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An Introduction to
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Achievements

Leaderboards

Cloud Save

Real-time Multiplayer
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We’ll get to these soon. Honest.
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Name

Profile image

709 people
in my circles
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People who own 
Android devices

Wednesday, May 15, 13



Cross Platform and Accessible

9

People who own 
Android devices

People who own 
other smartphones
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Cross Platform and Accessible
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People who own 
Android devices

People who own 
other smartphones
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Cross Platform and Accessible

• REST API
• Platform-agnostic
• Multiple libraries provided
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• Use them on iOS and Android!
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• Simplify development
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Custom Libraries
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• Use them on iOS and Android!
• Simplify development
• Extra conveniences

•Lots of examples ahead!
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Library Integration

• iOS 
- Downloadable framework

• Android  
- Thin client and Google Play 

Services
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Anti-Piracy on Android
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Yarr...
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1. Nobody is trying 
Blended Fruit Mode
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2. Endless Mode isn’t 
retaining well

1. Nobody is trying 
Blended Fruit Mode
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The New Play Developer Console
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“Practical Play Games 
Pointers”

Today at 2:35, Room 5
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I CAN HAZ TEH 
CODES?
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One main class for accessing Games APIs: GamesClient
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public class AngryFruitActivity
        implements ConnectionCallbacks, OnConnectionFailedListener {

    private GamesClient mGamesClient;

    @Override
    public void onCreate(Bundle savedInstanceState) {
        mGamesClient = new GamesClient.Builder(
                this /* Context */,
                this /* ConnectionCallbacks */,
                this /* OnConnectionFailedListener */)
                .create();
    }
    ...

One main class for accessing Games APIs: GamesClient

Java

Create it in onCreate()...
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General Usage - Android
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public class AngryFruitActivity
        implements ConnectionCallbacks, OnConnectionFailedListener {
    ...
    @Override
    public void onStart() {
        super.onStart();
        mGamesClient.connect();
    }

    @Override
    public void onStop() {
        super.onStop();
        mGamesClient.disconnect();
    }
    ...

Connect in onStart(), and disconnect in onStop()

Java
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General Usage - Android
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public class AngryFruitActivity
        implements ConnectionCallbacks, OnConnectionFailedListener {
    ...
    @Override
    public void onConnectionFailed(ConnectionResult result) {
        // User isn't signed in - see if we can resolve that.
        if (result.hasResolution()) {
            result.startResolutionForResult(this, REQUEST_RESOLVE_FAILURE);
        } else {
            Dialog dialog = GooglePlayServicesUtil.getErrorDialog(
                    result.getErrorCode(), this, REQUEST_RESOLVE_FAILURE);
            if (dialog != null) {
                dialog.show();
            }
        }
    }
    ...

Handle onConnectionFailed

Java
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Handle onConnectionFailed

Java
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General Usage - Android
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public class AngryFruitActivity
        implements ConnectionCallbacks, OnConnectionFailedListener {
    ...
    @Override
    public void onConnected(Bundle connectionHint) {
        // User is signed in and ready to go! Let's show the username.
        showUsername(mGamesClient.getCurrentPlayer().getDisplayName());
    }
    ...

Handle onConnected

Java
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public class AngryFruitActivity
        implements ConnectionCallbacks, OnConnectionFailedListener {
    ...
    @Override
    public void onConnected(Bundle connectionHint) {
        // User is signed in and ready to go! Let's show the username.
        showUsername(mGamesClient.getCurrentPlayer().getDisplayName());
    }
    ...

