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Introduction by the Gamer Lifestyle team

Every gamer!s dream
Would you like to work in the RPG industry? Blur the line between fun and work?

That!s what we thought! Making a living - or at least a part time income - from something
you love, from one of your passions, is a dream for most of us. We feel blessed to be able
to say: Ol live the Gamer Lifestyle. My RPG projects have turned into a steady, reliable
income.O We worked hard to get where we are today. And we learned the hard way - by
trial and error.

A step by step guide to living the gamer lifestyle

We want to help you do what we are doing. We want you to help you make a living from
roleplaying games and live your gamer lifestyle. And we want to save you the all the trouble
we went through, the years of learning and fumbling around for answers to get there. We
did a lot of research before even mentioning our Gamer Lifestyle project to anyone. We
wanted to answer the questions you probably have right now:
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Can | start from scratch and create a reliable, monthly income from RPGs?

Yes. As long as you have a plan and avoid the pitfalls that most aspiring writers and
publishers run into. Step 1 of your plan is to read this!

| have a job and a family. Is this a realistic goal?

Yes. We did it while spending extra time to do research and learn by trial and error. We
didn!t have a step by step action plan. You will.

With all the gaming PDFs out there, is the market 3ooded?
No. Not even close. Welll get to that in a moment.
Where do | start?

You!re on your way already! We expect most gamers to be able to follow our footsteps.
After all, we are gamers, our hobby is all about problem-solving, and being ruthlessly
efpbcient in doing what we do.
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Living the gamer lifestyle can be hard work

Before | go on, | want to be very clear. Living the gamer lifestyle is a lot of work. Not more
work than any other job, but it is work nonetheless. You will write and create RPG products
and meet other gamers - that!s the fun part. You will also do market research, customer
support, and accounting. You don!t need to worry about that yet, but you have to
understand that there is work involved.

Given the choice between a regular job and a job that is 50-75% about creating and playing
games, which one would you choose?

Who is living the gamer lifestyle right now?

One of the brst things We did was to list all the people we knew who are living the gamer
lifestyle - generating part-time or full-time income - either as a writer, publisher, editor, or
entrepreneur . | must say | was surprised to see our list grow to 50 names in minutes! That
was one of the deciding factors in putting this project together. It has been done before and
every year, gamers take their destiny in their own hands and give the gamer lifestyle a shot.

People like us (Johnn and Yax), Phil Menard (Chatty DM), Erin Foley (Geek!s Dream Girl),
Joseph Goodman (Goodman Games), Steve Gerke (Avatar Art), Micah Wedemeyer
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(Obsidian Portal), Eric Martindale (Roleplay Gateway), Jonathan Jacobs (NevermetPress),
Ed Healy (Marketing and Advertising), Wolfgang Baur (Open Design), Monte Cook
(Dungeon A Day) and countless others.

One gamer with an impressive resume is Monte Cook. So we bgured we!d try to get his
thoughts on living the gamer lifestyle:

An interview with Monte Cook by Johnn Four

We are very inspired by Monte!s newest labour of love and business endeavour,
Dungeonaday.com. Gamers sign up for a subscription and receive a living, growing mega
dungeon they can use in whole or in part for their diabolical campaigns. Not only is this a
great idea, but it's a business model we feel is embodied by Gamer Lifestyle: take
something gamers need, put your own spin on the idea, and build relationships with your
customers in the process to ensure a long-term thriving RPG business.

We spoke with Monte to ask him about this great new project, where he got the idea from,
and whether he thinks there!s still room in the market for new RPG products.
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Gamer Lifestyle: Dungeonaday.com roared off to a very successful start in the Spring of
2009. I'm a member and think the idea and content is awesome. Could you tell us a bit
about what Dungeonaday.com is and what it does for gamers?

Monte: In Dungeonaday.com, I'm building a dungeon-based campaign one encounter at a
time. Every weekday there is a new encounter, and every week there are new blog posts,
background articles, and bonus encounters. Dungeonaday.com really embraces the web
format, making heavy use of hyperlinks to link not only from room to room but to related
articles, new game material, the"Hypertext d20 SRD,"or even just the ever-growing glossary
that contains the names of all the important people, places, items, and features of
importance to the campaign. As | go along, I'm also developing the nearby town, the
surrounding environs, and beyond. It's a great opportunity to see a campaign grow and
watch an adventure develop (and get a peek behind the curtain and learn how and why it
works the way it does), but brst and foremost the material is meant to be used. The huge
megadungeon involved is called Dragon's Delve, and gamers can run a Dragon's Delve
campaign or they can just use their favorite encounters in other adventures as they need.
Each encounter is interesting and unigue--no boring dungeon rooms here.
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Gamer Lifestyle: Dungeonaday.com is a cool and innovative concept. In Gamer Lifestyle
we teach our members to think outside of the box when it comes to digital products. Gary
Gygax published many products, but 30 years later we don!t need to follow the same
formats. What thought and business processes did you go through when bguring out what
Dungeonaday.com could and should be?

Monte: Well, a number of ideas coalesced to create Dungeonaday.com. Originally, | had
thought to simply create a website with a new encounter every day. These would be self-
contained and stand-alone, unrelated to each other. Maybe they wouldn't even always be in
the same genre. Then, | realized that they should be linked, at least tenuously. | started
developing the ideas for those links and that's when things really got interesting! Still, the
encounter-a-day aspect is still there. Any of the encounters can easily be lifted out and
used elsewhere.

Even before that idea, however, | was thinking about how I'd seen projects I'd worked on in
the past (Return to the Temple of Elemental Evil, the Banewarrens, etc.) develop a
following and a community of GMs that traded secrets, tips, add-ons, props, conversions,
and so on. The problem was, in all these cases, the product itself was done. | couldn't really
contribute and even more importantly, the adventure itself couldn't benepbt from the wisdom
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of the community. | thought about how great it would be to create a really big adventure that
grew along with the community of GMs running it, and to have the adventure shaped in part
by that community.

Lastly, | had been kicking around an idea for a long time of doing a product that was sort of
a step-by-step how-to campaign creation guide that would, as it went along, actually create
a campaign (not a setting, but a campaign). That idea was probably too big for a product,
but it's not too big for"an entire website.

Somewhere in the synthesis of all these ideas lies Dungeonaday.com.

Gamer Lifestyle: You were one of the Three Kings of D&D 3 Edition. How did you land
that gig? What did you do to Pll your resume to get WotCls attention? Did you start out with
a plan for world domination? Or, did you just make the best cappuccinos in the world?

Monte: I'd worked full-time at TSR for about four years at the point when WotC bought the
company (and for a few years as a freelancer before that). After we settled in at WotC, we
began having discussions about 3rd edition and many of us were asked to "audition" for a
chance to be on the team by writing an essay about how we would change the game
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system. After the fact, | was told that it was both my knowledge and passion for the game
as well as my ability to write more than simple, dry rules text.

Gamer Lifestyle: After D&D development you went on to form the hugely successful
company Malhavoc Press. You released such killer products as the Book of Eldritch Might
series and Ptolus. What went into running a company like this? What were the biggest
lessons you learned?

Monte: There were a lot of hurdles. The brst was that | wanted to sell electronic books and
there were no venues for doing so at the time. Figuring out how to make that work required
a lot of long days. On the RRip side, the ability to turn these pdfs into print projects fell into
my lap when the success of our brst product, the Book of Eldritch Might had publishers

contacting me the day after it debuted. | eventually made a deal with White Wolf to be my
print partner.

Perhaps the biggest challenge, however, was dealing with Malhavoc's success. With great
sales right out of the gate, conventional wisdom would have said, | believe, that we should
ramp up and churn out books. That, however, would have been a mistake. It was important
to me that above all else "Malhavoc Press" meant quality. | didn't believe in the idea that

"they can't all be great." If you're careful, and take the time, in fact they can. But that meant
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that the designers and editors had to be top-notch every time. It's great that | can look back
at every single Malhavoc product with absolute pride.

Gamer Lifestyle: For Malhavoc Press you employed freelancers, including Mike Mearls
and others. For all the future RPG freelancers out there, what advice would you give from a
publisher!s perspective about being a successful freelancer?

Monte: Basically, | would say: professionalism uber alles."And | mean professionalism in all
things, from meeting deadlines to completing"assignments to not being a jerk online.

Gamer Lifestyle: Dungeonaday.com offers new content every day. Are you developing
most of this content yourself? What is your writing schedule? What is your writing/working
space like? How do you stay sane when facing daily deadlines?

Monte: With the exception of a monthly post by Pathbnder designer Jason Bulmahn about
using the site with the Pathbnder rules, every word of the site is mine. Basically, | gave up
being a content wrangler a long while back. I'd rather just write it myself. Thankfully, I'm
fairly prolibc, so even with all that content to generate, | still think of Dungeonaday.com as a
part time job. I'm also working on a number of other projects. | write about six to seven
hours a day, and probably put in two to three hours of other work (like doing interviews).
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| have"a nice, dedicated home ofbce with lots of space, lots of windows, and lots of books.
I'm not a write-in-the-coffee-shop kind of guy. | need isolation.

