Uploading Builds to the Microsoft Store Guide:

A video of the process can be viewed online here: https://www.youtube.com/watch?v=106D69c3L8E

1. Create a new app on the developer website

Log into the Obviously Games developer account at https://developer.microsoft.com/en-
us/dashboard/apps/overview and create a new app from the dashboard menu. If updating from a
previous app this step can be ignored.

B Microsoft  Technolagies - Documentation Resources Search Microsoft Developer O Abermy @

Dashboard

Windows Cortana Office Hardware Groave Payout 5] 53 @

Included:

Acquisiions:
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2. Apply HoloToolkit settings in Unity
Open the HoloToolkit tab within Unity and select the Configure section. Apply all 3 settings types to
allow the project to be setup correctly for HoloLens.

& Unity 5.5.1f1 Personal (64bit) - Main.unity - PaperPlanes - Windows Store Apps <DX11> b a X
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3. Add icon images within Unity

Before uploading to the store, icons for the app are required. Add these by going to File>Build
Settings>Player Settings and then the “Icon” drop down on the right. Here you should add a logo for
each dropdown menu.

Unity 5.5.111 Persanal (64bit] - Mainunity - PaperPlanes - Windows Store Apps <0X11> -
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chy ) * - S } ;’ | © Inspector | . : . ._;‘
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= All Models Development Build -
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LAl Scripts * Square 43144 Logo
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4. Build a Visual Studio SLN file

In the HoloToolkit menu select “Build Window” to open the menu to create a build. Next, select the
“Build Visual Studio SLN” option.

‘Build Window |

SLN
Build directory WindowsStoreApp
Open SLN

Build SLN, Build APPX, then Install

APPX
MSBuild Version 114.0 /
Build Configuration  Debuf®

Rebuild [ | Increment version [« [ Build APPX from SLN

Deploy
IP Address 1127.0.0,1 : v
Username ‘abertayteams -
Password R
Uninstall first ™|
[ Install ] obviouslygamestest_1.1.0.1_x86_Test (2017/02/15 10:05:11)

obviouslygamestest 1,0,0.1 x86 Test (2017/02/15 00:39:52
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5. Open the SLN file in Visual Studio

Once the build has succeeded select the “Open SLN” button to open the build insi

Build Window |

de Visual Studio.

SLN

Build directory WindowsStoreA

Open SLN

Build Visual Studio SLN |

Build SLN, Build APPX, then

Install

APPX

MSBuild Version 14.0

N

Build Configuration Debug

Rebuild | | Increment version [« [ Build APPX from SLN

Deploy

obviouslygamestest 1.0.0.1 xB6 Test (2017/02/15 00:39:52)

IP Address 127,0.0.1 - e |
Username ‘abertayteam8

Password R K

Uninstall first |

[ Install | obviouslygamestest_1.1.0.1_x86_Test (2017/02/15 10:05:11)

6. Sign into the Obviously Games developer account

Once the SLN file has been opened, sign into the Obviously Games developer account by clicking on

the sign in button in the top right.
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Errors and wamings
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Actions Properties

Output
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7. Ensure the build type is configured correctly

When opening the build, ensure the configuration is set to “Master” and the platform is “x86".

D cbuicuslygamestest - Microsoft Visual Studio YH & Qucklaunch (Cti+0 Pl @ X

File Edit WView Project Buld Debug Team Tools Test Analyze ‘Window  Help Abertay Team Eight = [
Q- G-o g 2~ = | Release ~  xfB6 + P Local Machine ~ | B%

g Cloud Explarer Package.appamanifest obvioslygamestest* = X

* | Solution E i'p":lh’.f
-5 ¢ BE -
Confiquration: | Master v|  Plattoem: |86 B e-5¢ PR L

Application

Build Events General

a1 Solution ‘obvioustygamestest’ (3 projects)

4 (o= Asgembly-CSharp (Universal Windows)

Conditional compilation symbols: |1_0; UNITY_HOLOGRAPHIC.CODE_ANALYSIS b

Feference Pat "

Flesence [ Detine DEBLIG constant 3 Holo Academy
signing HoloToolkit

3
3 HoloTeollat-Examples
B

Debug

8 ielerences

[#] Data Lake Anaytics E Define TRACE constant
[ Storage Accounts 7.

