entertainment industry has become an untenable position.
It is also unhelpful to make the distinction based on genre when the film industry strands recognize the greater registration costs associated with specific events, while the game industry strand does not. There is a considerable difference between attending GDC (Registration cost, $US500) and Game Connection ($US3500), yet the strand E interactive screen content support available for both events is the same. 
To make the marketing travel grant more equitable and better able to service the Australian entertainment industry, it is vital that game development industry events be added to the approved events supported by all travel support and marketing grants. We would suggest eliminating the type E travel grant strand altogether and instead offering support for game industry marketing events through the existing type A, B, C and D grants. At a minimum, the criteria needs to be expanded to include:
BAFTA Games Awards (London Games Festival),  (A)
The British Academy Video Games Awards recognize creative and artistic excellence in video games. 
D.I.C.E Summit Awards (Las Vegas, February) (A)

A game industry recognized awards ceremony for innovation in gaming, although an increasing amount of genuine games business is also discussed at this 3 day event (discussed below)

D.I.C.E Summit (Las Vegas, February) (B, C, D)

This has become a major industry event, and is favoured by the big US publishers EA and Activision. A significant volume of business in US markets is done here, although its’ still dwarfed by E3.

E3 Expo (Los Angeles, June) (B, C, D)
The single biggest entertainment market event in the world. Over ten thousand publishers, developers and retailers attended this event in 2007. Hundreds of millions of dollars of business and production deals are done here.
European Game Convention(Lipzeig, August) (B, C, D)

The largest assembly of European developers and publishers. The majority of European published games are signed here, but also a significant volume of US and international games as well.

GDC (Game Developers Conference, San Francisco, March) (B, C, D)

This industry trade event has a significant pitching and financing component, especially through Game Connection (below)

Game Connection (Various) (B, C, D)

Game Connection is an international pitching and financing forum that attends every major industry trade show (E3, Lipzeig, Asia, Tokyo Game Show, GDC). It has private meeting rooms for developers and publishers to pitch games, place projects, and raise financing. Note that developers can and should attend the industry event at which the game connection is being held, balancing the game connection meetings with follow-up and face-to-face publisher meetings of their own.
We have found game connection the most effective forum for dealing directly with the business elements of the Industry, although as a private event the registration fee is steep ($3500+ US).

London Games Festival (London, October) (B, C, D)

A smaller and relatively new games industry event, this event tends to be attended only by publishers with significant UK or European presences. 

Tokyo Game Show (October-November) (B, C, D)

The second largest industry marketing and development show, after E3. A considerable volume of business gets done here, especially in the next-gen console market. Most major publishers attend.

Final Addendum – Inadequate Event Listing in Existing Strand E criteria.

As a final note, it should be pointed out that despite these are major trade events where 90% of the games industry’s business is conducted, not one of these events appears in the listing of eligible international events in the type E criteria. Clearly, the existing list is manifestly inadequate in that it is completely unable to serve the real marketing and business development needs of the industry.
We submit that, at a minimum, these events need to be added to the list of type E eligible events. 
Taking a broader view, the lack of games industry events listings is a common problem in most of the marketing support grant criteria. Often grants which are supposed to support cross-platform digital media projects only list film industry events, effectively closing those grants to game industry applicants altogether since they fall outside the required criteria, as there is no reason for a games company to attend a film industry event. It is a systemic problem that disadvantages developers and creates needless difficulties and friction in the application process. Addressing this issue across all marketing application criteria would be of tremendous benefit both to the developers and to Screen Australia.
The film-centric nature of the current guidelines needs to be balanced against industry events supplied by submitters with game industry experience, who have knowledge of the events and trade shows that drive business within the greater international games industry. I’m sure many game developers, including myself, would be happy to take the time to work with Screen Australia to make these guidelines more inclusive and effective for game developers, to improve our ability to sign new deals and provide positive outcomes for Australian digital media.

Thank you for taking the time to review our submission. I am happy to answer any further questions you may have.

Sincerely,

Andrew Smith,



Prophecy Games


Andrew@prophecygames.com
0421 418 399