The daily deadline is certainly the biggest challenge of dungeonaday.com. However, early
on | realized that the way to do it is to keep ahead of the site. I've usually kept two to four
weeks ahead in the design, so now | rarely think of it on a daily basis, more of a weekly
one.

Gamer Lifestyle: With the internet and inexpensive self-publishing tools these days, what

do you think the outlook is for today's gamer looking to make money from some aspect of
RPG?

Monte: Clearly it's better than ever. | wonder sometimes if in the future, all remaining
tabletop game design will be done by gamers working to supply other gamers with material,
with few or no "game companies" involved at all. Could be. | think even if | had a regular
day job, I'd still be generating adventures for my game group, and would likely put them out
there as pdfs for others to buy for cheap. | mean, why not? If you're creating the adventure
or the NPCs or whatever anyway... I've always valued material generated"by some GM who
thought, "I found a need for this in my game" over that created by someone who thought,
think this will sell well."
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Gamer Lifestyle: Do you have any Pnal advice for aspiring RPG self-publishers?

Monte: If you're not playing what you're publishing, if you're not loving what you're creating,
and if you don't really care about the enjoyment of the end users, your customers will see
right through you and you will fail.

About Monte Cook

Monte Cook started working professionally in the game industry in 1988. In the employ of
Iron Crown Enterprises, he worked with the Rolemaster and Champions games as an
editor, developer, and designer. In 1994, Monte came to TSR, Inc., as a game designer and
wrote for the Planescape and core D&D lines. When that company was purchased by
Wizards of the Coast, he moved to the Seattle area and eventually became a senior game
designer. At Wizards, he wrote the 3rd Edition Dungeon Master's Guide and served as
codesigner of the new edition of the Dungeons & Dragons game. In 2001, he left Wizards
to start his own design studio, Malhavoc Press, with his wife Sue. Although in his career he
has worked on over 100 game titles, some of his other credits include Return to the Temple
of Elemental Evil, The Book of Eldritch Might series, the d20 Call of Cthulhu Roleplaying
Game, The Book of Vile Darkness, Monte Cook’s Arcana Evolved, Ptolus, Monte Cook's
World of Darkness, and the superhero miniatures game,"HeroClix. He was a longtime
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author of the Dungeoncraft column in Dungeon Magazine and now writes the
column"Game Theories"for Kobold Quarterly. In recent years, Monte has been recognized
many times by game fans in the ENnies Awards, the Pen & Paper fan awards, the Nigel D.
Findley Memorial Award, the Origins Awards, and more. His current design project is the
ongoing subscription-based website, Dungeonaday.com.

A graduate of the 1999 Clarion West writer's workshop, Monte has published two novels,
The Glass Prison and Of Aged Angels. Also, he has published the short stories "Born in
Secrets" (in the magazine Amazing Stories), "The Rose Window" (in the anthology Realms
of Mystery), and "A Narrowed Gaze" (in the anthology Realms of the Arcane). His stories
have appeared in the Malhavoc Press anthologies Children of the Rune and The Dragons'
Return, and his comic book writing can be found in the Ptolus: City by the Spire series from
Marvel Comics. His fantasy bction series, "Saga of the Blade," appeared in Game Trade

Magazine from 2005D2006. His nonbction book,A Skeptic's Guide to Conspiracy Theories,
came out in October of 2009.
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Questions gamers have about RPG business by Johnn Four
How much money is there in RPG?

If you consider all the books sold by Wizards of the Coast for Dungeons & Dragons and
Star Wars, plus add in the books sold by Steve Jackson Games for GURPS, White Wolf for
World of Darkness, Kenzer Cols Hackmaster and Kalamar, Steve Long!s HERO, and Kevin
Siembiedals family of products that includes Palladium, you have a market worth millions
and millions of dollars . | haven!t mentioned numerous other game systems and their
books, so add those in too.

And then we come to RPGNow and all the digital adventures, supplements, game systems,
tools, game worlds and other digital products that gamers from all over the world purchase
online. Go have a peek at RPGNow.com right now and check out the size of its product
catalogue. It!s huge. And that site pulls down a huge amount of sales each day, every day
of the week, year in and year out. There!s also the excellent Your Games Now digital
product site, Amazon, LuLu, private site sales, online game stores... the list goes on.
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It!s amazing. Notice that there!s not just one type of product either. There is a massive
amount of ideas and formats and product types being sold every day. The RPG market is
huge and thriving, especially online.

Gamers everywhere are loving this. They are buying RPG stuff in droves, because for the
prst time ever, an incredible amount of choice exists for the roleplaying enthusiast. In the
old days - you know, when you had to pedal your car to work with your bare feet and you
had to slide down the brontosaurus!s neck at the end of your shift to clock out b you had
only a few RPG products to choose from. Were you going to play D&D, Tunnels and Trolls,
or Rolemaster? Well, there were more products than that, hehe, but designers, writers, and
publishers back then had a huge amount of obstacles to overcome to get their ideas into
customers! hands.

What if | told you that, to make a buck selling an RPG product, you had to bnd a printing
press, typeset your book manually, Pnd a factory, and then drive around the country asking
every local game store if they!ll offer your book to their customers for sale. Oh, and then
drive around again later in the month to collect sales commissions. It hasn!t been that
difbcult for a couple of decades now, but just think about what the industry!s entrepreneurial
pioneers had to go through to bring their product to market.
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This didn!t serve the customer well, either. They could only buy what they found on store
shelves. And not just any store: game stores. Forget going to regular book stores and other
shops to get your RPG bx. If you didn!t have a game store or an open-minded comic store
nearby, you were in for a long haul to the nearest town or city to Pnd your RPG mecca.

Things are different today. It!'s a whole new world where the only thing stopping you from
publishing and selling a product online is your motivation and dedication. And the only thing
stopping you from making a lot of sales with your product is a good strategy and business
plan, and some simple publishing steps and tactics.

But what about the D20 glut? You might have heard of this. During the early and mid 2000s
the booming D&D 31 Edition game allowed anyone to create print and digital products and
sell them to gamers, regardless of quality, value, or usefulness. The d20 publishing license
supplied few restrictions, and before long thousands of amateurs were pumping out
products by the truckload. Don!t get me wrong, there were many great products, and
several of the companies that started up during this time based on d20 publishing are still
around today producing quality gaming materials for a variety of licenses, intellectual
properties, and game systems.
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However, gamers and game stores got burned again and again with purchases the turned
out to not be so hot. I'm one of them. It!ls my fault really, as | saw something that looked
cool or useful, gave it a cursory glance (because store owners often don't let you read
whole books in their stores, and website previews gave you precious little information), and
whipped out my credit card. Like | said though, there were many excellent products, and
those still line my bookshelves. The ones in the boxes in my basement taught me to be
more careful with my credit cards, lol.

Am | the pot calling the kettle black? | wrote three d20 books during this time as well. You
might even own one of them. Well, GM Mastery: NPC Essentials ended up winning awards
and the print version sold out completely. The PDF version outsold the print, and years later
it still sells more units each year than the average game product does at RPGNow. Also, |
never see it on purge lists. You know, those game sales you see at various forums and on
eBay where gamers are looking to clean out their old books and earn a bit of cash? I'm
sorry to toot my own horn here, but writing that book and seeing the results and feedback |
received B and am still receiving B taught me two very important lessons: quality and
community can bring you a lot of income in the RPG business. That!s part of what We will
be teaching you how to do in our membership site. Quality and community will give you a
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leg up over 95% of the competition, and give you full access to all the gamers spending
money on their favourite hobby every day.

So back to the d20 glut. Yes, sales for nearly all authors and RPG companies took a steep
nose dive after a few years because so many products were on the market, gamers!
basements were Plling up with unused and unwanted products, and game stores stopped
ordering products through their distributors from untried, new, and untested gaming writers
and publishers. This killed revenues for many amateur game businesses, and many folded
up in the mid to late 2000s. However, the companies with a good strategy, plan, and
product still did well through this difpcult time in the industry.

The industry is on the upswing again now though. Thanks to D&D 4t Edition, the Indie
RPG revolution, blogging, and more ways than ever before for gamers to connect and play,
the demand is up again for RPG products. However, gamers have long memories. While
there is massive, untapped potential in the RPG market because of the Internet and
awesome services like RPGNow and Lulu.com, gamers are picky about what they!ll buy

and what they!ll support. So, it!'s key that your product be of top quality and serve gamers!
needs.
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A pillar of the Gamer Lifestyle is to create 1,000 True Fans. Kevin Kelly!s seminal article
has created a simple, doable business model for artists that!s also perfect for RPG writers
and creators. Welre artists in our own way too, right? The 1,000 True Fans plan goes like
this: if you, as a content creator, can develop a community of just 1,000 followers who
eagerly do business with you because they love your products, personal style, and sincere
support, they will spend the equivalent of one day!s earnings on you each year. Averaging
things out, that!s about $100 per year, times 1,000 fans, and an annual income of
$100,000.

