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Microsoft Casual Games



MSN Games

One of the top casual game portals

A variety of consumer offerings

Free Web Games 

TryõnõBuy download games

Gamespring subscription offering

Skill-based gaming

Recent Changes

Customizable front end

Sharing òfreeó web games ad revenue 

Vista compatibility



MSN Games: 
The developerõs perspective

Four different business models

Most engagements via distribution partners

Web & Download games: Oberon Media

Gamespring Subscription: Real Networks

Skill Gaming: Skilljam

Some arrangements done directly with us

Custom games, Messenger Games, etc



MSN Games recent changes

Changes & customization capabilities to 
our games page

òFreeó web games and Ad revenue share

Requires development to our latest Web GDK

Session on Thursday at noon

Vista compatibility and showcase games



MSN Games & Windows Vista

Goal: Make MSN Games an ideal casual games 
destination for Vista customers

Compatibility for site UI and infrastructure

òBasicó Vista integration for library of legacy games

Portfolio of showcase games 

Succeeded, ran into some surprises along the 
way

Todayõs talk is about sharing those lessons



Windows Vista Launch
Shipped in 70 countries and 19 
languages (99 by EOY)

Home Basic, Home Premium, 
Ultimate, Corporate and 
Enterprise 

32 & 64-bit versions of each

Over 55 million copies of Vista 
in the home in CY07 (IDC),  5.5 
million by March (Endpoint)



Minimum System Requirements
OS min specs

Windows XP

Recommended

Windows XP

Minimum

Windows 98

Recommended

Windows 98

Minimum

CPU 333 Mhz 233 Mhz Pentium 66 Mhz

System Memory 128 MB 64 MB 32 MB 16 MB

Graphics 800x600 800x600 800x600 640x480

Windows Vista

Home Basic

Windows Vista

Other editions

CPU 800 Mhz 1 Ghz

System Memory 512 MB 1024 MB

Graphics Direct3D 9 capable Pixel Shader 2.0, 128 MB 



Windows Vista and Gaming

Game Explorer

Parental controls*

Windows Vista Display Driver Model

Direct3D 10

Improved multichannel audio

Improved widescreen support

Improved networking and IPv6 support

Support for Xbox 360 Game controller

* Only available in Home Basic, Home Premium,

and Ultimate when not on a domain



Game Explorer
What is it?

Central HUB for Windows gaming

Located right off Start Bar



Application defined

Customizable

Link to saved games

Game Explorer
Tasks



Game Explorer
Rich Saved Games

User double-clicks on file to launch game

Launches app-defined command line

Metadata stored inside saved game



Game Explorer
Integrating, part 1

Use GDFMaker tool found in DXSDK

Creates XML based .GDF file 

Contains gameõs metadata

Optionally includes gameõs rating

Creates a resource file

Compile resource file into a binary

Sign this binary to enable game rating

Test with private trusted test certificate
For details, see òAuthenticode Signing for Game Developersó 
http://msdn2.microsoft.com/en -us/library/bb172338.aspx



Game Explorer
Integrating, part 2

During game install

Call IGameExplorer::AddGame() 

Pass in full path to binary containing GDF 

Create game explorer tasks

Simply shortcuts in known folder locations

During uninstall

Call IGameExplorer::RemoveGame()

Details and sample code in DXSDK
GameuxInstallHelper - sample DLL to simplify details 
and supports install packages



Game Explorer
Rich Saved Games

Define saved game path in GDF

Create regkeys during install

HKLM keys, so need admin privileges

Write saved game with predefined header 

For details, see DXSDK docs / sample



Game Explorer
Considerations for casual games

Browser

Installer

Digital Rights Management (DRM)

Launcher Game

Your game may be 
wrapped with other 
peopleõs code

Installer

Launcher/DRM

Some of the pieces 
for Vista integration 
not done in your 
code



Game Explorer
Considerations for casual games

òWhat if I use someone elseõs installer?ó

Test your game for Vista compatibility

Talk to your installer/launcher partner 
about Vista compatibility of their tools

Provide necessary metadata and 
functionality



Currently, no field for other usual market 
partners (distributor, portal) in metadata

Binary with GDF needs to be signed for 
parental controls to work

Work with your distributor

Game Explorer
Considerations for casual games



Parental Controls
What is it?

OS-level enforcement of regional game 
ratings

ESRB, CERO, OFLC, PEGI, BBFC, USK

Ratings provided in gameõs GDF

Only restricts Standard User accounts

Thus games must work with Standard User

GDF binary must be Authenticode signed 

Game is marked as Unrated otherwise



Parental Controls



Parental Controls



Parental Controls



Parental Controls



Parental Controls
Implications for Casual Games

òIf my game is unrated, will it be blocked?ó

Unlikely in near future. User must

Enable Parental Controls (off by default)

Specify blocking of unrated titles (off by default)

Long term, think about getting games rated

ESRB will be announcing updated cost structure for 
casual games



Xbox 360 Controller for Windows
Consider supporting it

Xbox 360 controller works on Windows

Using the XInput API

XInput API is very simple

Sample code & docs provided in DXSDK

Preferred API for controllers

Make menus navigable with the controller



User Account Control
What it means

Single most impacting change for games

2 account types

Standard User

Administrator

By default, EXEs run as standard user

Even EXEs run from admin accounts



User Account Control
Standard user process r/w access
CLSID Name Default Path Read Write