Handle onConnected

Java
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MyGameViewController.m

- (void)viewDidLoad
{
  [super viewDidLoad];
  GPPSignIn *signIn = [GPPSignIn sharedInstance];
  
  signIn.clientID = CLIENT_ID;
  signIn.scopes = [NSArray arrayWithObjects:
                   @"https://www.googleapis.com/auth/games",
                   nil];
  signIn.language = [[NSLocale preferredLanguages] objectAtIndex:0];
  signIn.delegate = self;
  signIn.shouldFetchGoogleUserID = YES;
  ...
}

• Set up your GPPSignIn object

Obj-C
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MyGameViewController.m

- (void)viewDidLoad
{
  [super viewDidLoad];
  GPPSignIn *signIn = [GPPSignIn sharedInstance];
  
  signIn.clientID = CLIENT_ID;
  signIn.scopes = [NSArray arrayWithObjects:
                   @"https://www.googleapis.com/auth/games",
                   nil];
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  signIn.delegate = self;
  signIn.shouldFetchGoogleUserID = YES;
  ...
}

• Set up your GPPSignIn object

Obj-C
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MyGameViewController.m

- (IBAction)signInClicked:(id)sender {
  [[GPPSignIn sharedInstance] authenticate];
}

• Call authenticate

Obj-C
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MyGameViewController.m

-(void)finishedWithAuth:(GTMOAuth2Authentication *)auth error:(NSError *)error
{
  if (error == nil && auth) {
    NSLog(@"User has signed in!”);
  } else {
    NSLog(@"Failed to sign in\n\tError=%@\n\tAuthObj=%@",error,auth);
  }
}

• Capture sign-in completion with in finishedWithAuth:error

Obj-C
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MyGameViewController.m

-(void)finishedWithAuth:(GTMOAuth2Authentication *)auth error:(NSError *)error
{
  if (error == nil && auth) {
    NSLog(@"User has signed in!”);
    [[GPGManager sharedInstance] signIn:[GPPSignIn sharedInstance] 
        reauthorizeHandler:...]
  } else {
    NSLog(@"Failed to sign in\n\tError=%@\n\tAuthObj=%@",error,auth);
  }
}

• Capture sign-in completion with in finishedWithAuth:error

Obj-C
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MyGameViewController.m

-(void)finishedWithAuth:(GTMOAuth2Authentication *)auth error:(NSError *)error
{
  if (error == nil && auth) {
    NSLog(@"User has signed in!”);
    [[GPGManager sharedInstance] signIn:[GPPSignIn sharedInstance] 
        reauthorizeHandler:...]
  } else {
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• Capture sign-in completion with in finishedWithAuth:error

Obj-C
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MyGameViewController.m

-(void)finishedWithAuth:(GTMOAuth2Authentication *)auth error:(NSError *)error
{
  if (error == nil && auth) {
    NSLog(@"User has signed in!”);
    [[GPGManager sharedInstance] signIn:[GPPSignIn sharedInstance] 
        reauthorizeHandler:^(BOOL requiresKeychainWipe, NSError *error) {
      if (requiresKeychainWipe) {
        [[GPPSignIn sharedInstance] signOut];
      }
      [[GPPSignIn sharedInstance] authenticate];
    }]
  } else {
    NSLog(@"Failed to sign in\n\tError=%@\n\tAuthObj=%@",error,auth);
  }
}

• Capture sign-in completion with in finishedWithAuth:error

Obj-C
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Hidden

Locked

Unlocked
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Traditional
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Incremental
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1. Nobody is trying 
Blended Fruit Mode
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Creating an Achievement
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Creating an Achievement

Name

Description
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Creating an Achievement

Icon

Incremental

Not Hidden

35 Points

Shown 1st
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Creating an Achievement
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Java
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Achievements - Android

36

Java// Incremental achievement - unlock after 10 wins.
private static final String SMOOTHIE_OPERATOR_ID = "CggI5MqqpS8QAhAA";
...
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Achievements - Android

36

Java// Incremental achievement - unlock after 10 wins.
private static final String SMOOTHIE_OPERATOR_ID = "CggI5MqqpS8QAhAA";
...

private void onGameWon() {
    // Try unlocking every time (fire and forget).
    mGamesClient.unlockAchievement(FRUIT_WHISPERER_ID);
}
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Achievements - Android

36

Java// Incremental achievement - unlock after 10 wins.
private static final String SMOOTHIE_OPERATOR_ID = "CggI5MqqpS8QAhAA";
...