Sounds crazy? There are millions of gamers worldwide. They are passionate about their
hobby and willing to spend their hard-earned income on good, useful gaming products. You
need to develop a fan base of just 1,000 to make the Gamer Lifestyle yours. It!s difpcult to
do because it takes consistent effort, time, and more consistent effort.

Yes, there is money to be made in RPG for those willing to work at it, to learn, and to create
great RPG content. I!m not saying you!ll become the next Wizards of the Coast or
Mongoose Publishing, but | am saying that you can make a very comfortable living by
simply carving out your own small niche in the RPG market by doing and creating what you
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are passionate about, staying true to your work ethic and personal style, and learning a few
business basics. They money is there. For sure.

How do you actually make money instead of just "doing it for the love of the hobby?"

Many get rich quick gurus will tell you to spend 90% of your time on marketing. They say
marketing generates sales and that!s where you!ll make your millions. | hear what they!re
saying, and it!ls textbook advice. But for our industry, RPG, they are wrong. Our community
is small. Word spreads fast. If all you do is sell the sizzle - the promise - and then you don!t
deliver, consider your reputation shot and young career down the toilet.

Instead, | think you should spend 90% of your time on content. Blasphemy! | can hear all
the marketers now. OThat!s crazy! That!s the dumbest thing Ilve ever heard. You gotta
spend money to make money, buddy.O Ouch. Well, We can tell you brsthand that this isn!t
true. You can start your own RPG business almost entirely on sweat equity. If you spend
time creating the right kinds of products, the marketing will take care of itself, and you can
focus on what you do best: creating more great content.

Here!s another expression Ilve heard a lot: OMaking money from RPG is like getting blood
from a stone.O This can be true is you are not smart about your RPG business. The people
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who say this are missing a few key pieces of business advice. The biggest one is to make
products that people want. This is common sense, but when you!re deep in the feverish
stages of crafting your content, your head is down and not looking at what!s going on
around you. Most likely, your product is one big guess. Olf you make it, they will come.O
Instead, you need to do some research to bnd that awesome sweet spot where what you
want to create meets a need RPG buyers have.

Another critical piece of the puzzle is mentioned earlier in this report: build your community.
With 1,000 true fans you will get all the feedback you need, and more, to learn exactly what
product features and types your customers want. Too often, content creators feel entitled to
gamers! wallets just because they!ve created something they!re pleased with and proud of.
However, look at it from the customers! point of view. If you don!t need it, will you spend
your money on it? If you do need something like it, but it doesn!t have the exact features or
content youl!re looking for, will you still buy it? You are protective of your money just like
your customers are. So, if you can build something your customers want, and that thing
overBows with passion, style, and quality, then you can make a lot of money in RPG.

Marketing is important. But in today!s RPG market, fancy posters and expensive magazine
ads will not translate into a lot of sales. Instead, you need to build the right kinds of content
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and products. You need to pour your passion into crafting products that sell themselves
because they are so interesting, valuable, or cool that word of mouth spreads like wildpre. It
used to be that word of mouth traveled slowly and you could just throw money at TV,
newspapers, radio, and magazines and your stuff would sell. But those days are gone.
Thanks to the internet, happy customers spread the word insanely fast through RPG blogs,
forums, and social networks like Facebook. So too do bad reviews and dissatisbed
customers.

Seth Godin bottles up all this wisdom with much more eloquence than I!m doing here. Yes,
marketing is important. But the answer is simple. Make your adventure, game world, game
system, or game supplement extraordinary and the marketing will take care of itself. You
can debnitely help it along, almost always without more cost than a bit of your time, and
that!s what we!ll show you in prst, second, and fourth modules of Gamer Lifestyle.

The biggest struggle | have is time. | work all week and have a family at home. How
can | publish my material without doing it as a full time-job?

The struggle with time investment was the number two concern in the market research we
performed in May 2009. Everyone is crunched for time. (Especially your customers. Never
disrespect your customers time.) Over the years llve received several emails from readers
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and book buyers about how | manage to get so much accomplished. Every week | put
together the next issue of the Roleplaying Tips Ezine, write at least one article for my
Campaign Mastery blog, write the next section of my current ebook, and personally
respond to every email | received (except the kind offers from Nigerians, of course). | work
full time, play hockey twice a week and squash once a week, and run a twice monthly D&D

campaign. Right now, I'm also helping Gamer Lifestyle members publish their games and
products.

The trick to getting all this stuff done is to be organized and focused. Know what you want.
Have a plan to get there. Review the plan daily to keep your eye on the ball and focused.

Does this involve a bit of sacribce? Well, it depends on how big your goals are and how
badly you want them. I've found trial by Pre is great way to force unproductive habits and
behaviours out of your life. Imagine you were on the path to living the Gamer Lifestyle. Your
favourite TV show comes on. Actually, let!s say your bve favourite TV shows are on, thanks
to your time-shifting Tivo or PVR. What do you do? Well, what is going to get the job done?
If you set your goals and establish priorities, then deciding to work on the Gamer Lifestyle
becomes a source of renewal for you. After a writing session you feel a whole lot better and
energized than you do after watching TV.
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Family, friends, and life balance is not something you can deprioritize though. Again, that!s
where being organized and focused comes through to save the day. Imagine you wrote for
30 minutes every day. That would be 900 minutes of product creation after just one month.
When I'm in the groove | write about 1000 words an hour. Compared to most authors, that!s
pretty slow, actually. However, in 900 minutes | will have written 15,000 words at the end of
the month! In just half an hour a day.

Where most people fail with this formula that I've used successfully for years is being
focused and organized. | write at the same time every day. So should you. | also have my

writing space setup so that, once I!'m at the keyboard, I'm off to the races. | get my half hour
of solid writing in.

Here was my half hour before | got my act together and got serious about my own Gamer
lifestyle. See if it resembles anything like your writing time. You sit down at the computer.
You check your email, but you!re quick and it only takes a couple of minutes. Then you
open your writing program, read the last couple of paragraphs you wrote yesterday and
ponder for a minute. Then you start writing. After 5 minutes or so, you get interrupted. The
email notiPcation icon appears, you get an IM or text message, or someone calls you from
another room. You deal with the distraction and return to your writing. You re-read what you
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just wrote and begin again. Fifteen minutes pass. You reach a natural space in your writing
b a new section or part. Fidgety now, you get up, Pll your coffee mug, walk around, and
return to your computer. You re-read the last few lines of what you wrote, and if inspired
you resume. If not inspired, you reach for your bdget toy, perhaps a d20 or some kind of
noise maker, and ponder for a bit. Inspiration strikes and you are off writing again for the
last Pve minutes of your half hour.

| performed that exact same scenario countless times, letting external distractions kill my
writing productivity. Then | learned to get focused. Email closed. Door closed. iPod and
noise-cancelling headphones on. Full jug of water one foot away.

Without interruptions | didn!t have to keep re-reading what | just wrote. In addition, my
writing sped up the deeper into the half hour | got! And before | even begin a book, blog
post, or article, I've created an outline. This lets me jump immediately into my writing each
time without a lot of review. In addition, | often end my writing session with a cliff-hanger. By
stopping a sentence in mid-thought, | can pick up very fast where | left off because my
brain immediately wants to Pnish that thought, and my Pngers jump to the keyboard.

| have many other organizational tricks and techniques, but what gets me the bulk of my
results is doing my To Dos every day in short spurts, staying focused, and setting my
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environment up to support my productivity style. For you the process might be a bit
different, but the key is to keep things simple, to Pnd out what that process is by actually
pursuing the Gamer Lifestyle, and to know exactly what you want and focus on that.

As for other aspects of creating RPG products and selling them online, you can learn from
my killer productivity strategy of two-for-one. | dedicate a lot of my time on activities that
give me two or more wins. When put this way, you can see how one hour of work on your
Gamer Lifestyle can get you two hours of results. This strategy has been discussed a lot in
various circles, and still is on numerous blogs, actually, but i learned it by reading the
classic book The Seven Habits of Highly Effective People.

In that book, author Steven Covey describes the principle of always seeking win-win
situations and solutions. And | have excellent news for you: it!s easy to do once you start
practicing this. For some people this is a very hard skill to learn. So why do | say it will be
easy for you to start doing this? Because you are a gamer! You play games, and games are
all about optimising choices and dealing with dilemmas. What!s more, you are roleplayer! |
can!t think of another activity in which you need to think out of the box more often than
while playing or running an RPG. Sure, you!ve got some rules, and some situations like
combat are often cut-and dry. But think about the rest of the game. It all takes place in your
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imagination. Every encounter, the entire game world, and even the campaign b it all exists
in your head and you are weighing all the factors, being creative, and working in a group

situation the whole time. Lateral thinking gets into your blood after being a game master, |
believe.

