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Builds, Branches, and
Depots



This talk:

1. Terminology

2. Branches How they work, how
you can use them

3. Depots & Packs Organize your
files for fast patching



Terminology
Application
Build

Depot
Branch
Package



Terminology
Application - your game

Build - version the player runs
Depot - split up your files
Branch - which build gets downloaded

PaCkage - what the player buys



Terminology

DepOt - split up your files

Branch - which build gets downloaded



UNIVERSE Betas

SANDBOX
Beta Participation

General Select the beta you would llke to opt Into

None
Updates

Private Betas

i update-34.1.1 - Update 34.1.1 | Old
Enter beta access code to unlock private

Graphics Engine, Windows 7 SP1+, 8,
older verslons of Windows 10, Intel
Macs, & VR Supported

Controller
a a Betas *update-24.1.2-directx10 - Update

Workshop 24.1.2 | DirectX 10

arardina
6 x *update-23.0.2-native - Update 23.0.2
| Native Library

_ . *update-21.3-directx9 - Update 21.3 |
SELECTED VERSION CLOUD STATUS DirectX 9 & 32 bit
update-34.1.1 Up to date
update-33.0.2 - Previous Major

Store Page Community Hub Discussions Guides Worksho Dalasca

ACTIVITY




Uses for Branches

Development Workflows

Single Player Games
 Mods <
 Major Updates

Multiplayer Game
+ Testing & Balancing




Branch Access Control

BRANCH DESCRIPTION
P u bl i c default Public default branch

== preview Public preview
o r == nightly Nightly build off build server

Hidden via
password

PASSWORD

mysecretpassword

BUILDID

199982

199985



ISteamApps

Interact with branches from within
your game

List branches, get info about them,




Automated Build Processes

Integration with build site / CI
Testing workflows, nightly branch

Deploying to default branch - need to authenticate



Depots & Packs




Why Do | Care?

Games can get big

Long update times



Content Across Depots

¥ By Language # By Platform

# By Architecture 2 By DLC



Within a Depot =




Pack Files =




Delta Patching

Delivering only what’s changed



Initial file

Delta Patching
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Old and New

A copy of any files that have changed
Up to double the disk space!

==




Also Patch Time

max(Download time, Patch time)

O SHADER PRE-CACHING UPDATE
"% GAME CONTENT

ill NETWORK |1 PEAK
53.9 Mbps 170 Mbps

UPDATE ON LAUNCH

Downloading data

Installing files

— DISK USAGE
54.6 Mbps

955.6 MB/3.9 GB %,

42%

Estimated 07:59 remaining




Pack File Advice 5

1MB

Split into multiple files
Change Locality

Avoid archive compression

Unreal and Unity tips in docs
4 GB



Conclusion

Branches

 Lots of uses
 Access control

Depots
- Split into depots As important

* File sizes
- Change locality as ever




Adil Sardar



What is Steam Cloud Sync?

Save files are uploaded to Steam
Cloud upon game exit

Restored when resuming on
another device



Why cloud saves are important

Half of all Steam users
more than
one device in the last year

PO
- O




team Cloud at a glance
ame progress saves normally

utomatically upload upon exit

Your local Half-Life 2 save data conflicts with what is stored in the Steam Cloud. Whichever
save data you choose to keep will be synced to this device and the cloud. The option you
choose not to keep will be overwritten.

yncs across devices

Note: You will need to choose a version to keep before launching the application

y Your save data in the Steam Cloud will be overwritten using the files currently on this device




Player benefits

Seamless play across devices
Automatic sync

No loss of progress



Scale of Steam Cloud

Stores 40 Petabytes
Around 40 billion files

Ingress 25 Gbps or 250 Th/day
Data centers in 31 Countries




Two Cloud Methods




Method 1: Auto-Cloud

* Requires no code

« Define one or more paths
« Supports filename wildcards

 Supports
ROOT PATHS
override I_---.
App Install Directory v hi2/save * * [All OSes]
per os Preview: [Steam Install]/SteamApps/common/Half-Life 2/hl2/save
App Install Directory v episodic/sav  *.* [All OSes] v B

Preview: [Steam Install]/SteamApps/common/Half-Life 2/episodic/save



Method 2: Cloud API

« Game has granular file control
* Reads and writes are through API
«  Quota management is manual

ISteamRemoteStorage Interface

Steamworks Documentation > Steamworks API Reference > ISteamRemoteStorage Interface

Provides functions for reading, writing, and accessing files which can be stored remotely in the Steam Cloud.