Platform target: w6

Scripts
&7 projectjson
[] Compite with NET Native tool chain on Assermbly-CSharp-firstpass (Universal Windows)
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&7 projectjson
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b A Properties
B =8 References
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Data

Allow unsafe code [ Enatile static analysis for JNET Native

Errors and wamings

Suppress compiler warnings:
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Suppress XAML wamings:

Trieal warnings as enors
® Hone
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Actions Properties

Output

Show output from;, Source Control - Git s .~

Upening repasitorics:
C:\Users\Jack\DesktopiHolalens templ

Planes
\Pape
Could not open 'C:/Users/Jack/Desktop/Hololens template/PaperPlones /Temp/Unitylockfile': The process cannot access the file because It is bein

Could not open *C:/Users/Jack/Desktop/Hololens template/Paper?lanes/Temp/Unitylockfile®: The process camnot access the file because It is bein

Error List [ETT3

© PaperPlanes 'Y Cammy =
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8. Activate the .NET tool chain

Ensure the box labelled “Compile with .NET Native Tool Chain” is ticked.

D cbuicuslygamestest - Microsoft Visual Studio

Ctl+0) Pl B e
File  Edit View Froject Build Debug Team Toaols Test Analyze ‘Window Help

Abertay Team Eight = 1
Q- G-o g 2~ = | Release ~  xfB6 * W Local Machine = | 5
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Application
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Reference Paths. A
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Debug
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&7 projectjson
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&7 projectjson
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b R Properties

B =8 References

Warning leglP b Assets
Data

Errors and wamings

Suppress compiler warnings: i
Suppress XAML wamings:
Trieal warnings as enors
® None
Ol
Show output from;, Source Control - Git - hE M

Lould not open

‘LifUsers/ Jack /Uesktop/Holalens template/Fapertlancs/ leap/initylockiile’: Ine process cannot access the file because 1T 15 bein
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9.

Ensure the version number is correct

Select the tab ending in “.appxmanifest” and select the packaging dropdown. Here ensure that the
version number ends in a 0 as otherwise the app will be rejected by the Windows Store. After this,
you also need to open the .appxmanifest file by right clicking on it in the solution explorer and

opening it with the XML (Text) Editor. Once this opens ensure line 3 of the code features a version
number ending in 0.

D cbuicuslygamestest - Microsoft Visual Studio

Eile  Edit
Q-

View  Project
H-4Ms

Cloud Explorer

Buitd

O (Local)

b [7] Data Lake Analytics
» [ Storage Accounts

<

Actions Properties

Tools Test Apalyze  Window
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Debug  Team Help.

Release ~ P Local Machine ~ | 3

Package.appxmanifest = > [EEEEETETEE -

The properties of the deplayment package for your app are contained in the app manifest file. You can use the Manifest Designer ta set or modify one or mare of the
properties.

Application Visual Assets Capabilities Declarations Content URES

Package name- 614210bviouslyGames.ObviouslyGamesHoloLensTest

Package display name: | Obvicusly Games Holalens Test

Ichoose Certificate. ]
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Package family narme:
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D cbuicuslygamestest - Microsoft Visual Studio
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Open With - Package.appxmanifest

Choose the program you want to use to open this file:

(Project default editor) (Default)
App Manifest Designer

JSON Editor

JSON Editor with Encoding
Automatic Editor Selector (XML)

XML (Text) Editol
A L

v [ i

Source Code (Text) Editor

Source Code (Text) Editor With Encoding
HTML Editor

HTML Editor with Encoding

HTML (Web Forms) Editor

HTML (Web Forms) Editor with Encoding
CSS Editor

CSS Editor with Encoding

Add...