So, next time you have work to do in your Gamer Lifestyle, look all around for those
multiple wins. We have created a product creation pipeline with this type of thinking
embedded into it. We teach it as part of the Gamer Lifestyle membership. Why do
something once and then throw it away and have to start from scratch? Why not make
every hour count for two, three, or even four hours of results?

To get the results you are hoping for, you will need to spend time on your RPG business.
That!s a fact. The amount of time you invest, however, is up to you. If you work smart, you
can accomplish a lot in just small increments. | do. So does Yax. If you can avoid getting
spread too thin by being involved in too many projects without reaching completion, you will
Pnd time available to use as you see bt. If you can stay focused and productive while

working on your Gamer Lifestyle, you can achieve a great deal without this becoming a full
time gig.
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How much time would | need to put in to have a marketable product?

The total time to create your average digital RPG product, such as an adventure or game
world supplement, | estimate to be 100-150 hours. This includes about 10 hours of
research and development, 60-100 hours writing, 20-30 hours editing and product creation,
and 10 hours of ecommerce setup. This estimate is based on my own project time tracking
that | do for the ongoing Roleplaying Tips Ezine, three books, and numerous freelance gigs
Ilve done over the years. (By the way, project time tracking is essential. Start tracking
where every minute is spent on your RPG projects so you can estimate and plan better,
and get a feel for where the best investment of your time is ongoing.)

This might seem like a lot of time to you. It is, especially if you are working on your project
part time. | also think this is completely the wrong approach to take when just starting out in
the Gamer Lifestyle.

There are two key risks every Gamer Lifestyler needs to burn into their brain that must be
dealt with properly to be successful. The brst risk is customer risk. Let!s say someone visits
your website and sees you have your brst product for sale. It!s a large one that took you
150 hours and months to craft. You are proud of it. You know how good it is, how many
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juicy details lie between the covers, and how it!ls an amazing value for the low price you're
selling it for. It's a slam dunk, right?

Of all the reasons that a sale fails in any industry anywhere in the world, the number one is
risk. If the customer feels it!s too risky they won!t buy. If there are any unknowns to the
deal, they will hesitate before buying. If youlre lucky, the customer will research, bnd an
answer somewhere that clears things up, and then buys. That doesn!t happen often unless
the sales person has a good relationship built on trust with the customer or a trusted source
says, OOh yeah, that product is great, don!t worry about it.O Unless you!ve sold a lot of your
Spacely Sprockets though, your potential customers won!t be able to ask very many people
for their opinions about your product. It!s a catch-22 that!s a killer. And, unless youlve
correctly aligned your business to make building relationships with people fun and easy
(and there are easy ways to do this even if youlre shy, hate parties, and would rather live in
a cave with Gollum), your potential customer is coming to you straight out of the cold, and
you won't have trust to help you out either.

Back to our all-too-common scenario where a gamer has hit your website and reading your
product description. There!s risk involved though. There always is when money is involved!
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Even if your product was just $1, therels customer risk. It's amazing how any purchase, no
matter how small, puts our consumer guard up and we get doubtful.

Even more risky, though, is in wondering if you!ve created something customers want. Get
this, when | ran the hugely successful 5 Room Dungeon contest and created a massive
PDF of all the awesome 5 Room Dungeon submissions, and then give it away for free, it
was downloaded several times. This freebie was promoted to death too. Not only was it
advertised on my home page, but news of it spread, and through backlink tracking |
discovered hundreds of people had spread the word about this awesome free book of short
dungeon ideas perfect to help out busy game masters. Did every gamer on the internet
download this awesome free resource? No. At the very least, did every Roleplaying Tips
subscriber download the PDF? No. After many mentions in the ezine, banner ads, and
other advertising, the PDF did extremely well, but it did not get 100% downloads.

In fact, page views on the download page are higher than the number of downloads! That
means many people saw it, read about it, but chose not to download the free PDF. It
proves, beyond a shadow of a doubt, that gamers have different needs, different tastes,
and different product requirements. So, the old saying, OIf | build it, they will comeOQ is a
complete failure to understand the basic concept of customer risk.

Get a 3-day full-access pass to the Gamer Lifestyle coaching prograns30


http://gamer-lifestyle.com/coaching-program/
http://gamer-lifestyle.com/coaching-program/

A

VIEK YL H

Is your product going to appeal to every gamer? No. That!s a guaranteed fact. But, is your
product even going to get through the risk factors of gamer desire, demand, and need so
you even get enough sales to justify all your hard work? Are you going to create something
gamers even want? If not, you can save yourself 150 hours and start another business
instead, perhaps painting street numbers on curbs for $10 a pop.

This brings us to our second critical risk you need to manage to be successful: your risk.
Welve already hinted at this in the scenario. Are you willing to bet 150 hours of your life that
might result in just 5 sales? How much uncertainty are you willing to put up with for your
time on this planet? How much money would you invest in a product without knowing how
much it will sell before you decide it!s too risky and cancel it?

Thankfully, in Gamer Lifestyle, you can start out quite easily on sweat equity. You will
strategically invest your time in the most productive and probtable parts of running and
RPG business, and it won!t mean taking out a second mortgage to fund it all. You might
invest a few dollars on our membership and on certain tools, but it won!t break the bank.
More importantly, though, is your time because you can always earn more money, but you
can never get your time back. Thankfully here too we have a great solution for you to
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minimize your time risk. I!ll tell you what it is right now, no Gamer Lifestyle membership
required: short PDFs.

You can debnitely do some early and useful market research to pin point not just the best
products to create, but the best approach to take (this is sometimes called the spin, story,
positioning, or lens). You should do all the research tasks we outline in Gamer Lifestyle to
reduce your risk. However, even if you spent a beeeelion dollars on a fancy market
research brm and got reams of data, tons of survey results, and hours of focus group
footage, you will never actually know how well your product will do until it's been released
into the wild. Like | said, you should do research to get you part of the way, but then you
must produce something and see what customer reaction is like to fully know how well your
ideas are received.

The good news is that you can test the market prst, easily and without a lot of personal risk,
by launching several trial balloons and seeing what customers are drawn to, what they buy,
and what they say after purchase. Short PDFs are the way to go here because creating
and selling a few will not only get you the market feedback you desperately need so you
don!t blindly pour 150 hours into a black hole, but you also make a bit of money right from
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the start that you can invest in more tools or buy something fun for yourself with, like paying
your phone bill or getting the latest RPG book.

That!s not all. The true magic of short PDFs is you start to build trust. The small number of
customers who bought your small products will see exactly what you are all about and they
value and quality you put into your products. You have suddenly reduced customer risk for
any future products you offer these customers. In addition, the small but growing group of
customers you have can tell others about your products, and answer the questions of other
nervous potential customers. It starts to snowball after awhile.

Finally, by putting a number of small products out and launching them as trial balloons, you
learn where to focus most of your energy. What short PDF sold best? What were customer
comments? What did customers like best? Why didn!t people buy? This easy (and
probtable) RPG business process doesn!t mean abandoning a beloved game world, mega-
dungeon, or game system you are dying to craft and sell. It means you learn how to tell
your story and position products best so they have the greatest chance of selling more than
5 copies. You learn what aspects of your project resonate most with your fans so you can
craft future parts just the way your customers want so you build a thriving Gamer Lifestyle.
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A short PDF takes a fraction of the time a typical long product does. You are no longer
risking 150 hours before learning whether you will earn your prst dollar, or whether your
ideas appeal to customers. Instead, after 150 hours you will have several tests out on the
market trickling in income, valuable experience in creating, promoting, and launching RPG
products, and a growing customer base.

| strongly advise you consider this approach before you start developing your next RPG
product. It!'s the smart way to do business, and a heck of a lot more fun thanks to faster
feedback cycles and a few dollars earned fairly quickly.

How do | know my material is worthy of being published?

This is something every RPG creator asks himself before success strikes. The short
answer is no one ever knows until they just go ahead and do it. It doesn!t matter if you're a
writer, inventor, athlete, programmer or artist. Everyone is the same. What ruins people and
their chances of success is not taking action. If you let fear, uncertainty and doubt win, you
will not try and will automatically fail. The famous hockey player Wayne Gretzky said OYou
miss 100% of the shots you never take.O That has been one of my mottos for countless
years.
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| remember when Prst starting out with the Roleplaying Tips Ezine all my doubts about
whether | knew enough about GMing to be able to write tips on it. | was advised at the time
to write three issues of an ezine before launching it just so you!d get a feel for the process
and work involved to learn if it is something you want to do long term. | remember
wondering if | knew enough to Pll those three issues. Well, 450 issues later the ezine is still
going strong. If | had let my doubts stop me, I'd never had all the opportunities to learn
about the RPG business over the years that is letting me write this report in my sunny
kitchen today.