Challenge of multi-device sync

A suspended game on a Steam Deck

will prevent playing it
e o ou ut or bate
o n a n Ot h e r d eVI ce You plSerd :azLi:e Zfor? thte Steam Deck "steamdeck”

(Today at 9:48 PM), and that save is not yet in the cloud.
(app suspended)

You can still play this game, but that may create a conflict

T e o
h Is sce n arl o when your previous game progress successfully uploads.

will create a save
conflict ——



Solution: Dynamic Cloud

Graceful suspend mode

o Wrap state saves and update with:
BeginFileWriteBatch() / EndFileWriteBatch()

Syncs from cloud on resume
o Requires resume detection and handling of
local file changes



Steam Cloud



User quota 10 Gb 10,000

Storage Files
Estimate typical user needs (+ buffer)

Steam Auto-Cloud uses LRU to clean up space
in cloud only

Cloud API allows custom solutions



Shared Cloud Storage

v Demo to full game

¥ Between games (not supported)

Shared Cloud Storage

You can save Steam Cloud data for this game using another game's appid. Use this to share
saved games between a demo and full game. Enter the app ID to use for shared cloud data here.
Only enter this on one app page (ideally set this for your demo to use base game's appID). Do not
enter it on both shared app IDs.

Shared cloud App ID: _



How Offline Saves Work
Syncs when connection is restored
Called background sync

Steam will alert user about re-connect
sync conflict




Steam Cloud



Tip: Limit files and size

Cloud save impacts game exit time
Consider slow internet speeds

Consider bandwidth caps



Tip: User settings, not system settings

Cloud gameplay config:
language for subtitle or voice over

Don't cloud system settings:
video card resolution, primary screen



Tip: Test Steam Cloud

Force sync for testing

Your account’s files on the web

Home > Account > View Steam Cloud

VIEW STEAM CLOUD

HALF-LIFE 2

This game files are saved in your Steam Cloud :

FOLDER FILE NAME FILE SIZE DATE WRITTEN
Gamelnstall hi2/save/half-life-000.sav 833.12 KB May 30, 2017 @ 5:31pm Download
Gamelnstall hi2/save/half-life-001.sav 922.38 KB May 31, 2017 @ 5:56pm Download

cfg/config.cfg 7.45 KB Jul 7, 2023 @ 1:58pm Download



Conclusion: Steam Cloud

- Important for user experience

 How to Implement
Dynamic Cloud for
SteamOS/Steam Deck



Steam Input



This Talk: Steam Input

What and why

Appearance in Store & Library
Choosing an Input API

. Action API

Tips

N A wN e



What and why




Steam Input: Goal

To enable players to enjoy any
game with their preferred
controller seamlessly



Steam Input is...

Configurator: a robust remapping
engine

Steam Input API is...

Hardware-abstracted
action-based API



Controller Types Over Time:
Playtime Sessions

., 4,500
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M Other Controllers




200+ different controllers...

And growing
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Example: PlayStation Controllers

PS official SDK only supports wired
USB mode (not wireless) ...

#&R Your Xbox Controller
#=y DualShock Controllers (USB Only)
#¥=§ DualSense Controllers (USB Only)

@& Steam Input API

Use Steam Input API instead to also
get wireless support



Steam Input Simplifies
meeting Deck Verified controller
requirements

0 O

&@ Q/j




Appearance in
Store & Library




Store: Your Controller

The controllers your game
supports

®
User see their
Full Controller Support
contrOIIers # Your Xbox Controller

=y PlayStation Controllers

@¢ Steam Input API



<*  Your Store New & Noteworthy Categories

SPECIAL SECTIONS GENRES
Free To Play Action
Demos Arcade & Rhythm

Early Access Fighting & Martial Arts

Store: Controller-Friendly Hub == ===

Controller-Friendly Third-Person Shooter

Remote Play shmup

Filter games by supported il
controllers

Expanding to store and sale pages in the
future

Filter by supported device:

Your Xbox Controlle m DualShock Controller M DualSense Controller m All Controllers

POPULAR TITLES 4 hidden

- ET a2 .ot ~ e ™ DY o - Y - - . — . T e - Y i




Library: Your controller matters

CONTROLLER

m Supports Your Xbox Controller
This game should work great with your

controller

View controller settings

Controller Support Info

This game has full built-in controller support for the following device models:

o M B BT



Library: Configurator

Players remap Buttons

Remap Joysticks, Trackpads and Gyros
to Joysticks or Mouse

Half-Life 2 Controller Settings

OOOOOO
BBBBBB

A FACE BUTTONS BEHAVIOR
rrrrrrrr

BBBBBB

BUMPERS



Library: Configurator Enables...

