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Company Organization
Q: Who at SJ Games is my primary contact if I am a freelance writer?
A: The Line Editor or Project Manager of the product line you are writing for.

Q: Who at SJ Games is my primary contact if I am a freelance editor?
A: The Line Editor or Project Manager of the product line you are writing for.

Q: Who at SJ Games is my primary contact if I am a licensee?
A: During the process of establishing the license, it’s SJ. After that, it’s typically the editor of the line for which you are licensed to create material. Licenses are rare enough that you probably won’t be in doubt about who you are communicating with!

Q: Under what circumstances would I pass requests or questions to SJ Games through someone other than my primary contact? And to whom?
A: If you have no response from your primary contact after a week, or know they are away, get in touch with their supervisor. If someone at SJ Games takes the initiative and contacts you, then they have opened the door, which is fine. Please do not do end runs around your contact simply because you disagree with them!

Q: From the top of the pyramid down to my primary contact, what is the “chain of command” at SJ Games? What is each post in charge of?
A: For privacy reasons we don’t publish our whole Table of Organization, nor do we plan to. Assuming your inquiry is not mere vulgar curiosity, tell your contact what you would like to know and why. Actually, you can ask, even if it is mere vulgar curiosity, but you’re less likely to get a straight answer. The Rosicrucians and the Bavarian Illuminati have a wicked sense of humor.
Contracts and Remuneration
Q: I am not and do not have a lawyer. What do the clauses in SJ Games’ standard contracts mean?
A: If you do not have a lawyer, they mean whatever we want them to. And that’s why you need a lawyer. Okay, no! But in all seriousness, our contracts use plain English where possible, and boilerplate legal language where our own lawyers have told us it’s necessary. If you are concerned about important clauses you cannot understand, you can always ask us for an explanation, but you would be well advised to get a lawyer, because (and this is important) the agreement is ruled by the language of the contract and not by our attempt to rephrase it for you.
If you are concerned about unimportant clauses, perhaps you should be a lawyer. (This reply written by SJ himself, who dropped out of law school and never looked back.)

Q: I know I can negotiate remuneration and deadlines. Which other clauses are negotiable in the standard contracts? Which ones are not?
A: Remuneration and deadlines are the big ones. We expect and encourage you to be involved with those. We don’t want to renegotiate every line in every contract, and the more you ask to change, the farther up the ladder the question will be kicked, and the slower the response will be – and if your requested change needs to be kicked past SJ and to our own attorney, we probably just won’t.
The only other clause we regularly get questions on, though, is the work-for-hire (WFH) clause. This means that we own the words. If you are writing for an existing line, this is simply not negotiable – we will pay for those words as a flat fee or by royalty, as the case may be, but we have to own them. If your work is new and original but is not part of any existing line, we would be legally able to drop the WFH clause, but you’d have to give us a very good reason to continue to work with you rather than someone else. If your material is not for an existing line and has been published before, we will not include WFH language because it’s legally inapplicable, and if we accidentally do (because it is our standard, after all), then call us on it!
Some people believe that “work for hire” cannot generate a royalty. All we can say is that these people are wrong; we have been paying regular royalties on WFH material for 40 years now, and the checks clear just fine.

Q: Does signing a contract count as signing an NDA? If yes, does this apply only to my project or to all SJ Games information shared with me?
A: SJ Games’ contracts include clauses that count as NDAs for all confidential information from SJ Games once signed.

Q: What is the current per-word rate for writing? Does this differ for PDF-only releases and printed books?
A: 8 to 10 cents per word, depending on the quality of the manuscript, regardless of what you are writing. (This rate qualifies you for SFWA membership, if you write enough.)

Q: What is the current royalty rate for writing, and how are royalties calculated and paid? Does this differ for PDF-only releases and printed books?
A: For a book, royalties are typically from 1.5% to 3%, depending on how heavy an edit we think the project will be, plus a bonus of 1% if you meet all deadlines – so at most 4%. For a PDF, from 20% to 40% on a similar basis, ‑0.1% per business day for missing any deadline, to a minimum of half the original royalty rate. All percentages are of cover price, paid quarterly for printed material and monthly for PDFs. (Fun fact: We would be willing to change our system to the more-common-nowadays payment on net receipts, but our steampunk computer system can’t handle it yet.)