Before launching the ezine | also wondered if my writing was good enough. Would | be able
to get my ideas and points across to readers? It!s one thing to maybe have a few GMing
tips to share, but it!'s another to communicate well and be understood. As you can see by
visiting the archives, my early writing wasn!t so hot. Haha. But, reaction was positive
anyway. And | kept at it. Ilve written and edited a couple million words since that time, and
my skills have improved, but again, if | had let fear stop me | would never had the chance to
get better. You miss 100% of the shots you never take. It!s so true.

So, just act. | won!t quote Nike!s advertising to you, but they are correct.

Get a 3-day full-access pass to the Gamer Lifestyle coaching prograns35


http://gamer-lifestyle.com/coaching-program/
http://gamer-lifestyle.com/coaching-program/

A

VIEK YL H

In Gamer Lifestyle we!ll ease you into taking probtable action by publishing on a blog. 1!l
save the fast blog setup lessons for the members area (we might even install your blog for
you for free depending on what your hosting setup is), as well as all the tips and advice we
have about blogging (Yax!s dungeonmastering.com is the best RPG blog out there and he
constantly impresses me with his knowledge about how to run a professional blog with little
effort).

The blog is not the end, though. It's a means to an end. You might even have read about
blogging before and have been told it's a good way to start a fan base and to get into the
writing habit. Remember when | spoke about getting two or more wins at a time? Well, We
have learned a great deal through trial and error how to make a blog (or any website, for
that matter) do many things for your RPG business at the same time. Itls peak efbciency
and such a great feeling when your business is working so well.

The brst mistake bloggers make is to write bPre-and-forget articles. You only have so much
time in the day, and precious little time in the week. You need to make your blog content do
double, triple, and even quadruple duty for you. Welve learned this is not only possible, but
it!s required to achieve the Gamer Lifestyle. Youlve got to develop, promote, and sell your
product right? You don!t have all day to write blog posts. We agree, and we!ll show you how
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to craft such a sleek RPG business that you!ll have the time and energy you need to create
and sell products online. It won't be easy, mind you. It will take effort. But, while others are
working longer and longer hours and wondering why sales aren!t improving, you!ll know
how to leverage your time and creativity to build a successful RPG business without
overtaxing yourself and working within your own time and money limits.

How do you know if your stuff is good enough to publish? Whether you follow our proven
system or follow your own path, the critical thing is to just start writing. Writing and RPG
product creation are skills. They can be learned. You can learn them, and improve these
21st century skills with practice. Like my ezine, your Prst creations might not win any
awards, but after awhile, after practice and doing what you love to do anyways b writing
about RPG! b you will debnitely be able to create something a gamer would not just buy,
but be very happy with and then look for more products with your name on it.

How do | know my materials would apply to a large number of gaming groups, not
just my own?

This is where your blog or website starts paying dividends. As you grow your community of
readers and site visitors, you develop a pool of playtesters. You develop an ongoing
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feedback mechanism, if you build the community the right way, that helps you determine if
your ideas are popular or not.

At some point, you will need to give your product to a trusted third party and say, OHere,
read this and play it and tell me if you can understand it.O But, before you even get to that
point, you should set up a shack somewhere on the internet and start having discussions
with like-minded gamers to see if you are headed in the right direction. Just as | advise
testing the market prst with shorter products rather than risking all your time, money and
hopes in a single large product that has many risks associated with it, | also recommend

you get out there and start talking with gamers to get a feel for whether or not you are on
the right track.

A blog is a perfect way to do this. In part, because you can control 100% the copyright of
your work. Posting on other sites, such as forums and social networks, is also a great way
to sound people out on your ideas and materials. However, be sure to read the Pne print

carefully to ensure you still own the content you post to those places (exclusively own, |
might add).

As you blog you aren!t giving away your whole product for free. You should instead identify
the parts of your materials you are worried about most that might not resonate with other
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gaming groups and talk about it at your site. | received a piece of advice from a book

whose name l!ve forgotten that has stuck with me for years. Ideas are worth nothing unless
they are acted upon. OIf | had a nickel for every idea of mine that someone else has made a
million dollars from....O Well, yeah, someone out there might owe you are grand total
$20.15, but meanwhile there are four hundred millionaires out there sipping cool ones on
the beach with a laptop bringing another idea into reality.

Don!t worry about theft of your ideas. (We talk more about piracy later in this report.) You
should be 100% focused on getting your ideas to market. You should be focused on
learning how to use the incredible publishing tools and the internet to bring your ideas into
being. Then you should learn how to make your RPG business sleek enough, efpcient
enough, and probtable enough, so you can rapid bre launch the ideas you choose to
transform into actual products and get them into customers! hands so you earn their
ongoing trust and loyalty.

Let me sidebar for a minute here about that last point. Do you realize the hardest sale you!ll
ever make is the brst one? So many things need to happen for that Prst precious
transaction to occur. It!'s a massive expense for businesses. If you include the cost of
marketing, stafbng, product development and production - everything required to make a
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sale happen B you will come up with a dollar Pgure that puts a lot of pressure on making
that product sell.

Do you also realize that, when starting out, every sale is a brst sale? You are a stranger to
everyone. Your products are a complete unknown. You need to convince strangers to take
a chance and buy your adventure, game world, game system, or whatever you are
producing and selling on your path to the Gamer Lifestyle. Every sale starts from scratch.
Now, there are many simple and honest ways you can drastically increase your chances of
making that Prst sale to many, many gamers, but the fact remains the your prst sale is
always the most expensive.

Do you know what the easiest sale you!ll make is? The second one! To a previous
customer, that is. In this report welve already talked about building trust and how customer
risk will cause you the most lost sales. When someone has already experienced one of
your products, it is a metric ton easier to have them buy additional, new, and
supplementary products from you. And the third is easier than the second, and the fourth is
easier than the third, and so on. These repeat customers will know you, will trust giving you
their money and that you won!t run away with it, and that what they!re buying is of good
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guality and useful. You make them promises, you keep your promises, and your brst
customers are much easier to approach again with new RPG products for sale.

Yet, you see examples every day, perhaps even every hour, of business that either do not
understand this, or choose not to improve their business with repeat sales. A repeat
customer is so much easier to win than a new one, and so much less expensive! Yet, for
whatever reason, companies only ever chase after brst time customers. For example, |
bought an ebook from RPGNow recently. It cost ten bucks. It was horrible. The product did
not live up to what was promised. It had a lot of editing errors, the design hurt my eyes, and
the content was underwhelming. | will not buy from that person again. He has lost my
business. Not that he!s asked for it again.... He!s not even trying to make his business
successful. There was no follow up, no attempt to see if | was interested in his other
products, no relationship building through a blog, nothing. | can tell | was just a dollar sign
to him. He got my $10, but that!s the last cent. This poor RPG creator is going to be in a
mode where he needs to win Prst time customers forever because people won!t be willing

to buy from him again. Such a costly way to run a business. Your RPG business will be
different, right?
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How does this core business strategy of earning repeat customers apply to wondering if
your materials will apply to other gamers? Well, ideas aren!t worth much on their own, so
don!t be afraid to talk about them to Pnd out what works and what doesn!t. Develop your
business so you can act on successful and popular ideas quickly. Know that most people
don!t take action, so you could publish the best ideas of all time and you won!t see a deluge
of copycats because they!ll delay, procrastinate, or let fear of failure stop them. And, even
when someone does publish something similar, whether it's because they OstoleO your idea
or, more likely, they had a similar idea all along, you will be smart and base your RPG
business on a foundation of happy, loyal, and repeat customers.

You don't need to give away you product here. Just open up to your site visitors or the RPG
community and sound out the areas you are worried most about. Once you are sure you!re
on the right vector, develop your product further and then get some real playtesting done or
opinions gathered from trusted third parties.
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How can you break into the market while offering a product that is both original and
capable of interesting players?

There!s a misperception out there that RPG writers and publishers make their best probts
by breaking new ground with revolutionary ideas. This is just not true. Let!s talk about
customer risk again. Your future customers will be more worried about the mundane
aspects of your products than the one-in-a-lifetime idea. They will be worried about their
credit card transaction being safe and secure. They!ll be worried about your product being
valuable. They!ll be worried about whether youlre reliable, honest, and if you!re sticking
around.

If you are honest, deliver a quality product or solution, provide great customer service, and
keep your promises, you will earn a loyal customer base regardless of whether your ideas

are new or not. This customer base will buy from you over and over again, leading you to a
successful Gamer Lifestyle.

Many entrepreneurs are worried about what is called Obeing brst to market.O This is part of
the Big ldea syndrome or perception you need to be original to get any sales. However, the
truth is being original is costly. The more radical your idea, the more money it takes to
convince people to try and trust your strange new idea. There is also a much higher risk
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that the market will reject your offering because they don!t understand it or it hasn!t been
developed enough through a good long period of updates and improvements.

However, what is hugely probtable is taking an existing idea, perhaps one from your
competition, and improving it or changing it so it meets the needs of a different group of
customers. No product is popular with 100% of the potential customer out there. And these
days customers expect choice and options when shopping around. You can turn this to
your great advantage by taking what!s worked before and putting a new feature, style, or
angle in it.