private void onGameWon() {
    // Try unlocking every time (fire and forget).
    mGamesClient.unlockAchievement(FRUIT_WHISPERER_ID);
    if (mGameType == BLENDED_FRUIT_MODE) {
      // Increment, but check to see if this unlocks it...
      mGamesClient.incrementAchievementImmediate(
              this /* OnAchievementUpdatedListener */,
              SMOOTHIE_OPERATOR_ID,
              1 /* steps to increment by */);
    }
}
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Java@Override
public void onAchievementUpdated(
        int statusCode, String achievementId) {
}
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Achievements - Android
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Java@Override
public void onAchievementUpdated(
        int statusCode, String achievementId) {
    if (SMOOTHIE_OPERATOR_ID.equals(achievementId)
            && statusCode == STATUS_ACHIEVEMENT_UNLOCKED) {
        // Great! Unlock the bonus stage and reveal the
        // associated achievement.
        enableBonusStage();
        mGamesClient.revealAchievement(HIDDEN_TOP_BANANA_ID);
    }
}
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Displaying Achievements
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GamesClient.Builder.setViewForPopups(View view)
GamesClient.Builder.setGravityForPopups(int gravity)
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Displaying Achievements
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startActivityForResult(
        mGamesClient.getAchievementsIntent(),
        REQUEST_SHOW_ACHIEVEMENTS);
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Raw Data Access
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Don’t like our UI? Do it yourself!

mGamesClient.loadAchievements(listener)

   void onAchievementsLoaded(int statusCode, AchievementBuffer buffer)

Java
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Raw Data Access

39

Don’t like our UI? Do it yourself!

mGamesClient.loadAchievements(listener)

   void onAchievementsLoaded(int statusCode, AchievementBuffer buffer)

Java

ID TYPE NAME ICON_IMAGE_URI CURRENT_STEPS STATE PLAYER_INFO

CggI5MqqpS8QAhAA INCREMENTAL Compost Bin https://lh3.ggpht.c/... 5 REVEALED [Object]

CggI5MqqpS8QAhAB STANDARD Fruit Whisperer https://lh3.ggpht.c/... 0 UNLOCKED [Object]

CggI5MqqpS8QAETA STANDARD Top Banana https://lh3.ggpht.c/... 0 HIDDEN [Object]

Wednesday, May 15, 13
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Achievements - iOS 
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#define SMOOTHIE_OPERATOR_ID @"CggI5MqqpS8QAhAB"

GPGAchievement *smoothieAch = 
       [GPGAchievement achievementWithId:SMOOTHIE_OPERATOR_ID];

Obj-C

Create a GPGAchievement
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- (void)gameOverForMode:(int)gameMode {
    GPGAchievement *fruitWhispererAch = 
        [GPGAchievement achievementWithId:FRUIT_WHISPERER_ID];
    [fruitWhispererAch unlockAchievementWithCompletionHandler:nil];
}

Obj-C

Unlock it!
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- (void)gameOverForMode:(int)gameMode {
    GPGAchievement *fruitWhispererAch = 
        [GPGAchievement achievementWithId:FRUIT_WHISPERER_ID];
    [fruitWhispererAch unlockAchievementWithCompletionHandler:^(BOOL newlyUnlocked, NSError 
*error) {
        // Perhaps handle errors here
    }];
}

Obj-C

Unlock it!
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-(void)gameOverForMode:(int)gameMode {
   ...
  if (gameMode == kAFGameModeRotten) {
    // Increment our achievement
    GPGAchievement *smoothieAch = [GPGAchievement achievementWithId:SMOOTHIE_OPERATOR_ID];
    [smoothieAch incrementAchievementNumSteps:1
           completionHandler:^(BOOL newlyUnlocked, int currentSteps, NSError *error) {
             if (newlyUnlocked) {
               [self activateBonusMode];
             }
     }];
}