Q: What is the current fee structure for editing?
A: 1 to 2.5 cents per word, depending on manuscript quality and rules density – but this can vary quite far outside this range, as simply copy-editing text is not the same as standing in for a staff editor.

Q: Do you offer advances? If so, are they upon signing or receipt draft(s), and how are they calculated?
A: For writers, we will consider advances if you have turned in good, timely work in the past; the amount is always negotiated and usually on delivery of first draft except for writers with spotless records, with whom we might negotiate signing advances. For editors, we will consider up to 50% of the fee on signing, depending again on track record.

Q: What happens to my remuneration if I submit my work late?
A: If paid book royalties, you lose your 1% bonus. If paid PDF royalties, you suffer the ‑0.1% per day penalty to a minimum of half the original royalty rate. If you are an editor, you stand to lose 1/3 of your fee. Please try not to be late.

Q: Can I ask for deadline extensions if I know I am running late? Does that affect my remuneration?
A: You can ask your primary contact for an extension at any time before your work is due. If our plans can handle it, we will grant it and it will not affect your pay. If your work is already overdue, it is too late to ask. If you are taking far too long and the project is in danger of becoming irrelevant, we may cancel your contract if you submitted nothing, or buy you out at a modest per-word rate (to be negotiated) if you submitted incomplete work.

Q: How many comp copies do I get of printed books I write? What if I edit? When do I get them?
A: Anyone who works on a printed book gets 5 copies when the book is printed and in distribution. We do not have “secret copies” to send you in advance.

Q: Copies make less sense for PDFs, so how do the previous answers change? Do I get gift copies of PDFs to put in friends’ Warehouse 23 accounts?
[bookmark: OLE_LINK1]A: You will get a copy in your Warehouse 23 account. Since we would send you 5 copies of a printed book, we will give you 4 other copies for others. The recipients must have Warehouse 23 accounts – we cannot set those up for them. Then all we need are the email addresses associated with their Warehouse 23 accounts, which you can submit at the same time as you submit playtester email addresses. Note: This became policy as of July 31, 2023 and is not retroactive; earlier jobs are closed, and as reopening a job to issue comps is nontrivial and costly, we have decided not to do so. Sorry!
Freelance Writing
Q: What is the flow from “query letter” to “published product”?
A: You submit a query letter and, if we like it, we request a proposal. If that interests us, we negotiate a contract. You write the first draft, and your editor reviews it and returns comments (and might ask you for a second draft). The manuscript then moves into playtesting or review as SJ Games’ resources permit. Once that’s done, you create the final draft. From there, we take over; the manuscript moves from editing, through production (layout, art, etc.), to proofing, indexing, and other finalization. After that comes everything to do with printing, distribution, sales, and marketing.

Q: Do you ever accept complete drafts written before a contract was signed?
A: Rarely. We like to have input on your idea at the query stage and your outline at the proposal stage. We want an ongoing writer-publisher relationship as you write, so that we can see that the work is shaping up to meet our needs. We also prefer writing to start with our document template. These conditions are difficult or impossible to meet for writing done without SJ Games in mind.

Q: Am I absolutely required to pick titles off your wish list?
A: If you have never worked with SJ Games as a writer, or have written only short items (zine articles, 12-page PDFs, etc.), please stick to the wish list. If we know you, we will cut you more slack; send a simple query letter.

Q: I would like to write a book about or set in a world owned by a third party, adapt a supplement for another game, or convert another game. Are you interested?
A: If you have significant pull with the property owner, and the world or game is truly popular, a query letter will do no harm. If you don’t have any influence with the property owner, your query would, sadly, have no more weight than any fan request to “please do GURPS XYZ.”

Q: How does a query letter differ from a proposal?
A: A query letter is a quick email or similar communication expressing the desire to write something – like, “I’d like to write X, about A, B, and C, and I’m thinking N pages long.” It should also tell us who you are and what you have written before, if we do not already know you. A proposal includes an annotated outline for the work, and unless we really know you, a short section of the item you would like to write, to show us your writing style and approach.