For example, think about Monte Cook!s Dungeonaday.com service. Is it revolutionary?
Well, not really. Thousands of websites already have a membership offering. And the idea
of an online dungeon is not a new idea either. You can get free ones right now! The idea of
an RPG dungeon itself goes back to the original development of D&D, so thatls not original
either. All Monte has done is taken a few existing ideas and put a different spin on them to
serve gamers who need or desire that particular type of product.

The same goes with you. You don!t need to be original to make something good that your
customer will want to buy. You only need to bPnd out what your customers want, that
overlaps with something you want to create, and serve that up.
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Here!s an example from the Gamer Lifestyle membership. Game worlds. Many have been
published, many are in the works, and many are available for free. How do you make
money today with yet another game world? Aren!t there enough already? Let!s go back to
our business strategy: what do customers want? In my travels, | know for a fact that some
gamers want a world shell that they can [3esh out. Many GMs get stuck with inspiration and
structure of game world information. They stare at a blank page and don!t know where to
begin. They don!t know what areas or sections they need to create. And they can't think of
any cool world concepts.

How can you take advantage of this? One idea would be to publish the basics of a game
world with templates and blank areas for GMs to Besh the details out themselves. You
release a freebie, an introduction to the game world, including the initial hook and concept,
and then you sell a range of products that provide the structure stumped GMs need but
leave all the details up to the customer.

Would every gamer buy these products? No. But then again, no product sells to 100% of
gamers. You are after only a small corner of the market. You want to serve the needs of

your 1,000 True fans. | also happen to know this is a true desire and need of some GMs

that is not currently being met by any product that | know of. Is the idea of publishing a
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game world original? No. Its angle is different though, and the angle is one that serves a
true need and isn!t just a cosmetic feature designed to trick people into buying it. It appeals

to a specibc group of gamers and, if done well, would truly serve your customers ensuring
repeat business.

How do you balance productivity and quality? How big does the product have to be?

The cheeky answer here is your product needs to be exactly as big for it to be hugely
valued by your 1,000 true fans and not one word more. Though cheeky, there is a core truth
in this statement: your successful RPG business must be based on what your customers
want.

In Gamer Lifestyle welre going to advise you to start with small products. This has a great
number of benebpts:

¥ Test the market without a lot of time investment risk on your part to learn what your
customers want.

¥ Try out different ideas. How will you know what works for your particular business
unless you try different things out and learn from the results? If you take a year to
get each product out, though, your learning curve will take years.
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¥ Get you familiar with publishing, ecommerce and doing business online by
publishing several small projects brst and going through the whole product business
cycle at least twice so you can learn to think about your RPG business strategically.

¥ Once you have a few small products you have a choice of bundling. This is very
effective and generates more probts for you in the future.

¥ Gives you a ton more leverage. With one or more short/small products in your hand
sooner than later, you have many more options than if you were still stuck in the
middle of producing your large pbrst product.

¥ Make your Prst dollar sooner rather than later. Show it to your spouse or friends and
say, | told you so. :)

The argument some have against serving the needs of your customers is maintaining the
integrity of an artist. Business guru Seth Godin actually recommends that you follow your
own style, aesthetic, ideas, and talents to create products that are not only valuable but
unigue and that stand out in the marketplace.

This is debnitely true in RPG. Look at all the products at RPGNow and notice as you crawl
through the listings how most of them blend together. Not just in appearance, but in what
they offer the customer. What is going to be compelling about your product that sets it apart
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from the others in the same category? What will give your monster compendium that bit of
style and pazzaz and value that will make gamers choose yours over the others?

An essential part of this answer is YOU. You know what you like and don!t like about
products in the category you want to enter, so bPx those issues in your product. Then add in
your own blend of personality, writing voice, layout, style, organization, and whatever else
you bring to the table as a passionate Gamer Lifestyler.

This unique part of your business might not come through right away. You might not have
written much before, or created a PDF, or designed a product before. This is at the heart of
why you should develop short products at brst so you can go through the whole process
several times to help you learn more about yourself and reveal this to your 1,000 true fans.

When | go back and look at Issue #1 of the Roleplaying Tips Ezine and then look at Issue
#451 | see some changes. The voice | write with is much more conbdent. The layout is
different. The structure is different. The content is different. Yet, | see some connections,
some things that haven!t changed much, or some early forms that | can spot have evolved
over time to their current state today.
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I will be able to make the exact same observations in the future when | compare Issue #901
to Issue #451 because, when you love what you do and keep working at it, you will always

improve, get new ideas, and get great feedback from fans to try out. The process never
ends.

So it will be with you and your RPG business. Your early products will teach you a lot, and
this will rocket you into the Gamer Lifestyle if you keep at it and continue to apply yourself
and learn at every step.

Balancing your life while trying to start your own RPG business is much easier when you
tackle a series of small projects rather than a massive one. With smaller scope there is less
pressure, more room to bt writing into your day and have something complete to show for it
in a short period of time.

The questioner has also hinted at the answer B productivity. Being productive is also a skill
that you can learn. With practice you will write better words in a larger amount in an hour.
With practice you will Pnd out what the best environment for focused writing is for you B in a
coffee shop, in an empty room, in front of the TV, in the kitchen? You will also learn when
the best time each day will be for you to write (or times per day if you can manage more
than one). You will also Pnd out what all your distractions are and how to remove them one
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by one, because nothing beats being focused and in the zone so your Pngers are Rying
over the keyboard and your brain is telling them to hurry up bercause it!s got a lot to say
right now.

Quality comes from caring about your products and from listening to your fans and
customers. Quality comes from producing something and learning what went well and what
didn!t. Quality rarely comes from wishing something to happen, thinking about doing
something, or waiting for the perfect set of circumstances to start. You need to actually go
through the RPG product creation process to learn all the nuances of each step.

When | started writing freelance for Dragon Magazine, editor Dave Gross taught me a lot.
But, this teaching took place over the course of several submissions. Writing Roleplaying
Tips helped me improve my writing so it was good enough to be considered by Dragon.
However, on my brst submission it was rejected. The ideas were good but the article
needed a lot of work.

With each successive submission | received feedback from Dave and | learn how to create
articles that best suited the magazine. | had to work through the whole process several
times, from article pitch to brst draft to editing to additional drafts until Pnal, before the
whole process started clicking. | learned how my pitch affected the number of drafts | had
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to write, and so | started making better pitches. | learned what mistakes Dave called me out
on each time and | created a checklist so they were never present in my pbrst draft. |
photocopied the published articles and compared them (and made annotations) to my Pnal

submitted draft to learn what other changes Dragon had made so the article bt right or was
worded best.

I could have dreamed about writing for Dragon for years, read every book on writing out
there, or given up after my Prst rejection, but until I actually took action, wrote pitches,
worked through all the changes Dave sent back, and saw the Pnal outcome over and over
again, | would never have been able to keep a column going in Dragon for those years. By
the end, though editors changed and | wasn!t working with Dave any longer, | could count
on my Prst draft getting accepted as-is 90% of the time. That allowed me to take on even
more writing gigs and to expand my ezine out because | didn!t have to spend so much time
on additional drafts and re-writes. Dragon still made changes to the Pnal version though, so

| still kept photocopying the articles and making notes to keep learning how to make my
submissions better.

Quality comes with practice and from humbly listening to the feedback and learning.
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Piracy and theft. How would | protect my interest, such as copyright, and keeping
people from using my ideas?

You might disagree with my stance on piracy and theft, but please hear me out. For your
RPG business you must NOT spend any additional resources protecting your work. | know,

this sounds crazy. However, you will make more money because you are focused on what!s
most productive for your business.

Part of this strategy is to create a business that naturally, without extra effort, leverages
existing methods to guard your work. For example, you should work within existing
copyright laws. This will take no time away from your other business tasks. In some
countries, as soon as you write something, you have copyright on it. Additional protection
comes from a copyright statement somewhere in the PDF or website.

But that doesn!t stop people from grabbing your content and putting it up on their website or
not paying you for the PDF. That is true. l've faced this issue with Roleplaying Tips and my
ebooks many times.

Let me tell you though that there is no anti-piracy technology that works for long. If
something is digital, it's open to theft. You have a choice now to spend hours and hours
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with technologies trying to stay one step ahead of thieves. | advise you spend that time
creating more products. You could spend money on lawyers and cease and desist letters

and lawsuits. Or you could spend that money on advertising, hiring artists, or getting some
more tools for your business.

Youlve heard the argument that pirates would not have purchased from you anyway, right?
If that!s true, then you haven!t actually lost a penny for your business by not trying to stop
these people. Let them go wild, they would not have paid you anyway, no matter how hard
you made it to steal your stuff.