Obj-C

Increment it!
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-(void)gameOverForMode:(int)gameMode {
   ...
  if (gameMode == kAFGameModeRotten) {
    // Increment our achievement
    GPGAchievement *smoothieAch = [GPGAchievement achievementWithId:SMOOTHIE_OPERATOR_ID];
    [smoothieAch incrementAchievementNumSteps:1
           completionHandler:^(BOOL newlyUnlocked, int currentSteps, NSError *error) {
             if (newlyUnlocked) {
               [self activateBonusMode];
             }
     }];
}

Obj-C

Increment it!
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-(void)gameOverForMode:(int)gameMode {
   ...
  if (gameMode == kAFGameModeRotten) {
    // Increment our achievement
    GPGAchievement *smoothieAch = [GPGAchievement achievementWithId:SMOOTHIE_OPERATOR_ID];
    [smoothieAch incrementAchievementNumSteps:1
           completionHandler:^(BOOL newlyUnlocked, int currentSteps, NSError *error) {
             if (newlyUnlocked) {
               [self activateBonusMode];
               GPGAchievement *topBanana = [GPGAchievement 
                                            achievementWithId:TOP_BANANA_ID];
               [topBanana revealAchievementWithCompletionHandler:nil];
             }
     }];
}

Obj-C

Reveal hidden ones!
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-(void)gameOverForMode:(int)gameMode {
   ...
  if (gameMode == kAFGameModeRotten) {
    // Increment our achievement
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Obj-C

Reveal hidden ones!
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topBananaAch.showsCompletionNotification = NO;
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topBananaAch.showsCompletionNotification = NO;
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Achievements Display
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topBananaAch.showsCompletionNotification = NO;

GPGAchievementController *achController =  
    [[GPGAchievementController alloc] init];
achController.achievementDelegate = self;
[self presentModalViewController:achController 
                        animated:YES];

Wednesday, May 15, 13



Wednesday, May 15, 13



Leaderboards

Wednesday, May 15, 13



47

Wednesday, May 15, 13



47

Wednesday, May 15, 13



47

Wednesday, May 15, 13



47

Wednesday, May 15, 13



47

Wednesday, May 15, 13



48

1. Nobody is trying 
Blended Fruit Mode
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1. Nobody is trying 
Blended Fruit Mode
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1. Nobody is trying 
Blended Fruit Mode

2. Endless Mode isn’t 
retaining well
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Creating a Leaderboard
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Name

Formatting
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Creating a Leaderboard
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Icon

Ordering
Limits

Shown 1st
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Creating a Leaderboard
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Scores are submitted as 64-bit integers.
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Leaderboard Score Formatting

51

Scores are submitted as 64-bit integers.
Example: 1234567

English German

Integer 1,234,567 1.234.567

Fixed Point 12,345.67 12.345,67

Time 20:34.57 20:34.57

Currency $1.23 1,23 $
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Submitting a score

// Define our leaderboard ID
private static final String ENDLESS_MODE_ID = "CggI5MqqpS8QAhAC";

// Submit score - with a listener
mGamesClient.submitScoreImmediate(listener, ENDLESS_MODE_ID, 1337);

// Submit score - fire-and-forget
mGamesClient.submitScore(ENDLESS_MODE_ID, 1337);

Java
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Use the OnScoreSubmittedListener to listen for results 

 
void onScoreSubmitted(int statusCode, SubmitScoreResult result) {
  if (statusCode == GamesClient.STATUS_OK) {
    // Analyze the score report
    if (result.getScoreResult(
            LeaderboardVariant.TIME_SPAN_DAILY).newBest) {
        // Congratulate the user for being awesome!
    }
  } else {
    // Handle odd cases here
  }
}

Java
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Displaying Leaderboards
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Displaying Leaderboards

startActivityForResult(
        mGamesClient.getAllLeaderboardsIntent(),
        REQUEST_SHOW_ALL_LEADERBOARDS);