Q: What is SJ Games’ preferred outline style?
A: Ask Sean to share an example with you. He has many outlines on file, possibly even one for a supplement similar to what you plan to write.

Q: Where do I learn about SJ Games’ preferred writing style?
A: We have all kinds of relevant guidelines here:

www.sjgames.com/general/guidelines/authors/author.html

Our guide to editorial style is here:

www.sjgames.com/general/guidelines/authors/style.html

Q: I really disagree with some elements of your editorial style. May I write my way?
A: No. With one exception, established when we did the GURPS adaptation of Discworld: If the subject matter requires us to honour British spelling and usage, we shall.

Q: Where do I learn about SJ Games’ Word styles and stats formatting?
A: Our current document template, which includes and explains all our Word styles, is here:

www.sjgames.com/general/guidelines/authors/SJG-WYSIWYG.dot

Formatting for GURPS stats is explained in this file:

www.sjgames.com/general/guidelines/authors/SJGformats.doc

Always ask your editor if there have been changes or updates!

Q: May I request previous publications relevant to my project, to help me write?
A: Within reason! Please contact your editor about this, listing the resources you feel you need, and why. We rarely fuss about PDFs, but requests for physical products that require shipping require truly extraordinary justifications.

Q: May I reuse words from previous publications in my project? If so, how many words? Am I required to keep track of this?
A: Always ask your editor before using text from previously published works, be it verbatim, précised, or paraphrased. They decide how much reuse is “reasonable.” You must keep a full list of the works from which you have pulled content, and the number of words taken from each, because we may need to write a check to the original creator.

Q: What is SJ Games’ policy on using AI-generated copy in my project?
A: If we suspect that the writing was AI-generated, we will be unhappy and, at a minimum, ask for a full second, natural-intelligence draft. If we cannot tell, well, we cannot tell. If your natural writing style is that of an AI, we are so very sorry, and we hope that at least you are meticulous about checking your sources.

Q: How many words should I write to reach my page count?
A: To account for title page, table of contents, and index, include at least 4 pages (up to 6 pages for full-sized books) in your outline’s page count. The remaining pages are yours to fill. Our current GURPS page design averages 850 words/page. Pages with highly formatted text, like tables and character sheets, hold fewer words; pages of pure prose hold more. Do not worry about this unless such pages are abnormally numerous relative to comparable published works – in that case, ask your editor.

Q: When I submit my first draft, what happens next?
A: Your editor will review it and send you comments. This may take time if SJ Games is short on human resources. Please be patient – do not prod us about it more than once a month.

Q: Do you ever reject a first draft? What happens then?
A: It has happened. We dislike rejecting drafts, because all the work up to that point took staff time and thus cost us money, but those are sunk costs. In most cases, we will propose reducing your per-word rate (by 1-2 cents/word) or royalty rate (by 0.5%) and letting you try again. If you reject this, or if we feel that it would be harder to fix your work than to start over, we will cancel your contract and request refunds of any advances.

Q: If my editor requests changes to the first draft, do I make these before the review or playtest, or at the same time I make changes in response to that?
A: If your editor feels that certain changes would prevent dead-end discussions and remove distractions during the review or playtest, they may ask for a “second draft” to show reviewers or playtesters. This is not the first or final draft mentioned in your contract! Its deadline is up to your editor. If your editor does not ask for this, you can make the changes any time between when you receive the editor’s comments and turn in the final draft.

Q: Who decides whether a project gets a review (solo or group) or a playtest? Can I request one or the other?
A: Shorter projects by trusted writers, projects we want to release soon, and secret projects go to private review by a group of longtime playtesters or peers (i.e., other writers), because that moves more quickly and results in fewer risks and holdups. Most projects get playtests. You can suggest one or the other to your editor, who will try to accommodate you, but SJ Games has the last word.

Q: How long does a review or playtest usually run?
A: As little as a week for a short, rules-light PDF; as long as 2 months for a massive rulebook. Your editor will let you know. If you want a longer time because you think there is much to iron out, or want to end this step early because nobody is commenting any more, your editor will almost always accommodate your request.

