
Alright, lŜǘΩǎ ƎŜǘ ǎǘŀǊǘŜŘΦ 
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LΩƳ Wǳǎǘƛƴ ¢ǊǳƳŀƴΣ LΩƳ ƻƴŜ ƻŦ ǘƘŜ 9ƴƎƛƴŜŜǊƛƴƎ [ŜŀŘǎ at Bungie.   
 
!ƴŘ ōŜŦƻǊŜ L ŜǾŜƴ ǎǘŀǊǘΣ L ǿŀƴǘ ǘƻ ƳŀƪŜ ǎǳǊŜ ǘƘŀǘ L ƳŀƪŜ ŎƭŜŀǊ ǘƘŀǘ LΩƳ ƴƻǘ ŜǾŜƴ ŎƭƻǎŜ 
ǘƻ ǘƘŜ ǎƻƭŜ ŎƻƴǘǊƛōǳǘƻǊ ƻŦ ǘƘŜ ŀǊŎƘƛǘŜŎǘǳǊŜ ǘƘŀǘ ǿŜΩƭƭ ōŜ ǘŀƭƪƛƴƎ ŀōƻǳǘ ǘƻŘŀȅΦ  ¢ƘŜǊŜ 
was a good 50 man years that went into our Activity Networking systems for Destiny.   
 
Lǘ ǿŀǎ ŀ ǾŜǊȅ ƭŀǊƎŜ ƎǊƻǳǇ ŜŦŦƻǊǘΣ ŀƴŘ ǘƘŀǘΩǎ ǿƘȅ LΩƭƭ ōŜ ǎŀȅƛƴƎ άǿŜέ ŀ ƭƻǘ ŘǳǊƛƴƎ ǘƘƛǎ 
talk. 
 
Also, I really want to answer any questions you guys have at the end, assuming I can 
stay on-time. 
 
bƻǿΩǎ ŀ ƎǊŜŀǘ ǘƛƳŜ ǘƻ ǎƛƭŜƴŎŜ ȅƻǳǊ ŎŜƭƭ ǇƘƻƴŜǎΣ ǘƻƻΗ 

2 



So, Destiny was a lot of firsts for Bungie. 
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It was our first 4-platform game 
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It was our first always-online game.   
 
It was pretty scary getting in a room in 2010 (before the Xbox One had even been 
announced), and planning a console shooter that requires an always-online internet 
connection. 
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It was also our first time we tried seamless background matchmaking. 
 
Halo had matchmaking lobbies and menus ς we wanted to get rid of all of that, and 
just let strangers wander into your game, automatically and organically.  We wanted 
ǘƻ ƎŜǘ ǊƛŘ ƻŦ ǘƘŜ ά{ƛƴƎƭŜ-tƭŀȅŜǊέ ǾǎΦ άƳǳƭǘƛ-ǇƭŀȅŜǊέ ƳŜƴǳ ƻǇǘƛƻƴǎΣ ŀƴŘ Ƨǳǎǘ ƘŀǾŜ άtƭŀȅ 
5ŜǎǘƛƴȅέΦ 
 
To accomplish that goal we built ŀ ǳƴƛǉǳŜ Χ 
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Χ ŀƴŘ ǳƴƛǉǳŜƭȅ ŎƻƳǇƭƛŎŀǘŜŘ networking topology 
 
hǾŜǊ ǘƘŜ ƴŜȄǘ ƘƻǳǊΣ LΩƳ ƎƻƛƴƎ ǘƻ ǘŀƭƪ ǘƘǊƻǳƎƘ ǘƘŜ ŘŜŎƛǎƛƻƴǎ ǘƘŀǘ ƭŜŘ ǳǎ ǘƻ ǘƘƛǎ ǳƴƛǉǳŜ 
architecture, and both the advantages and disadvantages that have resulted from our 
choices. 
 
Instead of just using a Peer-to-peer architecture like our previous Halo games, or 
implementing traditional dedicated servers, we built a hybrid approach that we call 
ά!ŎǘƛǾƛǘȅ IƻǎǘǎΦέ 
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Activity Hosts are cloud-hosted machines that run a stripped down simulation of just 
our Mission Script logic.   
 
²ƛǘƘ ƻǳǊ ά!ŎǘƛǾƛǘȅ IƻǎǘǎέΣ ǿƘƛŎƘ LΩƭƭ ōŜ ŘŜǎŎǊƛōƛƴƎ ƛƴ ŘŜǘŀƛƭΣ ǿŜ ǿŜǊŜ ŀōƭŜ ǘƻ 
successfully scale at launch,  
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