Wednesday, May 15, 13



Leaderboards - Android

54

Displaying Leaderboards

startActivityForResult(
        mGamesClient.getLeaderboardIntent(ENDLESS_MODE_ID),
        REQUEST_SHOW_LEADERBOARD);
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#define ENDLESS_LEADERBOARD @"CggI5MqqpS8QAhAC"

GPGScore *submitMe = [GPGScore scoreWithLeaderboardId:kAFHighScore];
submitMe.value = 100;

Obj-C

Create a GPGScore
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#define ENDLESS_LEADERBOARD @"CggI5MqqpS8QAhAC"

GPGScore *submitMe = [GPGScore scoreWithLeaderboardId:kAFHighScore];
submitMe.value = 100;

[submitMe submitScoreWithCompletionHandler:^(GPGScoreReport *report, NSError *error) {
  if (error) {
    // Handle errors
  }
}];

Obj-C

Submit a GPGScore
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#define ENDLESS_LEADERBOARD @"CggI5MqqpS8QAhAC"

GPGScore *submitMe = [GPGScore scoreWithLeaderboardId:kAFHighScore];
submitMe.value = 100;

[submitMe submitScoreWithCompletionHandler:^(GPGScoreReport *report, NSError *error) {
  if (error) {
    // Handle errors
  }  else {
    if (report.isHighScoreForLocalPlayerToday) {
      NSLog(@"Woo hoo! Daily high score!");
    }
  }
}];

Obj-C

Analyze the GPGScoreReport
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GPGLeaderboardController *endlessLead =   
   [[GPGLeaderboardController alloc] 
    initWithLeaderboardId:targetLeaderboardId];
endlessLead.leaderboardDelegate = self;
[self presentModalViewController:endlessLead
                        animated:YES];

Leaderboards Display

58

Wednesday, May 15, 13



GPGLeaderboardController *endlessLead =   
   [[GPGLeaderboardController alloc] 
    initWithLeaderboardId:targetLeaderboardId];
endlessLead.leaderboardDelegate = self;
[self presentModalViewController:endlessLead
                        animated:YES];

Leaderboards Display

58

GPGLeaderboardsController *allLeadsController =     
    [[GPGLeaderboardsController alloc] init];
allLeadsController.leaderboardsDelegate = self;
[self presentModalViewController:allLeadsController  
                        animated:YES];
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Google Drive
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Google Drive

App Engine
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Cloud Save Google Drive
App Engine
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Cloud Save Google Drive
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Cloud Save

Cut Trees No Yes

Carve Ice Sculptures No Yes

Fight Zombies No Yes

Google Drive
App Engine
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Cloud Save

Cut Trees No Yes

Carve Ice Sculptures No Yes

Fight Zombies No Yes

Grate Cheese? Yes No

Google Drive
App Engine
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Save Game Slots
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0 1 2 3
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0 1 2 3Inventory Avatar Quest 
Progress Pet
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Save Game Slots

62

0 1 2 3Inventory Avatar Quest 
Progress PetAvatar
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Cloud Save - Get
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Data
Version: ABC
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Cloud Save - Get
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Data
Version: ABCGET 

/states/1
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Cloud Save - Get
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Data
Version: ABC

Data
Version: ABC

Data 
Version: ABC

GET 
/states/1
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Cloud Save - Update
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Data
Version: ABC

Data
Version: ABC
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Cloud Save - Update
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Data
Version: ABC

NewData
Version: ABC
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Cloud Save - Update
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Data
Version: ABC

PUT /states/1
NewData

Version: ABC

NewData
Version: ABC

Wednesday, May 15, 13



Cloud Save - Update
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200 OK 

Version: DEF

PUT /states/1
NewData

Version: ABC

NewData
Version: ABC

NewData
Version: DEF
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Cloud Save - Conflict
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Data
Version: ABC

Data
Version: ABC
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Cloud Save - Conflict
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Data
Version: ABC

NewData
Version: ABC
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Cloud Save - Conflict
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NewData
Version: ABC

