




At a high level, this is what our architecture looks like: 

 

!ǘ ƛǘΩǎ ŎƻǊŜΦΦ ƻǳǊ ǇƭŀǘŦƻǊƳ Ŏƻƴǎƛǎǘǎ ƻŦ ǎǇŜŎƛŀƭƭȅ ŘŜǎƛƎƴŜŘ ƘƛƎƘƭȅ performant and highly 
reliable GRID GPUs, hosted in server class systems.  This runs on a custom 
virtualization SW stack, that enables us to utilize our high quality geforce drivers, and 
geforce experience 

 

9ŀŎƘ ƎŀƳŜ Ǌǳƴǎ ƛƴ ƛǘΩǎ ƻǿƴ ǾƛǊǘǳŀƭƛȊŀǘƛƻƴ ŜƴǾƛǊƻƴƳŜƴǘΣ ǎŀŦŜ ŦǊƻƳ ƻǘƘŜǊ ǘŜƴŀƴǘǎ ƻƴ ǘƘŜ 
cloud.  A web service ties together a cluster of this rendering power.  And our low 
latency streaming technology that whttp://unity3d.com/events/roadshowe call 
Gamestream delivers that to the SHIELD devices. 

 

All of this scaled out, made reliable, monitored and secure on the Amazon web 
services platform. 





Allows GRID some external control of the game in order handle situations unique to 
cloud gaming ς Save files when a user disconnects or quits, for example. 

 



Modules and what challenges they address 

Program control 

 Allows us to take action for the user if something happens to them ς disconnection from our 
service, for example. 

 Pause the game and wait for the user to return. 

 Save game state and shut down 

User saves 

 Since file system is virtualized, we need to move game saves and user preferences to cloud 
storage  

 Implements a cloud storage solution for developers 

Game Settings 

 Since we share ±aǎ ŀƴŘ ŘƻƴΩǘ ƘŀǾŜ ƭŀƴƎǳŀƎŜ ǎǇŜŎƛŦƛŎ ƛƴǎǘŀƭƭǎΣ ǿŜ ǎŜǘ ǘƘŜ ƎŀƳŜǎ ƭƻŎŀƭŜ ŀǘ 
runtime. 

 Disable changing of certain user settings, such as fullscreen/windowed mode. 

Determining and set optimal graphics options (future) 

User Interface 

 Screens are smaller and devices have no keyboards 

 Native virtual keyboard allows for easy text entry. 

Keeping Games Patched 

 5ƻƴΩǘ ǿŀƴǘ ǳǎŜǊ ǿŀƛǘƛƴƎ ǘƻ ŘƻǿƴƭƻŀŘ a patch and we want to keep all games up to date 

 Check if the current version is runable ς fence game if not. 

Pre-patching games so they are always ready to play 

Account Federation 

 Lower barriers to entry for users ς single sign-on solution that works for users and game 
developers 
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The SDK package provides a file with method stubs you can include into your project 
directlyΦ {ǘǳōǎ ǊŜǘǳǊƴ ŀ άbƻǘ LƳǇƭŜƳŜƴǘŜŘέ ǊŜǎǳƭǘ ōȅ ŘŜŦŀǳƭǘ 

Including the stub files and linking to the library is super easy. 

When application developer implements these methods, they should return 
ά{ǳŎŎŜǎǎέ ƻǊ άCŀƛƭǳǊŜέ ŀǎ ŀǇǇǊƻǇǊƛŀǘŜ 

 

Not Implemented is default value ς ƛǘ ƭŜǘΩǎ DwL5 ƪƴƻǿ ǘƘŀǘ ƭŜǾŜƭ ƻŦ ŎƻƴǘǊƻƭ ƛǎ ƴƻǘ 
available. 

Success means the requested operation  completed successfully ς response to this 
can block for otherwise asynchronous operations 

Failure mean the requested operation  was attempted but failed 

 

Developer implemented methods can be implemented in stages as appropriate ς not 
everything needs to be done in order for it to work. 

 

5ŜǾŜƭƻǇŜǊ ŘŜǘŜǊƳƛƴŜǎ ƭŜǾŜƭ ƻŦ ƛƴǘŜƎǊŀǘƛƻƴ ǘƘŀǘΩǎ ǊƛƎƘǘ ŦƻǊ ǘƘŜƳ ς developer is free to 
implement as many or as few methods as is appropriate for their game and business 
model 

 



SDK methods 



Red means developer implemented method 

 