Official Mappings
User-customizable mappings

Community-made

YW RECOMMENDED  A_B TEMPLATES COMMUNITY LAYOUTS

Community Layouts

Ghost117 Y, NnoTpownitoaDeD  yfg 145 @) 146358 H

Play however you like! ™ Son7ssmies e

Aaron —
R Tractor's DualShock 4 Bindings (Half Life 2)

¥, NOT DO wNLoADED  pffy 184 @) 74108 H

Q searcH

OURS PLAYED

OURS PLAYED



Community:

Enables controller support for normally
unsupported games

o Playable

i @ All functionality is accessible when using the default controller

“AGE
EMPIRES

0 This game's default graphics configuration performs well on Ste

CONTROLLER

ﬁ Controllers Not Supported
This game wasn't designed to support controllers

View contr



Choosing an Input API



Method 1: Xinput

Introduced by Microsoft in 2005 for Xbox
360 controllers on Windows

PCs automatically detect and use Xinput
with Xbox controllers

Supports 14 digital buttons + analog input



Limitations of Xinput
Doesn't work with other popular controllers

Lacks modern features
(Gyro, Trackpads, extra buttons)

Button icons don’t match many other
controllers



Method 2: Steam Input API

Recommended for games on Steam

Overcomes Xinput’s limitations



Steam Input API*
Playtime sessions

., 4,500
S 4,000
(%)

2 3,500
@ 3,000

PAONRS 2019 2020 2021 2022 2023 2024
® Other API m Steam Input



Steam Input API

Displays correct button icons for
different controllers




Steam Input API

Supports gyros, trackpads and LED
controls

Up to 128 digital buttons
Up to 16 players



Steam Input API

Future-Proof

Eg. Lenovo to ship Legion Go S with
SteamOS




Action API



Action-Based API

Removes hardware-dependent inputs

Maps actions (e.g., "Jump"”) instead of
physical buttons



Action-Based Mappings

Eg. The "Jump"” action is mapped to:

B on Xbox controller

() on PS controller



Action-Based Glyph Display

When requesting an action like ‘Jump,’ the
Steam Input API returns the correct controller

glyph.

s Ry

If player uses /= ' then show (&

o —

If player uses | - - then show ()



Action-Based
Configurator:

The Steam Library’s
Configurator will
show action name
making it easier to
build controller
mappings

Half-Life 2 Controller Settings

ACTION SET

@ In-Game Controls @

@® Buttons

o DPad

Triggers

™ Joysticks

B8 Virtual Menus

[ Action Sets

Buttons

FACE BUTTONS BEHAVIOR

(A

(X
O

BUMPERS

o
m Executes 2 Commands

Command 1

Command 2 Long Press

Button Pad v

Jump

Toggle Crouch

Use

Reload

Sprint

SELECT LAST WEAPON

Select Last Weapon

Swap to Gravity
Gun

& o O o o

& & O o



Action Set API

Define Action Sets for different game modes

Action Set walking includes action “Jump”

Action Set menu includes ‘Accept’ or ‘Cancel’
instead of ‘Jump’

SteamInput()—>ActivateActionSet()



Tips



Tip: Support hot Swap

Controllers are dynamic, not static

Users might connect or activate
controllers after the game starts

Poll Regularly (once per second):

SteamInput()—>GetConnectedController()



Tip: Pause on Disconnect

Pause the game if an active controller
disconnects

Display a disconnect icon

Allow users to reconnect and re




Tip: Avoid Launchers

Launchers often lack controller support

Player must interrupt play to find mouse
and keyboard



Tip: Add Official Controller Mappings

At a minimum for these devices:

| —

Xbox controller Steam Deck PlayStation controller



Tip: Allow Both Mouse & Joystick

Steam Input enables mixed input:

« Gyroscope can be mapped to mouse
« Controller can still have a joystick

Don’t force exclusive input mode
« Allow inputs from Joystick, Trackpad and

Mouse together; no matter which input was
last used



Tip: Support Controllers Fully

1. A player must be able to do everything in the
game with only a controller.

* getting past any pre-game launchers
* playing the game
* interaCting With menus Partial Controller Support

o o PR Xbox Controllers
* changing settings

#R PlayStation Controllers

* and exiting the game. O Steam Input AP 2

Contin ued * The developers recommend playing this

game with a controller



Tip: Support Controllers Fully

2. Display the correct glyphs (icons) on screen
3. Any text input must open virtual keyboard

4. Local multi-player games must support multiple
controllers

Partial Controller Support

PR Xbox Controllers
#R PlayStation Controllers

&0 Steam Input API ?