Q: How long after review or playtesting do I have to create my final draft?
A: We prefer 1 month, but you can negotiate that in your contract. If you ask for more time between review/playtesting and when you owe SJ Games a final draft than you had between signing the contract and when you owed the first draft, it will raise eyebrows. However, if the revisions prove tricky, you can ask for extensions as already discussed.

Q: How much influence do I have over my work after I submit my final draft? Can I ask the editor to make changes? Can I propose art?
A: If the editor approaches you for corrections, clarifications, more text, thoughts on art, etc., then of course SJ Games is open to your input! Indeed, if we ask for explanations rather than guess at the meaning of unclear or contradictory passages, request text to fill holes that appear in layout, or solicit art recommendations, it is part of your contractual obligation to provide these things.
If you approach the editor, there are no guarantees. We all have flashes of inspiration after we’re done, but at some point the need to publish takes precedence.
As for art, we don’t expect you to be an art director. However, you can propose anything you wish, in as specific or general way as you wish, and we might like the proposal. Who knows?

Q: Can I submit art for my project?
A: Maybe. If your original outline mentioned a diagram, map, or similar visual aid, and you can demonstrate sufficient artistic chops, we will create a separate art contract for you to cover these elements. It has its own deadlines and fees, and is unrelated to your writing contract. But normally we will create diagrams in-house from your clear sketch.

Q: Will I get to see the edited manuscript before it goes to publication? If I do and I do not like something, can I still request changes?
A: We will send you a preliminary PDF to look over before we finalize the product for sale. However, please realize that it is expensive – in time and gold – to redo editing, repour text, change art, and so on. Consequently, please keep requests for changes to a minimum, and propose only changes that will fit in the space allotted to the material you want to change.

Q: Once my work is published, can I submit errata fixes or small edits to address gamer input?
A: For PDFs, you can submit minor changes that will fit in the space allotted to the material you want to change, and we will eventually update the PDF for customers to download. For anything printed . . . too late. Submit your errata like anybody else:

www.sjgames.com/errata/errata.html

Q: If another writer reuses my work, how do I get paid for it?
A: If you were paid royalties, we calculate what percentage of your work is being reused and what percentage of the other writer’s work is made up of your work. If the higher of these is 1% or more, we pay you our usual per-word rate for those words. If you were paid per word, this does not apply – we own those words. (If either of these is dramatically higher than 1%, something is probably wrong somewhere.)

Q: If SJ Games wants to release a new edition of my project, do I have the right to ask to be the reviser?
A: SJ Games will ask you to be the reviser before asking anyone else!

Q: Can I propose a whole new edition of my project?
A: You can ask, but it’s highly unlikely that SJ Games will agree before the company would release a new edition anyway!
Freelance Editing
Q: When do my responsibilities as an editor begin? Am I supposed to be involved with playtesting or helping the writer prepare their final draft, or do I get involved only once the final draft arrives?
A: This depends on your contract. As a general rule, we sign freelance editors only once we have a final draft, in which case you are responsible for editing that draft, and will contact the author only for clarifications where needed. Rarely, we hire freelance editors to stand in as temps when we are short-staffed; if so, your primary contact will explain your exact duties, but these usually include not just editing, but also answering the writer’s questions on SJ Games’ style and formatting, reviewing the writer’s first draft, and possibly managing the playtest.

Q: To what extent may I change a manuscript in editing? Do I have to consult with the author on each change?
A: It is more efficient to beg a writer’s forgiveness than to ask their permission. We do not pay you enough to correspond with the author on every last change. Fix obvious errors in style, formatting, grammar, math, facts, rules, and stats directly; consult the writer only when the fix is not obvious. Also fix organizational errors, like sections that are out of sequence, and broken parallelisms. However, try to respect the writer’s voice and overall structure.

Q: If SJ Games has requests to make of the author, is it my responsibility to pass these along?
A: If SJ Games voices them to you, you are expected to pass them along to the author.

Q: When I submit the edited draft, what happens next?
A: It goes to production (layout, art, etc.).

