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 Kyle17 - November 27, 2017, 2:00 pm 
Hello all.
 
 I'm creating a game I'm hoping to eventually have on Steam, but I want to keep the total filesize as
low as possible.
 Long story short: I'm not sure how to lessen overall filesize other than cleaning the directory of
some files, but which ones can I get rid of and have my program still work properly? I don't know if
there's a plugin or a certain technique I'm missing in Visual Studio Community 2017 that helps me
with this issue... Right now it's totaling to over 169 MB (and it's really simple atm, just a few things in
place, should be nowhere near that... maybe around 60-70 MB would what I'd expect)
 Any and all help is appreciated  ? 
 
 (Files with a bracket next to them i'm mostly sure with what to do to them).
 (List of files - Expand me) (Click to View)
 --------------------
 avcodec-53.dll     1,077 KB
 avformat-53.dll     190 KB
 avutil-51.dll     124 KB
 Awesomium.Core.dll     1,257 KB     (stay)
 Awesomium.Core.xml     1,499 KB     (delete)
 awesomium.dll     20,128 KB     (stay)
 Awesomium.Windows.Forms.dll     313 KB     (stay)
 Awesomium.Windows.Forms.Xml     253 KB (delete)
 awesomium_process     42 KB     (stay)
 cef.pak     5,870 KB
 cef_100_percent.pak     277 KB
 cef_200_percent.pak     388 KB
 cef_extensions.pak     3,469 KB
 CefSharp.BrowserSubprocess.Core.dll     790 KB
 CefSharp.BrowserSubprocess.Core.pdb     4,764 KB
 CefSharp.BrowserSubprocess.exe     8 KB 
 CefSharp.BrowserSubprocess.pdb     14 KB
 CefSharp.Core.dll     1,199 KB
 CefSharp.Core.pdb     5,964 KB
 CefSharp.Core.xml     55 KB
 CefSharp.dll     181 KB
 CefSharp.pdb     256 KB
 CefSharp.WinForms.dll     23 KB
 CefSharp.WinForms.pdb     36 KB
 CefSharp.WinForms.xml     40 KB
 CefSharp.xml     392 KB
 chrome_elf.dll     424 KB (stay)
 d3dcompiler_47.dll     3,660 KB
 devtools_resources.pak     4,835 KB
 icudt.dll     9,725 KB
 icudtl.dat     9,894 KB
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 inspector.pak     3,851 KB
 libcef.dll     65,537 KB (stay)
 libEGL.dll     78 KB
 libGLESv2.dll     2,194 KB
 natives_blob.bin     327 KB
 pdf_js.pak     2,805 KB
 steam_api.dll     220 KB (stay)
 Steamworks.Net.dll     272 KB (stay)
 Program.exe     1,111 KB (stay - obviously)
 Program.exe.config     1 KB
 Program.pdb     154 KB
 Program.xml     5 KB
 windevinecdmadapter.dll     207 KB
 xinput9_1_0.dll     60 KB
 
 -- FOLDER (aa)
 Program.dll     269 KB
 
 -- FOLDER (dje)
 Program.dll     269 KB
 
 -- FOLDER (locales)
 53 .pak files, all around 300-1,000 KB totaling to 17.6 MB. All languages(?) eg. am.pak, en-GB.pak,
en-US.pak
 --------------------
 

Ninja - November 28, 2017, 4:13 am 
Usually PDB and XML files are not needed. I am pretty sure you only need the DLL files, but that
can different per library you use. And you can pack the DLL files in the executable itself.

He B TeMy - November 28, 2017, 2:46 pm 
Have you tried to rebuild the project? (clicking rebuild next to build)

Washi - November 28, 2017, 3:13 pm 
First of all things you could try is to build the solution using the Release configuration instead of the
Debug configuration.
 Spoiler (Click to View)
 
 The PDB and XML files are not necessary to run the application in the first place. You can safely
remove them. If you want to really minimize your build output, make sure you have unchecked the
XML documentation file that you can find in the Build tab of the Project Properties, as well as set the
creation of any debugging information to "none" in the advanced options that can be found in the
dialog that pops up upon clicking the "Advanced" button in the same tab.
 
 Keep in mind, though, that PDB files are quite useful nonetheless, even in Release configuration.
They provide you with just a bit extra information in the stack trace when errors occur, such as file
names and line numbers. See more here: 
https://stackoverflow.com/questions/5457095/release-generating-pdb-files-why
 
 You could try to find out which of the files the app is really using. Are you actually using all of the
libraries and files that you can find in your output folder? Other than that, I don't really see how much
more you can shrink the output down. You could use a packer, but you have to check the licenses
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for these files to see if they actually allow you to embed the dlls and files into your application. This
is really important legal stuff especially if you are going to release it to the public. And then again, a
packer only gets you so far in compressing the libraries. And sometimes they also introduce some
interesting bugs that you might not have expected in the first place.
 
 The final question remains though, is it worth all the effort in shrinking down the size in the first
place? If you are planning on releasing it on steam, then I don't think the few extra megabytes
would matter much. Much of the audience on steam have a pretty good computer with enough
space on their harddrives anyway, so I doubt that's going to be an issue.

Kyle17 - November 29, 2017, 1:54 am 
 (Nov 28, 2017 04:13 PM)Washi Wrote: [CITE] build the solution using the Release configuration
instead of the Debug configuration.Building using the Releases settings still create so many useless
files, and even some "debug" files... So that's rather confusing.
 
 Quote:The final question remains though, is it worth all the effort in shrinking down the size in the
first place? If you are planning on releasing it on steam, then I don't think the few extra megabytes
would matter much. Much of the audience on steam have a pretty good computer with enough
space on their harddrives anyway, so I doubt that's going to be an issue.
 
 No, and yes. I know those downloading on Steam wouldn't mind a 150 MB download, but for what it
actually is, it's monstrously large and shouldn't be anywhere near that for what it is. There are only a
few images, an embedded HTML page with a few Javascript animations shown by the Awesomium
framework and that's as advanced as it gets. The game has a server, but that's a separate EXE I
packed into Resources for later extraction...
 
 Thanks for the input though.
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