* The developers recommend playing this
game with a controller



Controller Stats: Portal 2

<< back to Portal 2 LEARN MORE

Daily Active Users (Average over most recent week)

ALL PLAYERS CONTROLLER PLAYERS

Tip: See how players =
play your game

(12.2% of all players)

u s ag e a n d Total Controller Xbox - Playstation Steam Decks/Steam Switch - Other

Users Controllers Controllers Controllers Controllers Controllers

b re a kd ow n Sessions Per Controller Model (most recent week)

This also describes the number of sessions that utilize Steam Input to translate between controllers and your game.

Steam Input may be enabled by your game or by players as they seek to use particular controllers with your game.

Percentage of Steam Input
. Percentage of Steam Input
Controller Type Sessions ; Controller N Percentage
Total Sessions . Sessions .
Sessions of Sessions
All Sessions 366,982
All Controllers 34,523 9 20,822 607
Xbox Controller 16,760 5 49 3,129 18
PlayStation Controller 5,636 p 16 5,605 99
Steam Deck/Steam Controller 9,947 3 29 9,947 100
Switch Controller 853 (0? 29 850 99

Other Controllers 941 (0 3 905 9¢



Conclusion:

What and why

Appearance in Store & Library
Choosing an Input API

Action API

Tips

uhWNH



Rich Presence




What is Rich Presence?

Helps players know what their friends
are up to in-game and when it makes
sense to send them an invite.

yosefd

Temtem: Swarm




Rich Presence: For Players

Improved Friends and
Chat experience

- [F3) lavamonsta8s8
< i PUBG: BATTLEGROUNDS

Improved multiplayer q: 53 b
game dlsplay oy o,



Rich Presence: For Devs

Encourage the gaming

community to connect
about your game

Attract more players

m Big Boix LaCroix
' Online

that'sa Dotalez @ @ € Chunky
FRIENDS

Dota 2

+| jackie chen
All Pick: Lvl 6 Invoker

:| The Beetus
All Pick: Lvl 7 Bounty Hunter

punk monk
All Pick: Lvl 18 Monkey King

Torte de Lini
All Pick: Lvl 22 Oracle

1 g “, Carp
({A«. . Ranked: Strategy Time
.| greyseraph
Main Menu

Other Games

}(h y Aaly

20\ New World

' Business Cat
My Time At Portia
Otto vB
Football Manager 2022

Square Goat
No Manfs Sky :

[ Vanaman
(3 Apex Leq_ends»

— ! Dvlan #




Rich Presence: How

SetRichPresence( const char *pchKey, const char *pchValue )

=y lavamonsta88
' GBB| PUBG. BATTLEGROUNDS

1-32A0 slanes
— -y " -



r Counter-Strike 2

Example ™ it B
1. Start by adding localized strings to Steamworks
"#gamemode casual” "Casual”
"#display Lobby" "In Lobby - {#gamemode Z%game:mode%}"

2. Call SetRichPresence in your game

SetRichPresence( “game:mode”, “casual” );
SetRichPresence( “steam display”, “#display Lobby” );

r Counter-Strike 2 t Counter-Strike 2

..*| yosefd

) yosefd
N EEE - et

Aulassa - Rento

| .
X
"




Expose Invite Link

SetRichPresence( “connect”,“+gcconnect2C5212B73DA” );

Watch Game
Game Info



Assign Groups

SetRichPresence( “steam _player group”, “2C5212B73DA” );
SetRichPresence( “steam player group size”, “2” );

" Counter-Strike 2

Cole F.
In Lobby - Casual

+1 Playing with you



Rich Presence: Testing

https://steamcommunity.com/dev/testrichpresence

Localized Rich Presence Result: Casual - Mirage [ 4 : 7 ]