Remove

Set as Default
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10. Clean and build the solution and app

Before building the app for the store you must clean and build the files within Visual Studio. Without
this correct files for uploading will not be generated. To do this select Build > Clean Solution and
then Build > Build Solution. This may take several minutes. Once building the solution is complete,
do the same for the app itself. Select Build > Clean “appname” and then Build > Build “appname”.

D ObvioustyGames-ARADp - Microsolt Visual Stidio

File  Edit  View Project | Gud L Bamun leam o gnalyze  Window  Help
Q- -2 W B Build Solution Cirl+Shift+8
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11. Create the app package for the store

Right-click on the build in the Solution Explorer and select Store>Create App Packages.

Plo & x

Abertay Team Bight = m

D obviouslygamestest - Micrasoft Visual Studio Yo
File  Edit View Project Build Debug Team Tools Test Analze Window  Help
o~ B2 @ Release ~ x86 * P Loca Machine ~ | 5

Package.apprmanifest. ® X obviouslygamis Saluticn Explorer

R o-5EIFR &=

Cloud Explorer

The properties of the deplayment package for your app are contained in the app manifest file: You can use the Manifest Designer to set or modify one or more of the
properties Saal
a1 Solution ‘obvioustygamestest’ (3 projects)
Assembly-CSharp (Universal Windows)
8 References
Holo Academy

Application Visual Assets Capabilities Declarations Content URES Packaging

4 @ (local)
b (4] Data Lake Analytics
L] Q Storage Accounts

Package name:
Package display name;
Version:

Publisher:

Publisher display name:

Package family name:

14210t DbviowlyGamesHoloLer

sly Games Hololens Test

Minor Budd:
1 o

Oinviously Games

o Build
Rebuild
Deploy
Clean
View
Analyze

HockeyApp

HoboToolkit
HolaToolkat-Examples
ipts

jectjson

terences

nject json

pperties
*erences
els

nibly-CSharp-firstpass (Universal Windows)

(Universal Windows)

Scope to This prta
processed

New Solution Explorer View = .
Wl Teamn Explorer Class View

Build Dependencies
Add

Store

Manage NuGet Packages...
Set as Startlp Project
Debug

Properties

Show output from:;  5¢ Contred - Git L E M

Could not open 'C:/Users/iack/Uesktop/Hololens template/Faperdianes, |enp/Unitylocktile’: |he process cannct acce

Source Control

Cut

Could not open 'C:/Users/Jack/Desktop/Hololens template/PaperPlanes/Temp/Unitylockfile': The process cannot acce

Could not open ‘C:flers/Jock/Desktop/HoloLens templote/Paper@lanes Temp/Unitylockfile': The process cannot acce :rm:lvr
E ename

Unload Project

e Cutput Open Folder in File Explorer

Properties Alt+Enter & rapiines | N Camery

12. Select the correct app name

Select the correct app name from the list provided. Ensure the box labelled “Include app names
that already have packages” is not ticked.

Create App Packages ? =

m Select an app name

B Microsoft account -

abertayteam&@hotmail. com

Existing app names: Include app names that already have packages | R

App Name Package Identity in the Windows Store

Obviously Games HoloLens Test

Reserve a néw app name:

Previous ! Mext Cancel

Jack Gullen Obviously Games



13. Ensure the version number is correct again

Once again ensure the version number listed ends in a 0.

