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What 1s Xbox LIVE Arcade?

e Xbox Live Arcade Is a destination
for users to download, try and buy
broad appeal content on Xbox 360

High-visibility placement in every console (Games Blade)

Deep Marketplace integration (download, hase,
licensing)

Avalilable to both Silver & Gold Xbox Li cribers

Arcade-specific banner placem wareness of new
titles

Rich around-the -
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What Is an Xbox LIVE Arcade
Game?

e Full game experience
e No pieces of games
e Must stand on its own

e Smallerin size
e <150 MB (most games <50 MB)
e Playable without physical media or other dependencies
e No instruction manual required
e Approachable pickup & play

e Free Trial Version with limited but entertaining gam
e Mustupsell to unlocked of u
e In-game promotional up -sell

e Plugs into Xbox Live Arcade around-the-ga
e Qut-of-game Leaderboards
e Achievements & Gamerscore

. © Crossgame invites
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Growth Of Xbox LIVE Arcade

e 25M games downloaded

¢ Instant hit on the Xbox 360, with nearly 70% of all -
connected consoles already downloading and playing
Xbox LIVE Arcade titles.

¢ Widespread recognition of XBLA as a
okey di fferent.

f.or X b c

e Broad recognition of individual titles

e Over 600K searc
OAssault Hero
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Top Arcade Titles to Date

e Street Fighter II' HF
e Bankshot Billiards 2
e Marble Blast Ultra
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Xbox LIVE Arcade Wh at 0 s

e Sjze Limit Increase to 150 MB

e Additional Achievements and Gamerscore for
PDLC (Paid Downloadable Content)

e 3 Additional achievements available for a total of 50
additional Gamerscore.

e Can spread achievements and GS over all PDLC or
Include it in a single package.

¢ [ull detalls to be released in the next weeks.

e Arcade I ntegr wi t h
e 15t XNA title Ann

' 4
e Fall ANAC
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Fall Dashboard Update

e Auto Downloads

e Fast enumeration

e Expanded Achievements view
(%]

(%]

Friends Leaderboard
Tell a Friend

e Sorting optio
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Concept Pitch Guidance

The 6 Pillars of What We Look for In
Games

e |Innovation
e Gameplay
e Visuals

e Multiplayer
]

]

Marketplace Interactior
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Gameplay

Fits within 150 MB |imit

Unique ideas

Pick-up and play gameplay
Allows for bite -size entertainment

experience

Designed for the ENTIRE fa
Handicapping

Kid-friendly option
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Visual Bar

e Does this game look like it belongs on the
Xbox 3607

e Visual Re-Design, not just a port

e Great Examples:
¢ RoboBlitz
¢ Small Arms
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Multiplayer

e Xbox LIVE & designing for smaller

populations
e Join In Progress
e Host Migration

Local Multiplayer (2+ on a si

Co-Op
Social Experiences

Offline gameplay
> / ANQ

le console)




Marketplace

e PDLC (Paid Downloadable Content)
e Levels & Maps

Weapons & Character Objects

Game Types

Game Skins

Picture Packs

Themes
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Worldwide Appeal

e Design with a global customer in mind

e [ ocalization

e English, French, Italian, German, Spanish,
Japanese, Korean, Traditional Chinese,
European Portuguese.
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Concept Pitch Guidance

Submission docs

e Concept submissions often lack

e Sufficient description of gameplay

e Sufficient quantity and variety of art samples
e Screenshots preferred, but concept art helps

e Convincing evidence of differe



Portfolio Goals
Content balance

e Balanced between action and non-action-oriented
e Many otraditional 6 casual (ge
¢ Reduced emphasis on retro

e Increased emphasis on innovation

e More content you might find on portable les
e More Kid & Family friendly content
e More CoOp and Social Experienc ’
¢ Ongoing commitment t ience
/ dondt generally

© Lowyk/
ANQA

Game Developer Conference 2007



The Benefits of Developing for
Arcade

Xbox Developer Support and Xbox 360 Central
Requirements available in the XDK

TCR Compliant Multiplayer Network Stack
Milestone Acceptance Testing

Partnerships in place with testing
ocalization vendors

e Drive iInnovation & creative e n-without
taking on the risk of zlopment budget

e Opportunity t irely new audience
4
ANQ
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High-Level Development Process

Step #1: Submit Concept 0 Work with Arcade Portfolio Planning
team (2rc )I11) or your established account manager
to determine whether your title is a good fit and to iron out the
business details.

Step #2: Kickoff 0 Get engaged with the Arcade production team to
discuss requirements and best practices that are unique to Arcade
titles. Get lined up with Arcade -specific support materials.

Step #3 d Get Cranking d Develop an awesome Arcade title that
every Xbox 360 owner will have to have! Work-with the Arcade team
along the way to check progress of the title at va milestones.

Step #4 0 Submit to Cert dArcade titles are

_ long with all
other Xbox 360 titles.

Step #5 0Release to Market
Marketplace and the dow

de-available in

ANQ

Game Developer Conference 2007
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How to Get Started

e For Independent Developers:
e Work with Arcade Portfolio Planning team

( ) to determine whether your
title i1s a good fit and to iron out the business details.
e NDA

e Submit Concept Submission Form & Materials
e Playable Demo goes a long way! |

e For Publishers
e Work with your establishe

anager

ANQ

Game Developer Conference 2007


mailto:arcade@microsoft.com

Microsoft Casual Games
Developer Program

e Developer portal Is best starting point for
engaging on all our platforms

e |nformation about technical requirements per
platform

e Clear Instructions about how to
games on our platforms

e Developer program regist
¢ Via emaill, instructi ite

ip your
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http://www.microsoftcasualgames.com/

Developer Program Benefits

e Clearer visibility into engagement
process and project status

e Developer Newsletter
e |nvitation to Developer Events
e Access to Information, S
e Assigned account manag




Microsoft Casual Games Developer Website

microsoftcasualgames.com/

Developer Center
1.microsoft.com/directx

ment MSDN Forums

psoft.com/msdn
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