CSIDL_DESKTOP C:\Users\<user>\Desktop Y Y

CSIDL_MYDOCUMENTS C:\Users\<user>\Documents Y Y

CSIDL_LOCAL_APPDATA C:\Users\<user>\AppData\Local Y Y

CSIDL_APPDATA C:\Users\<user>\AppData\Roaming Y Y

CSIDL_COMMON_APPDATA C:\ProgramData Y Y

CSIDL_PROGRAM_FILES C:\Program Files Y N*

CSIDL_WINDOWS C:\Windows Y N*

*Administrator processes only

Registry Key Read Write

HKEY_CURRENT_USER Y Y

HKEY_LOCAL_MACHINE Y N*

HKEY_CLASSES_ROOT Y N*



User Account Control
How elevation works

Elevation happens at process create

Manifest extensions

If admin access is required:
<requestedExecutionLevel          

level=" requireAdministrator "/> 

Otherwise do:
<requestedExecutionLevel                    

level=ñasInvoker "/> 

If neither, virtualization kicks in



User Account Control
UI for elevate to admin

EXEs can be elevated via user prompt

Administrators see:

Standard users see:



User Account Control
What it means for games

Design for standard user  

Use asInvoker in the manifest

Donõt require admin to play the game!

Youõll get an elevate prompt every time

Breaks parental controls for all games

Test with standard user



User Account Control
How it affects casual games

Requiring admin to install is OK

Might try for installer w/o admin rights

Avoids elevate dialog box

Install to per -user locations only

Wonõt work if you need to run DX setup or 
need to install other system DLLs

Think about patching

Article in DXSDK discusses options



X64 Compatibility

Windows Vista licensing is bit -neutral, so users 
can have either x86 or x64

Almost all CPUs today are x64 capable

Be sure to test on both!

Any required kernel -mode drivers must come in 
both 32-bit and 64-bit native versions

Must also be Authenticode signed!

Old-style 16-bit code will not run

Mostly only still an issue for very old installers

Otherwise, 32-bit code should work just fine



Deployment
Whatõs new?

DirectX Setup

Still needed for SDK DLLS

XACT, XInput, D3DX9, etc.

DirectX Web installer 

~300 KB exe

Downloads DX DLLs from MS

Designed with casual games in mind

VC runtime redist likely required

(~2.6 MB for VS 2005)



In-box Technologies

Windows Vista DirectX Runtime

DirectX 9.0c (basically)

plus Direct3D9Ex, Direct3D10

A few extra flags for DirectDraw7, 
DirectSound8

.NET Framework 3.0 (includes CLR 2.0)

Improved Windows Firewall

Improved Dual IPv4 / IPv6 stack & Teredo



Components not in Windows Vista*

DirectPlay Voice

Direct3D Retained mode

DirectInput8õs ConfigureDevices UI

Any version of the Microsoft VC runtime

MSVCRT, MFC, ATL, etc.

Indeo Codecs

Third party ActiveX plug -ins (like Flash)

Third party OpenGL ICDs

WINHELP.EXE(old .hlp files)

IPX/SPX, NetBEUI

* OEMs may preinstall other software



What do I do after today?

Start testing and writing for Windows Vista

Talk to your distribution partners about
Status of their wrapper/installers

Policy around GDFõs

Get your game on MSN Games
Work with Partners for common -case engagements

Download and web games on MSN Games: Oberon Media

GameSpring Subscription participation: Real Networks

Talk to your account rep, or email 
MCG@Microsoft.com



Microsoft Casual Games
Developer Program

Developer portal is best starting point for 
engaging on all our platforms

www.MicrosoftCasualGames.com

Information about technical requirements per 
platform 

Clear instructions about how to ship your 
games on our platforms

Developer program registration

Via email, instructions on the site

http://www.microsoftcasualgames.com/


Questions?



Resources

DirectX Developer Center
http://www.msdn.com/directx/

DirectX SDK Technical Articles
òGames for Windows Technical Requirementsó
http://msdn2.microsoft.com/en -us/library/bb173456.aspx

òGames for Windows Test Requirementsó
http://msdn2.microsoft.com/en -us/library/bb173457.aspx

òUser Account Control for Game Developersó
http://msdn2.microsoft.com/en -us/library/bb206295.aspx

òAuthenticode Signing for Game Developersó
http://msdn2.microsoft.com/en -us/library/bb172338.aspx



Top 10 Windows Vista 
Compatibility Issues for Games

1. Technologies not in fresh Windows Vista installs

VC CRT is not part of basic Windows installs

2. Anti-Cheat / Anti -Piracy Technologies

Many rely on kernel-mode drivers and administrator 
operations

3. General Application Compatibility

All the usual problems due to reliance on 
undocumented version-specific behavior



Top 10 (Continued)

4. Direct3D 9 Compatibility

WDDM exposes some reliance on undocumented 
driver or Direct3D runtime behaviors

5. Read / Write of Protected Registry Keys

Mitigated by some general AppCompat fixes, but can 
be really hard for users to understand and customer 
service to support / explain

6. Assuming Install and Play Account Are the Same

Even a single administrator account is really two 
different account tokens in Windows Vista



Top 10 (Continued)

7. Multiple Sessions

Fast User Switching is now always on, even 
when on a domain

8. x64 Compatibility

Windows Vista is bit-neutral, so users are 
free to install either 32 -bit or 64 -bit versions 
of the OS



Top 10 (Continued)

9. Assumptions about Audio Drivers

Surround Sound / Multi-channel fully supported by 
Windows Vista

Many audio engines assume if hardware audio fails, 
software stereo is the only remaining option

10. Windows Firewall

Many games are still not properly configuring the 
Windows Firewall (XP SP2 or later) at install time
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