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Online prices Base price

Full size banner
468x60	 15 KB 20 € 0/00

Super banner
728x90	 30 KB 50 € 0/00

Skyscraper
120/160x600	 30 KB 50 € 0/00

Content ad
300x250	 30 KB 60 € 0/00

Number of inserts from 2x from 3x from 4x from 5x from 6x

Discount scale 3% 5% 8% 12% 17%

Print prices

1/1 	 4c 1.990,00 € 1.930 € 1.891 € 1.831 € 1.751 € 1.652 €

1/2  broadsheet	 4c 1.190,00 € 1.154 € 1.131 € 1.095 € 1.047 € 988 €

1/4  broadsheet	 4c 690,00 € 669 € 656 € 635 € 607 € 573 €

U2, U3, U4 2.390,00 €

ADVERTISING RATES

CONTACTS

Magazine format:
210 mm wide x 297 mm high,  
trim size
Type area:
180 mm wide x 250,5 mm high
Advert formats:
1/1	 in bleed	 210 mm x 297 mm
1/2	broadsheet	 210 mm x 144 mm
1/4	broadsheet	 210 mm x 73 mm

Trim additions:
4 mm on outer pages and in back  
margin with bled-off motifs
 
Data communication:
FTP access
www.idgmedia.de/dispocenter
E-Mail (max. 20 MB) 
AnzeigendispoPrint@gamestar.de

PRINT DATES

PLEASE NOTE: 
Always give a name to the main 
folder/root directory of your data set 
according to the following example:	

YOUR CONTACT FOR TECHNICAL QUERIES:
Manfred Aumaier • Telephone: + 49 (0) 89 / 360 86-602 • E-Mail: maumaier@idgcom.de

Making Games is the leading and best-selling trade magazine in Germany 
for game development and business development in the field of »Interactive 
Entertainment« – whether for PCs, consoles, mobile or the web. Renowned 
German and international developers, designers and scientists are highly 
committed to this professional journal, which is issued every two months. In 
each edition, and in collaboration with the editors of  GameStar and GamePro, 
they write high-quality articles on technical solutions, graphics and 3D design, 
business issues, marketing, research, training and the situation of the industry. 
This broad range of topics is supplemented by interviews with the decision-
makers and visionaries in the business. Each issue includes up-to-the-minute 
customer analyses as well as a trainee market and a comprehensive register of 
companies.

For highly topical news and comments, we also offer makinggames.de as an 
optimum source of information for the games industry with specially edited 
articles from our magazine.

Making Games is designed as a platform and organ for the German games 
industry and is the media partner at all major business events, including the 
German Developer Award, fmx, German Games Days, Browser Games Forum 
and the Game Developers Conference.

TARGET GROUP  
The core target group of Making Games are all those mainly engaged in 
the production of games: In particular, game developers (graphic artists, 
programmers, designers) and publishing staff (business developers, PR 
managers, product managers), and moreover, scientists who are concerned with 
games as a phenomenon for society as a whole, and owing to regular articles 
focused on training, the up-and-coming young talent: students, interested 
professionals from different educational backgrounds, committed hobbyists.
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OUTSOURCING

WIE SIE MIT EXTERNEN PARTNERN

ERFOLGREICH ZUSAMMENARBEITEN

EIN DEUTSCHER IN TOKIO

VOM LEBEN UND ARBEITEN IM

VIDEOSPIEL–VERRÜCKTEN JAPAN

MULTIPLATTFORM

MIT ZEHN PROGRAMMIERREGELN

ZUR FLEXIBLEN ENGINE-LÖSUNG
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TIM SCHAFER UND DIE RABBIDS-ENTWICKLER ERKLÄREN, WARUM MAN

MIT KOMIK IN SPIELEN SO OFT SCHEITERT – UND WIE ES RICHTIG GEHTHUMOR IN SPIELEN

J E D E  AU S G A B E  M I T  F I R M E N R E G I S T E R  U N D  P R A K T I K U M S B Ö R S E
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MAGAZIN FÜR SPIELE-ENTWICKLUNG UND BUSINESS-DEVELOPMENT
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Messe-PR
So bereiten Sie Sich optimal auf GameScom und e3 vor

IM GesPRäch MIt cevat YeRlIÜber alte fehler, neue pläne und die Zukunft der Grafik-enGineS  

OPen sOuRce
Welche juriStiSchen fallen bei freier SoftWare lauern

AnAlysen, FAllstudien, Pitching-strAtegien: so wollen deutsche sPiele 

wie Anno 1404 und risen die internAtionAlen Märkte erobern 

Abenteuer  AuslAnd

J e d e  Au s g A b e  m i t  F i r m e n r e g i s t e r  u n d  P r A k t i k u m s b ö r s e
0 2 / 2 0 0 9   €  6 , 9 0

mAgAzin Für sPiele-entwicklung und business-develoPment
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Issue Issue date Copy date Materials closing date

01/10 18.12.2009 19.11.2009 04.12.2009

02/10 19.02.2010 21.01.2010 05.02.2010

03/10 16.04.2010 16.03.2010 31.03.2010

04/10 18.06.2010 18.05.2010 04.06.2010

05/10 20.08.2010 22.07.2010 06.08.2010

06/10 22.10.2010 23.09.2010 08.10.2010

01/11 17.12.2010 18.11.2010 03.12.2010

Klaas Kersting	 Director of Gameforge AG

»As one of the biggest game developers and publishers in Europe, we are 
always interested in the innovations in the games industry. Making Games 
helps us to stay at the forefront of the latest developments. Moreover, the 
magazine is one of the trailblazers when it comes to establishing the image 
of the games industry as a business segment which is to be taken seriously.«

 
Managing Director, Related Designs (Anno 1404)                Thomas Pottkämper

»I always enjoy reading Making Games Magazine due to all its highly 
diverse and thought-provoking topics,  Making Games Magazine has 

introduced our line of business to a wider readership.«

 
Prof. Linda Breitlauch
»Making Games is one of the most significant magazines for game 
developers. The good mixture of specialist articles, workshops, making-ofs, 
interviews and Best Practice examples makes Making Games required 
reading for all students.«

CORPORATE VIEWS PRICE  LIST

POSITIONING

Academic Programme Director  
Mediadesign Hochschule