NewData2
Version: XYZ
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Cloud Save - Conflict
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PUT /states/1
NewData

Version: ABC

NewData
Version: ABC

NewData2
Version: XYZ
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Cloud Save - Conflict
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409 Conflict

PUT /states/1
NewData

Version: ABC

NewData
Version: ABC

NewData2
Version: XYZ
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Cloud Save - Conflict
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409 Conflict

PUT /states/1
NewData

Version: ABC

NewData
Version: ABC

NewData2
Version: XYZPlease Resolve

Local: NewData
Cloud: NewData2
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Cloud Save - Android
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AppStateClient - works just like GamesClient!
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Cloud Save - Android

66

AppStateClient - works just like GamesClient!

mAppStateClient = new AppStateClient.Builder(
                this /* context */,
                this /* onConnectedListener */,
                this /* onConnectionFailedListener */)
                .create();

Java
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Cloud Save - Android

66

AppStateClient - works just like GamesClient!

mAppStateClient = new AppStateClient.Builder(
                this /* context */,
                this /* onConnectedListener */,
                this /* onConnectionFailedListener */)
                .create();

Java

• Same lifecycle pattern for Activities and Fragments:
- onCreate() - construct client

- onStart() - connect it

- onConnected() - do work

- onStop() - disconnect it
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Cloud Save - Android

67

Once you're connected...

loadState(OnStateLoadedListener listener, int key) Java

Load
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Cloud Save - Android

67

Once you're connected...

loadState(OnStateLoadedListener listener, int key) Java

Load

listStates(OnStateListLoadedListener listener) Java

List
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Cloud Save - Android

67

Once you're connected...

loadState(OnStateLoadedListener listener, int key) Java

Load

listStates(OnStateListLoadedListener listener) Java

List

updateStateImmediate(OnStateLoadedListener listener, int stateKey, byte[] data)

// or fire-and-forget...
updateState(int stateKey, byte[] data)

Java

Update
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Cloud Save - Android

68

Handling Conflicts

interface OnStateLoadedListener {
    onStateLoaded(int statusCode, int stateKey,
            byte[] localData); // Everything's OK!

    onStateConflict(int stateKey, String resolvedVersion,
            byte[] localData, byte[] serverData); // Uh-oh!
}

Java

Listen for result

Wednesday, May 15, 13



Cloud Save - Android

68

Handling Conflicts

interface OnStateLoadedListener {
    onStateLoaded(int statusCode, int stateKey,
            byte[] localData); // Everything's OK!

    onStateConflict(int stateKey, String resolvedVersion,
            byte[] localData, byte[] serverData); // Uh-oh!
}

Java

Listen for result
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68

Handling Conflicts

interface OnStateLoadedListener {
    onStateLoaded(int statusCode, int stateKey,
            byte[] localData); // Everything's OK!

    onStateConflict(int stateKey, String resolvedVersion,
            byte[] localData, byte[] serverData); // Uh-oh!
}

Java

Listen for result
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Cloud Save - Android

68

Handling Conflicts

interface OnStateLoadedListener {
    onStateLoaded(int statusCode, int stateKey,
            byte[] localData); // Everything's OK!

    onStateConflict(int stateKey, String resolvedVersion,
            byte[] localData, byte[] serverData); // Uh-oh!
}

Java

Listen for result

mGamesClient.resolveState(OnStateLoadedListener listener, int stateKey,
        String resolvedVersion, byte[] resolvedData)

Java

Resolve
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Cloud Save - iOS 

69

GPGAppStateModel *model = 
   [GPGManager sharedInstance].applicationModel.appState;

Obj-C

Reference your model
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Cloud Save - iOS 

70

GPGAppStateModel *model = 
   [GPGManager sharedInstance].applicationModel.appState;

[model loadForKey:kAFLevelProgress
  completionHandler:^(GPGAppStateLoadStatus status, NSError *error) {
    if (status == GPGAppStateLoadStatusNotFound) {
      // StatusNotFound = "Brand new player!"
      [self startNewGame];
    } else if (status == GPGAppStateLoadStatusSuccess) {
      [self loadLevelProgress:[model stateDataForKey:kAFLevelProgress]];
    }
 }

