Xbox LIVE Community Games 
Fact Sheet 

Overview:
With Microsoft Corp.’s offering of Xbox LIVE Community Games, the company delivers on its promise to truly democratize game development and revolutionize the way consumers get and play community-created games on Xbox 360. This new offering is a friction-free distribution channel on Xbox LIVE with a business model that combines the best online distribution channel for games with the opportunity for community members to be compensated for their creativity and innovation. Using XNA Game Studio and an active XNA Creators Club Premium membership, the community will be able to create fun and innovative games for Xbox 360 and submit them to a peer-review system. Other XNA Creators Club members will classify and review submissions for appropriateness and accurate representation before allowing them to be listed on Xbox LIVE Marketplace for all to download and play. 

The rich online and connected capabilities of Xbox LIVE will create a thriving storefront filled with community-developed games. The goal of this offering is to provide customers with an unprecedented opportunity to participate in and drive the ongoing growth of the games industry, and to offer the most diverse, unique selection of games available on any platform through a consistent and easy-to-access marketplace. A beta to develop and publish Community Games on Xbox LIVE is now available to XNA Creators Club Premium members in the United States, and the service will be more broadly available to creators and consumers by the 2008 holiday season.

Distribution 

Pipeline:
●
Developer tools. XNA Game Studio offers efficiency and accessibility for developers of all levels to create rich gaming experiences. XNA Game Studio also enables multiplayer games and matchmaking capabilities using Xbox LIVE and Games for Windows – LIVE. Microsoft has seen a surge of momentum with more than 1 million downloads of the XNA Game Studio toolset and adoption by more than 700 universities worldwide since its initial release in December 2006. An XNA Creators Club Premium membership is required to develop for Xbox 360, submit games for peer review and participate in revenue sharing. Memberships are available for an estimated retail price of $49 (U.S.) for four months or $99 for 12 months. Faculty and students can obtain a free, personal development license for educational use only.

· Peer review. Game submissions and classifications will be reviewed by other, XNA Creators Club Premium members who will collectively enforce basic policies to help ensure appropriateness and integrity of content and accurate rating representation before approving games for listing on Xbox LIVE.

· Safety and security features. As part of the peer-review process, when reviewers identify unauthorized or inappropriate content that does not comply with the basic policies, the game will not be listed on Xbox LIVE until the submitter removes such content.  In addition, Community Games content honors the unique parental settings on Xbox 360 and, if enabled, will not allow access to the service. Microsoft takes the safety and security of the Xbox LIVE service seriously and continues to help members better control their online experience and provide a safer and more enjoyable time on Xbox LIVE.
· Share the wealth. Xbox 360 is the first console to open up development to the masses and allow anyone to turn fledgling talent into a full-blown career. Community game creators and consumers will benefit from a business model designed to ensure that the best, most innovative games continue to be made for Xbox 360. 

· Community game developers can choose to sell their games for 200, 400 or 800 Microsoft Points.

· Community Games on Xbox LIVE will be restricted in size based on suggested retail price points:

· 50 MB for 200-point games

· 150 MB for 400- or 800-point games

· Developers will receive up to 70 percent of the revenue generated for their game. 
· Ease of search and play. As part the bold new Xbox experience, the Community Games storefront will be an easy-to-use addition to the existing marketplace when it launches on Xbox LIVE. Consumers will be able to view, watch trailers, and even play a trial of each game before buying as a simple way to discover fun and Innovative titles. 
· True democratization on a global scale. Perhaps the most exciting aspect of this new offering is that it finally allows for the true democratization of game development by providing the best, most accessible tools and the first community-created forum for console game distribution. The Community Games on Xbox LIVE service will be available in the United States, Canada and a number of European countries during the 2008 holiday season. Microsoft plans to support additional regions in the future.
#########

The information contained in this fact sheet relates to a pre-release software product that may be substantially modified before its first commercial release. Accordingly, the information may not accurately describe or reflect the software product when first commercially released. The preview sheet is provided for informational purposes only, and Microsoft makes no warranties, express or implied, with respect to the fact sheet or the information contained in it.
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