If it's not true, then what is the cost of trying to stop these people versus money gained by
stopping them? What is your return on investment here? It!s a good question, one you
should ask for every dollar you are thinking of spending, regardless of the purpose of the
dollar. Companies right now are Pnding that impossible to measure. They cannot accurately
measure how much money was truly lost, if any, due to piracy. They can make guesses,
and try to publish them as fact, but when pressed for their measurement and calculation
methods the numbers crumble into guesswork.
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So, you!ll need to guess too. For my ongoing businesses, I'm not willing to take harsh anti-
piracy steps based purely on guesses that cannot ever be proved right, close, or way off. |
choose to spend my resources on writing and producing more products and projects.

One of the pillars we teach in Gamer Lifestyle is how to develop a base of 1,000 true fans.
If 1,000 people spend, say, $100 on your business every year, you have a wonderful,
thriving business with a $100,000 annual income. There are millions of gamers out there
and you just need to impress and develop loyalty with 1,000 of them. These people will not
be the type to pirate your work. These fans will not be the type to screw you over. That!s
why you work to develop true fans. You!ll make sales to many other people who aren!t your
true fans as well, have no doubt. And if some of these people choose to use an illegal copy
periodically instead of paying you, that!s ok because your 1,000 true fans are still the
bedrock of your business income.

I had an interesting experience buying an eBook from a private author recently. It was a
book about Google Adense and | used PayPal for the transaction. (By the way, PayPal is
easy to setup and will be a critical part of your RPG business.) With PayPal you can tell it to
send people after purchase to a special thank you page of your design on your own
website or blog. This is a great feature, using certain ideas, that you can leverage to
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develop your 1,000 true fans with. On this vendors thank you page | received the standard
thanks message (yawn). However, in different colour text further down the page was a
request that | not share this ebook with anyone else and that the ebook was copyrighted.

On the surface, this was no big deal. However, implied in this message was the idea that |
might be a thief. | just purchased this person!s product with real money and now I!m being
warned not steal from the vendor.

This is the Achilles heel of anti-piracy efforts. If you treat your true fans as potential thieves,
they are not going to be your true fans any more. If you treat your paying customers like
they!re going to steal from you, your customers will be left with a bad taste in their mouth.

How do you feel when shopping and you read the shoplifters will be prosecuted signs? Or
spot the video cameras? Or see the strip of measuring tape on the frame of the door? Does
your loyalty with these businesses increase? Do these businesses make you feel

important? Do you feel happier about your purchase? Are you dying to go back again so
you can read those signs?
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| hear some of you saying, that!s just the businesses protecting themselves. Those things
are not directed specibcally towards me. | am not stealing so those signs are not for me.
Well, your competition thinks that way. But you shouldn!t.

You will spend time and maybe money on creating awesome products with great editing,
design, and content. And after all the effort youlre going to tarnish this wonderful
experience and presentation with some messages treating your true fans like potential
criminals?

| say to you, do not do this. Spend not one resource on anti-piracy and instead focus every
second and every cent on gathering your 1,000 true fans and keeping them happy. Let the
criminals do what they!re going to do anyway, no matter how hard you try to stop them.
Instead, focus your energy, goodwill, and desire to succeed on your real customers.
Thieves cannot steal loyalty, relationships, and good service, which is what you!ll have with
your true fans.

You might or might not agree with my stance on this and how | feel a key to your success is
by treating your true fans like kings instead of thieves. So, in Gamer Lifestyle We will show
you a few ways to actually turn piracy to your advantage and translate the thievery of
others into additional sales. These techniques are simple, perhaps even obvious, but they
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will treat your true fans with respect while taking some of the burn off stolen versions of
your work.

As for keeping people from using your ideas, you can!t stop them. You cannot protect an
idea unless it represents a specibc body of work (copyright), an invention or process
(patent), or a branded name (trademark). | am not a lawyer, and this does not constitute
legal advice, so you should check with legal counsel familiar with the laws of your region.

Welve chatted about the value of ideas already b ideas are worthless until acted upon B but
herels something you should do to further outdo your competition. On the internet, it's easy
to take an idea and make it your own. You can put a different spin on it, call it something
different, or put it together in a slightly different way and call it your own. The internet

makes information and ideas travel at the speed of light. Your best protection on making
your RPG business benebt most from your ideas is building 1,000 true fans and building a
sleek business.

Welve spoken at length about the value of true fans. However, it!s also important that you
build an agile business. You cannot afford to have a business full of bureaucracy, lag time,
and costs. You must be able to spin on a dime. If you have an awesome idea, nothing
beats getting on it immediately, putting it out there, learning, and improving on it rapidly. By
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the time your competition spots your idea and tries to copy it, you!re already well along the
learning curve and have made several improvements on it suited to the tastes and needs of
your true fans. This means your customers are riding along this learning curve with you!
The customers of the competition might even jump ship once they see your stuff is much
further along, tested, and better developed.

I'm not just talking about the idea itself here. I'm talking about your knowledge and
business capability on executing the idea. That!s where you need to be agile. For example,
you release an adventure where you craft some awesome props for the game master and
all these props are available for customers via password at your website. This is the
premise of your whole product line  Killer Propped Adventures.

So, your competition buys your adventure, thinks the idea is awesome, and announces
their own line of Props To The GM Adventures. Nothing illegal has been done here, and

good ideas travel fast, so this will happen. However, you!ve already created and released
adventure #1. You have a lot of advantages over your competition!

¥ You already know how to create the props, having done so once. Next adventure
you will be much faster D likely faster than your competition.
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¥ You will also have learned what worked and didn!t work, so your props will be higher
guality each time you design a new batch. The competition does not have this
knowledge yet.

¥ You will have the feedback of your customers. What props do they want for the next
adventure? What props did they like from adventure #1, what didn!t they like, and
what suggestions do they have for improvement? The competition would kill for this
information right now.

¥ Youlve got a password protected area online to put your props where customers can
get at them. Most of your competition will have to beat through the technical hurdles
you!ve already been through. For adventure #2 you are already setup! Just create
your props and launch. Also, you will have learned from your brst launch how to
make the customer experience even better. Your competition!s customers will be
forced to work with a system youlve already improved and are now offering to your
own customers.

The message here is that there is more to business than just the idea. Here is the know-
how, processes, and customer relationships. There is the actual manifestation of the idea
from your brain to the real world, and by keeping your business agile you can
outmanoeuvre others who think stealing an idea is all they need to do to be successful.
They have a lot of learning to do.
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The great news is your Gamer Lifestyle business will be an agile one. Will you have 50
employees to train, pay, and communicate to? Will you have managers and supervisors
and leads to meet with, brief, and get them on side with your plans? Will you have a lengthy
approval process where a product must pass through several hands and go back for

revision time and again? Will you need to present your ideas to venture capitalists or the
bank before you can act?

Your RPG business using the Gamer Lifestyle system is, by its very nature, lean and mean.
It!s just you, and perhaps a friend or two, coming up with ideas, rapidly creating products,
and building your 1,000 true fans. It!s just you approving, launching, and learning. With
digital publishing, you get your products out there fast. No factories needed. Outsourcing,
when and if required, is a breeze. Putting products into customer hands is amazingly easy
thanks to services like RPGNow, PayPal, YourGamesNow, Lulu, and Amazon.

Your business will be agile. You!ll be armed with the best strategy. You!ll have knowledge of
the tools to craft and launch and sell products. Best of all, your 1,000 true fans will help you
along the way, because they have a vested interest in your success b they want more of
your products. They want more of you!
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Getting Started by Yax

It can be difpcult to undertake projects like this. There are 2 main reasons:
¥ You don!t have momentum yet.

¥ You don!t have help yet.

Building momentum

Momentum builds slowly. It is much easier to get 10 more fans when you already have
1,000 of them than we you have 5 of them. So be patient and pace yourself. Both platforms
we suggest you use - blog and newsletter - to stay in touch with your potential customers
allow for content scheduling. If you are inspired and create a lot of content, you don!t have
to share everything at once. You can program your blog and newsletter to deliver content
over time. Doing this also allows you to be very consistent in what you do. When you offer
content via a blog or website, you are implicity making a promise to your readers and
visitors: OCome back every X days to get more of this great content.O If you can be
consistent, your potential customers can develop a habit of coming back to you regularly.
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Getting help

This could also be called Ohelping othersO. You will not need help, or not much help, until
you!re ready to promote one of your products. When you do, you might have to rely heavily
on bloggers and websites with a large audience to send you trafbc. Don!t wait until you
have something to ask of them before contacting them. Send them an email - tell them you
enjoy their work (only do that if you actually enjoy their work, of course). Start a
conversation. So when you ask something of them, they!ll at least consider it.

Starting small

Whenever you are overwhelmed by the size of a project like creating a product line from
scratch, well, stop! Concentrate on something small, like writing 500 words, or 1 blog
article, or something you can do right now. The gamer lifestyle memberships offers step-by-
step checklists that will help you avoid analysis paralysis.