Create App Packages
m Select and Configure Packages

Qutput location:

CA\Users\Jack\Desktop\HoloLens template\PaperPlanes\WindowsStoreApp\obviouslygamestest\AppPackages\,

\erzion:

Automatically increment

Generate app bundle:
Never -

Select the packages 1o create and the solution configuration Mappings:

Architecture  Solution Configuration @ The Windows Stor

» will only accept the gen 1 apprupload
package. Any other appx packages are created for testing

Meutral Nome purposes only.
V| x86 Release (x36) =

%64 Release (x64) x

ARM Release (ARM) tF

of| Include full PDB symbol files, if any, to enable crach analytics for the app. Learn More

Previous Create Cancel

14. Ensure only the required build versions are selected

Set “Generate app bundle” to always and ensure that only the x86 architecture is selected. Also,
ensure the box is ticked for “Include full PDB symbol files”.

Create App Packages
m Select and Configure Packages

Qutput location:
CA\Users\Jack\Desktop\HoloLens template\PaperPlanes\WindowsStoreApp\obviouslygamestest\AppPackages\,
Merzion:

1 0

Automatically increment

Generate app bundle:
Always -

Select the packages 1o create and the solution configuration Mappings:)
Architecture  Solution Configuration @ The Windows Store will only accept the generated apprupload

package. Any other appx packages are created for testing

Meutral Nome purposes only.

V| x86 Release (x36) =
%64 Release (x64) *

ARM Release (ARM) tF

of| Include full PDB symbol files, if any, to enable crach analytics for the liop. Learn More

Previous Create Cancel
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15. Create the app and run the Windows App Certification Kit

Once the settings are correct, select the “Create” button to build the app. Next, run the Windows
App Certification Kit when prompted to ensure the build is ready for submission to the store.

Jack Gullen

Create App Packages

m Package Creation Completed

Output location:

esktopH

To test whether your app complies with the Windows Store requirements, click “Launch Windows App Certification Kit
Select a target device to run validation:

® Local machine

Remote machine

Package that will be validated:

@ Vahidation might take a few i

) One or more tests require the app to run in full screen.

utes or longer depending on the size of your app.

@ Do not interact with the machine until you see the test results.

D The existing version of your app on the local machine will be removed,

I ®5 Launch Windows App Certification Kit I Close

Obviously Games



16. Open the app page on the Windows Developer website

Open the app page at https://developer.microsoft.com/en-us/dashboard/apps/overview and
navigate to the “Submissions menu”. Here you can begin a new app submission. If updating from a
previous app you can simply select “Update” from the Action tab.

(if creating a new app)

=: Microsoft Technologies Documentation Resources Search Microsoft Developer ( Abertay @

Dashboard Windows Cortana Office Hardware Groove Payout

Obviously Games - AR App overview
Prototype

Submissions

App overview

Continue working on a submission in progress, or click Update to create a new submission for a published
app. Learn more

Submission 1 Mot submitted 2212017 Delete

Add-ons

App management ~
This app doesn't have any add-ons. Learn mare

Acquisitions See full repart

Dashboard overview

(if updating from a previous app)

Submission Status Last modified (UTC, Action
Submission 2 Unavailable in the Store 2/17/2017 Update

Don't see it in the Store yet?
View latest certification report
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https://developer.microsoft.com/en-us/dashboard/apps/overview

17. Fill in all the first 3 submission sections

Enter the submission page and fill out all the first 3 required sections. If updating from a previous
app this will likely already have been done.

Obviously Games - AR Submission 1 Delete
Prototype
R Pricing and availability Not started (")
Py Properties ot started ()
ubmissior
Submission 1 Age ratings Not started ()
Add-ons
Packages Not started ()

Store Hstings Add/remove languages Not started O

Notes for certification optional (0)

& Dashboard overview

18. Make the app private on the store

In the “Pricing and availability” section navigate to the “distribution and availability” section and
ensure the bottom box marked “Hide this app and prevent acquisition” is selected. This allows the
game to only be accessible by people you choose.

