Shared World Shooter

Destiny’s Networked Mission Architecture
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* I’'m Justin Truman
 Many, many other folks helped make this

architecture
 There will be some time for Q&A at the end
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was a good 50 man years that went into our Activity Networking systems for Destiny.
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talk.

Also, | really want to answer any questions you guys have at the end, assuming | can
stay ontime.
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Sq Destiny was a lot of firsts for Bungie.



It was our first 4platform game
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It was our first alway®nline 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 ataalyse internet
connection.



It was also our first time we tried seamless background matchmaking.

Halo had matchmaking lobbies and memuse wanted to get rid of all of that, and

just let strangers wander into your game, automatically and organically. We wanted
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To accomplish that goal we built dzy A lj dzS X
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architecture, and both the advantages and disadvantages that have resulted from our
choices.

Instead of just using a Pe#&y-peer architecture like our previous Halo games, or
implementing traditional dedicated servers, we built a hybrid approach that we call
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Activity Hosts are cloutlosted machines that run a stripped down simulation of just
our Mission Script logic.
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successfully scale at launch,