Obj-C

Call loadForKey:completionHandler:conflictHandler
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Cloud Save - iOS 

71

GPGAppStateModel *model = 
   [GPGManager sharedInstance].applicationModel.appState;

[model loadForKey:kAFLevelProgress
  completionHandler:^(GPGAppStateLoadStatus status, NSError *error) {
    if (status == GPGAppStateLoadStatusNotFound) {
      // StatusNotFound = "Brand new player!"
      [self startNewGame];
    } else if (status == GPGAppStateLoadStatusSuccess) {
      [self loadLevelProgress:[model stateDataForKey:kAFLevelProgress]];
    }
  } conflictHandler:^NSData *(NSNumber *key, NSData *existingState, NSData  *newState) {
    // More like a "Heads up" handler
    return newState;
  }
];

Obj-C

Call loadForKey:completionHandler:conflictHandler
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Cloud Save - iOS 

72

GPGAppStateModel *model = 
   [GPGManager sharedInstance].applicationModel.appState;

[model updateForKey:[NSNumber numberWithInt:kAFLevelProgress]  
  completionHandler:^(GPGAppStateWriteStatus status, NSError *error) {
    if (status == GPGAppStateWriteStatusSuccess) {
      NSLog(@"Hooray! Cloud update is complete");
      // Refresh just in case data changed
      [self loadLevelProgress:[model stateDataForKey:kAFLevelProgress]]
    }
  }

Obj-C

Call updateForKey:completionHandler:conflictHandler
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Cloud Save - iOS 

73

GPGAppStateModel *model = 
   [GPGManager sharedInstance].applicationModel.appState;

[model updateForKey:[NSNumber numberWithInt:kAFLevelProgress]  
  completionHandler:^(GPGAppStateWriteStatus status, NSError *error) {
    if (status == GPGAppStateWriteStatusSuccess) {
      NSLog(@"Hooray! Cloud update is complete");
      // Refresh just in case data changed
      [self loadLevelProgress:[model stateDataForKey:kAFLevelProgress]]
    }
  } conflictHandler:^NSData *(NSNumber *key, NSData *localState, NSData *serverState) {
    // Resolve these two states in a way that makes sense for you game
    NSData *resolvedData = [self resolveLocal:localState andServer:serverState];
    return resolvedData;
  }
];

Obj-C

Call updateForKey:completionHandler:conflictHandler
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Real-time Multiplayer
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Creating a Real-Time Multiplayer Match

76
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Discovering Games via Real-Time Multiplayer
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Discovering Games via Real-Time Multiplayer
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Discovering Games via Real-Time Multiplayer
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Want More Multiplayer?

78

“Mobile Multiplayer with 
Google Play game services”

Today at 3:30, Room 5
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Self-Aware Summary

• New Services
- Achievements

- Leaderboards

- Cloud Save

- Real-Time Multiplayer

• Increased Discovery
- Badges, Invites

• Libraries and Tools

• Brief Overview of iOS/Android Integration

• Self-Aware Summary!

79
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Want to Find Out More?

80

Practical Play Games 
Pointers

Room 5
Today
2:35 pm

Mobile Multiplayer with 
Google Play game services
Room 5
Today
3:30 pm

Advanced Game 
Development with Google 
Play game services
Room 5
Today
4:25 pm

Level Up Your Android 
Game

Room 12
Today
5:20 pm

Integrate Google Play 
game services Codelab
Room 9
Friday
9:00

https://developers.google.com/games/services

An Introduction to Google 
Play game services

Room 12
Today
1:40 pm
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Questions?

• Come see us at the Office Hours lounge!
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Thank You!

https://plus.google.com/+ToddKerpelman
https://plus.google.com/+SteveLMartin/
http://goo.gl/Upql5  (Dave Santoro)
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Developers
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