Q: Do I have any further responsibilities, such as proofing or indexing?
A: Unless your contract specifically names such tasks, you are not responsible for them.
Crowdfunding
Q: How do all of the answers so far change if I am working on a project that will be funded by Kickstarter?
A: That is a very general question. The top-level answer is that they don’t change – the economics are equivalent. The second-level answer is that if we anticipate that the project will be crowdfunded in a way that might increase its size, either your contract will cover that eventuality, or we’ll later offer you more money to write more words.

Q: Can I promote the Kickstarter to help my project succeed? How?
A: If you have a presence on social media, pointers to an ongoing Kickstarter are always appreciated!
Conventions
Q: Can I “playtest” works in progress at conventions?
A: Not with a project title or even the admission that you are working on a project – either would violate your NDA. But wait! As a GM, you can pass off rules material as house rules. And if you are running an adventure, original foes and setting material are to be expected, and also fine. If people say that you should write a book, you can thank them once it’s published. Just don’t reveal that you are writing a book!

Q: Does SJ Games ever invite freelance creators to conventions for things like launch parties or signings?
A: We do such things so rarely that the answer might as well be “no.”

Q: If I go to a convention on my own dime, will SJ Games provide support, like free copies of my work or prizes for the group that gets through my adventure?
A: Very likely, depending on circumstances. You won’t know unless you ask.
Behavior
Everybody should be aware of the following:

www.sjgames.com/general/guidelines/authors/badstuff.html

Q: What words and expressions does SJ Games not tolerate in work done for it?
[bookmark: OLE_LINK2]A: Our editorial style guide is clear on many things. Beyond that, language should never be harsher than “PG.” It should be inclusive, which starts with using they/them/their pronouns in place of he/him/his, and includes not making game content depend on gender, sex, sexual identity, skin color, religion, and so on. And it should be humane, never referring to people as “crazy,” “cripple,” “retarded,” “lame,” etc. (the ability to figure out or know when to ask about what other words “etc.” implies is a make-or-break skill for any writer and editor we would hire). No, this doesn’t impinge on your freedom of speech because you’re doing work for hire, which means we have the legal right to decide what we’re saying, even if we pay you to write it; SJ Games is not your vanity press.

Q: What kinds of content does SJ Games appreciate in work done for it?
A: As a company, we value DEI (diversity, equity, and inclusion). Look it up:

en.wikipedia.org/wiki/Diversity,_equity,_and_inclusion

Unsurprisingly, then, we appreciate game material that takes a similar approach. Why not offer a wider range of protagonists as PCs? Write adventures where any just outcome is acceptable (though perhaps not profitable)? Support more play styles? Ensure that heroes and players alike have fun things to do and get their voices heard, regardless of who they are?

Q: What will happen to me and my work if SJ Games learns I have plagiarized?
A: If we find out before we publish your work, we will cancel your contract and demand a refund of anything paid to date. If we find out after we publish your work, we will withdraw your work from publication and immediately cancel any future payments – and if it goes to court, SJ Games will make its records available to demonstrate that you acted in bad faith. Either way, we will never, ever even consider working with you again in any capacity, and we will pass the word in the industry.

Q: What will happen to me and my work if, on seeing my project, someone claims that SJ Games has committed libel?
A: An accusation is not proof. Our reaction would depend entirely on the facts of the case. But please don’t even come close to libel, and if your editor tells you that something might be libelous, change it. If something even arguably libelous appears in published work, we will be as disappointed in the editor as in the author.

Q: What sorts of things would SJ Games prefer that its freelancers not say or share on public forums?
A: Well, don’t tell the world anything you have learned in confidence. And follow Wheaton’s Law (look it up). Otherwise: We cannot silence you, but if you indulge in drama about the project you worked on, SJ Games products in general, the people you worked with, or SJ Games in general, we may choose to stop walking through the minefield of your feelings. If you simply express opinions that we disagree with, that’s your business. But if we learn that you’re encouraging piracy, spouting hate speech, or otherwise being a truly rotten person, you will find that we don’t answer your correspondence any more.
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