%, | Cole F. Encountered errors/warnings: None
,f;:-;. Casual - Mirage [4:7 ]
Rich Presence for user:

Key Value
status Casual Mirage [4 : 7 ]
version 14071

game:xptrail O

game:state  game

steam_display #display_GameKnownMapScore

connect +gcconnect282C21843DA21A37A00F8C8C
game:mode  casual

game:map de_mirage



Rich Presence: Summary

Enhance your game’s Rich Presence
« Help the gaming community connect about your
game
« Attract new players

Localize your Rich Presence strings
* Use nested keys



Game Recording



A new built-in system for creating
and sharing gameplay footage




ame Recording: For Players

< Back B Counter-Strike 2

100 CE T

O e e
l/‘) = d

i
r
i
[
i
i

Mar 12 13:60:96 - ¥ 06-05-07-00-00 1:0/16-02-08

o I

(e
©
8

Today

Q1 3w cOPE> o i % Q crea

0:03 / 0:35



Game Recording: For Players

& ",‘ “
Nnn:m J ( \ ‘5 \

Kick racks Antlion!

> &u o

Q 14 » 24 vV I4 P




Use Game Recording for
bug reporting

Improving Game Recording
integration makes it easier
for customers to save and
share gameplay clips

<opG>




In Steam Client Settings > Game
Recording
select “Record in Background”

Select your recording mode:

Recording Off
Steam will not record your gameplay.

@ Recordin Background
Steam will automatically record your gameplay when you start playing,
so you don't miss those unexpected moments.

The last 120 minutes of video will be kept in a temporary format for you
to replay or save as permanent clips.

Record Manually
Steam will record video only after you press Ctrl+F11.

Optional:

Adjust recording length and

quality

GAME-SPECIFIC SETTINGS

r Counter-Strike 2

240 Minutes e

9 All Other Games

30 Minutes ~

Add game-specific settings here

High (Default)

High (Default)

21.6-68.4GB

2.7-8.55GB

Add Game



Use: Bug Reporting

Optional: Customize shortcut keys

SHORTCUT KEYS

Start/stop saving a clip Ctri+F11
Add a timeline marker Ctri+F12
Take a screenshot F12

Save the last 20 seconds of gameplay as a clip Ctri+



When an issue happens O Q cance

- Add a marker

* In the Steam Overlay select the marker  &snsen
and share a clip of the issue 3 Bpertvideo e

SHARE

B3 Copy to Clipboard

Easiest way to share is Copy to Clipboardto __.........
transfer the .mp4 to other tools [ Sencito phona_

¢ Create a Share Link...



Game Integration

@ Game-Added Markers

Indicate when something
notable happens

State Description

Indicates current game status

You killed Ember Spirit for 437 Gold

Level 19 Windranger (le Ievel, quest, score,
48:23 ag location, character, etc)
(A>ss % i # @ & 0 o ¥
. ‘ : — @ . e —— @ Game Modes
AR cOPE> e Control timeline bar

8:52 / 13:58 - appearance



SteamTimeline->AddRangeTimelineEvent( title, description, icon, timeline priority,
starting offset, duration, suggested clip priority )

SteamTimeline->AddRangeTimelineEvent (
"Healed",
CFmtStr( "Restored %d Health", pEvent->GetInt( "health restored” ) ),
11,
9,
-5.F,
5.f,
k ETimelineEventClipPriority Standard );

Game-Added Markers g o2 @ﬂ Q\d 5%,
Indicate when something |
notable happens ‘ ,‘ p— 4



SteamTimeline API

SteamTimeline->SetTimelineTooltip( description, time delta )

SteamTimeline->SetTimelineTooltip( “Level 19 Windranger”, -2.f );

State Description

Indicates current game Level 19 Wlndranger
status
(i.e. level, quest, score, Vg

. 4

location, character, etc) oON



SteamTimeline API

SteamTimeline->SetTimelineGameMode( ETimelineGameMode )

SteamTimeline->SetTimelineGameMode( k ETimelineGameMode Playing );

Game Modes
Controls the timeline bar appearance fI”HHf{HH-



SteamTimeline API

{

Today @%ﬁ# ¥ i 2 = me@M

_t =

Q 1 I3 4 <D PE>

8:52 /13:58



Records in the background so you won’t miss the big
moments

Use as a dev tool

Add deeper integration with your game to improve the
customer experience



More Information
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