And keep in mind that you can outsource technical work - technology is often the biggest
hurdle and programmers are cheap. In fact, the best way to outsource the technical work is
free: have the Gamer Lifestyle do it! We offer our coaching program members 5 months of
free web & marketing work. It's a huge help for people just getting started. Focus on
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creating a great RPG product and we!ll take care of the moving parts. Check out this offer:
5 free month of Gamer Lifestyle Publishers Program

Set up your blog - for the web technology-savvy

If you have some web skills, you can download your wordpress blog, purchase a domain
name and web hosting, and be on your way in an hour or so.

1. Download WordPress - http://wordpress.org

2. Purchase Hosting + Domain name: Buy it from Bluehost or contact Gamer Lifestyle if
you!re one of our members and we can help you out with it: support@gamer-
lifestyle.com

Start writing blog content

The goal of your blogging is to establish yourself as an authority in your beld, or at least
establish a presence. If visitors can see that you!ve been around for a while, they!ll trust
you more readily. Why do you think companies proudly display the year they were
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founded? Isn!t it impressive to know that RoleplayingTips.com was created in 1999? One
blog article per week is good enough. More is better - but pace yourself. 1'd suggest to start
slow and increase frequency over time if you feel conbdent that your schedule allows it.

Hold on! Before you start writing on your blog:

¥ Choose a topic you can write about for a long time - you don!t want to run out of
things to say on your 3rd month, just when you can feel the momentum building!

¥ Choose a topic that is related to the products you will be selling. Your blog has to
attract potential customers.

¥ Choose a topic that will not be a substitute for what you want to sell.

Create your free resource

There!s no better way to get people!s attention: it!s free! You want your free product to be
value-packed. Don!t hold back. Remember what we said about the brst sale being the most
difbcult? By giving away a product for free, youl!re turning every one into a repeat customer
before they even buy from you - you created a relationship and trust.
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But don!t give out your free resource yet...
Create the Pbrst product in your product line

The key here is Oproduct lineO. You have to be able to crank out 5 to 10 related products
(that!s anywhere from 6 to 18 months of business depending on how fast you work and
what your products are). Plan the whole product line ahead of time - outline each product.
Do not make the mistake of working hard on a single product, then releasing a second,
completely unrelated product. You would have to start your sales process from scratch
because you wouldn!t be able to leverage your existing customers.
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Set up your newsletter

Go to Aweber.com - it!s the best newsletter email delivery service out there. They have
great video tutorials on how to best use their service. | suggest you take a few hours and
learn how to use that tool - it will be worth your time.

Another worthwhile newsletter email delivery system is MailChimp. It!s not quite as good as
Aweber, but they have a free starter account, which will save you a few dollars as you get

started. Check out MailChimp.

Getting help - Part 2

You now have a product to give away for free. You should also have a few friends and
contacts in your niche. Send them your free resource and ask them to tell their audience
about it. The free resource is available to anyone - but they must go to your blog and
subscribe to your newsletter. You now have a customer base!

Launch your Prst product

It!s now time to sell your prst product. Tell your blog readers. Tell your newsletter
subscribers. Ask your webosphere and blogosphere friends to mention the product
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release. One of the critical elements of your brst product release will be your sales setup
and customer service setup.

Customer service - use gmalil

No need to get fancy. The great thing about gmail is that it keeps conversations together. If
you work with partners or decide to outsource your customer support, it will come in handy

- you!ll be able to jump in at any time when your input is required and read a whole service
thread in the blink of an eye.

Sales setup

Use Paypal. A simple Obuy nowO button will do. Go to your paypal account (or create one,
itls free) and click OprobleO, then Omy saved buttonsO and create your buy now button. You

can set the price, the conbPrmation page for successful orders (that!s where you give the link
to your e-book or digital product).

You can also use e-junkie, which offers a great digital product delivery service. It!s a little
fancier than paypal and gives you more options. E-junkie integrates with Paypal with
minimum effort (yes, even for non-techies).
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¥ http:/Paypal.com (free)

¥ http://E-Junkie.com ($5 / month)

The long term plan

Becoming a part-time or full-time RPG lifestyler is a lot of work, but it!ls very rewarding.
Hopefully, our Gamer Lifestyle Strategies see you on your path to success. There!s so

much more we could discuss, so many strategies and business models. We can't cover it
in a book.

But we can cover it all if you give us a few months!

About Gamer Lifestyle membership

The Gamer Lifestyle program consists of 3 main parts:

1. A bve months long course. lItis astep by step guide to your gamer lifestyle.
2. Coaching. We will be answering your questions personally.

3. A community of like-minded gamers.
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The Gamer Lifestyle course

The course is designed for people with about 10-15 hours per week to invest on their RPG
project. We cover everything from writing, to marketing, to editing, and technical setup of
website and mailing list.

Every module is broken down into weekly task lists.

You will not have to do research, except on the development of your own products. You will
not have to read boring books on marketing and business systems. We will outline
everything you need to do, plan for, and think about.

This course gives you our 15 years of combined experience running probtable RPG
projects. And should you need help or advice anywhere along the way, you will get our
support -- Johnn, myself, the Gamer Lifestyle team, and other members of the Gamer
Lifestyle community. It could take you months to gather this information from other sources,
and the support can!t be found anywhere else!
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Coaching

New members get a one-on-one coaching session. We will discuss your project and how to
make it a success.

You will not have to do any guess work! With the market research tools we will provide and
our insights and suggestions, you can go about your project tasks with conbdence that
you!re heading in the right direction at a brisk pace.

Community

There!s enormous value in being introduced to dozens of gamers with the same goals as
yours. Sometimes, you might Pnd that the community helps you stay focused and
motivated by encouraging you, other times you might bPnd partners for your projects. How
do you think Johnn and | ended up working together? We exchanged a few emails, | linked
to his newsletter and he linked to mine. | never really thought about teaming with him until
the opportunity arose. It happened because welre part of the same community of bloggers /
website owners.
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In my own experience, it!s a natural bt and a great advantage to have relationships with
other lifestylers. The connections happen naturally. | launched Dungeon Mastering at
about the same time ChattyDM.net and StupidRanger.com were launched. | also
established strong relationships with the guys at Critical Hits, Treasure Tables and Gnome
Stew. What did we have in common? We were all bloggers when the RPG blogging scene
was exploding. We shared ideas, trafbc, and encouragement. | don!t think | would have
done nearly as well without all these people.

About the authors
Our story

We love leveling up! Running a business, when done right, offers plenty of opportunities for
real-life leveling. Once we discovered the right tools and the best ways to track our goals,
running an RPG business became a game - even the parts not related to roleplaying
games, like marketing and systems setup.

Combined we've been selling digital RPG goods to avid gamers for over 15 years. We've
built up communities and created our own successful products. We also see others quietly
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living the Gamer Lifestyle, like Micah and the gang at Obsidian Portal, Wolfgang Baur at
Open Design, ChattyDM, E. at Geek's Dream Girl, and Ed Healy at Moonstew.

While it is true that the RPG industry is a tough nut to crack, you are very likely to hear that
in every other industry - challenging everywhere, but for different reasons. We have enough
experience to know what writers need to learn and do to also be successful. We created
things like the RPG Relaunch system, the ideal product template, and the RPG Content
Waterfall to teach you what is currently giving us a reliable monthly income in the business.
And we're doing this without being a big name in the industry, like a Monte Cook. If we can
do it with our difbcult schedules each week, so can you. Let us help.

Johnn is well known for his Roleplaying Tips newsletter - it!s been going out weekly for 12
years! More recently, he launched Campaign Mastery, a blog for game masters. He is the
author of 5 books, he has written for Wizards of the Coast, and wrote a Dragon Magazine
column for 2 years.

Yax founded DungeonMastering.com in 2007 and sold it in 2010. He!s also written for
Wizards of the Coast as a freelancer.
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Gamer Lifestyle Coaching Program
Here!s what members say:

“As one of the first members of Gamer Lifestyle, let me just say that it’s totally worth it.” --
Hannah L., member since June '09

“The first 2 weeks alone are worth the price of the course.” -- Justin Mason, member since
August 09

“I've accomplished more in the past nine months under the Gamer Lifestyle than the
previous nine years trying to do things for myself.” -- Chris F., member since March ‘10

‘I'm just finishing up month one and I've made more progress in the last 4
weeks than | have in the last 10 years of trying to get things together and get

my ideas into publishable form. It's a great community.” -- Charles S., member
since January ‘11

Gamer Lifestyle coaching program free trial
Get all the details or go ahead and get started in 30 seconds.

Get a 3-day full-access pass to the Gamer Lifestyle coaching pregramey 3



http://gamer-lifestyle.com/coaching-program/
http://gamer-lifestyle.com/coaching-program/
http://gamer-lifestyle.com/signup/coaching-program/1-account-setup.php
http://gamer-lifestyle.com/signup/coaching-program/1-account-setup.php
http://gamer-lifestyle.com/coaching-program/
http://gamer-lifestyle.com/coaching-program/