Distribution and visibility Hide options

Make this app available in the Store

Hide this app in the Store. Customers with a direct link to the app’s listing can still download it, except
on Windows 8 and Windows 8.1. Learn more

Hide this app and make it available only to the people you specify below, who can download this app on
Windows Phone 8.x devices. A promotional code may be used to download this app on Windows 10
devices. Learn more

4

@ Hide this app and prevent acquisition. Customers with a direct link can see the app's listing, but can only
download the app if they have a promotional code and are using a Windows 10 device. Learn more
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19. Upload the build file

Upload the .appxupload file created by Visual Studio by dragging it into the box on the “Packages”
page.

Obviously Games - AR
Prototype

I you are wsing Visual Studio, be sure you signed in with the same accou
account, as some parts of the package are specific to this account. Laarr

associated with your developer

Drag your packages here (.xap, .appx, .appxbundle, apprupload) or
browse your files.

Device family availability

Packages

If & Windows 10 device family’s box is unchecked, na new customers on that type of device will be able to
acquire the app, t b customers who already have the app will still be able to use it, an g y
updates you After you upload packages, you'll see which packages will be distributed to specific
Windows 10 device families (and earfier 05 versions If applicable). Learn maore

This product will not be available to customers on Windows 10 unless you check one or more device
Tamily baxes.

20. Select HololLens as the desired platform

Once the build package has been uploaded, select HoloLens as the desired platform in the “Device
family availability” section.

Device family availability

This table shows which packages will be offered to specific Windows 10 device families (and earlier OS
versions, if applicable) in ranked order. If a device family's box is unchecked, new customers on that type of
device won't be able to acquire the app (though customers who already have the app can still use it, and will
get any updates you submit). Learn more

obviouslygamestest_1.1.0.0_x86_bundle_Master.appxupload -
v1.1.0.0, Neutral

n Offered to this device family first

Offered if a device can’t support a higher-ranked package

To make packages available to this device family, check its box
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21. Add the details of the app for the store listing

On the submission page, ensure the desired language has been added under “store listings” and
then select the language to enter the details displayed on the store for the app. All icons MUST be
added for each platform as well as app tile icons and promotional images as otherwise the game will
not be allowed on the store.

Submission 2

2/17/2017 11:04 PM Fail View report

Pricing and availability Read-only

Not available to new customers.

Properties Read-only

& Dashboard overview Games, Simulation

Age ratings Read-only
C ol Jealatie e 7 |
Packages Read-only

obviouslygamestest_1.1.0.0_x86_bundle... Validat

Store listings add/remove languages Read-only
Additional Store listing languages

English (United Kingdom Complete

Notes for certification Read-only

Holographic screenshots

App tile icon

Promotional artwork

Wide icon Square icon Background image 414 x 180

358 x 173 358 x 358 1000 x 800
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22. Submit the app to the store

Once all the required sections have been filled out, select the “submit to store” button on the
submission page to publish the game. This process may take several hours or days for the app to be
verified by Microsoft and go live.

Pricing and availability unchanged (@)

Not available to new customers.

Properties unchanged (@)

Games, Simulation

Age ratings unchanged (@)
1ARC]

L

EHhD®7 =0 H]

Packages Unchanged °

obviouslygamestest_1.1.0.0_x86_bu... Validated

Store “StiﬂgS Add/remove languages Unchanged °

Additional Store listing languages

English (United Kingdom) Complete

Notes for certification optional ()

Submit to Store
R —

23. Generate codes to download the game

To invite people to download the game, promotional codes can be generated that can be redeemed
on the store. To do this, on the app page, select the “Monetization” tab and choose “promotional
codes”. Here you can select the “order codes” button to be given codes that can be exchanged for
copies of the app.

Apps
Obviously Games HoloLens Promotional codes
Test
Distribute copies of your app for review, promation, or special events, Lea
Order codes
Seart date Exgere date
Obwiously Games Downloa Obwiously Games Hololens 02/15/2017 10:50 PM 08/15/2017 10:50 PM a8 2

d Test Test

Promaoticnal codes
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Video of above steps:
Click on the image below to view a video of the above tutorial

M ..1- 00T
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https://www.youtube.com/watch?v=106D69c3L8E

