
The Server Architecture 
Behind Killzone Shadow Fall
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Hosting Choices



Hosting Choices - Need for Scaling
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Hosting Choices - Need for Scaling (2)
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Server Architecture



Server Architecture - Overview
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Server Architecture - Overview (2)
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Server Architecture - Gameplay (Turbine)
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Match Making



Match Making - General Principles
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Match Making - Algorithm
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Match Making - Algorithm
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Match Making - Algorithm
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Match Making - Algorithm
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Match Making - Algorithm
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Match Making - Algorithm
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Match Making - Algorithm
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Match Making - Algorithm
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Match Making - Algorithm

21



Match Making - Algorithm

22



Match Making - Finding Game
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Match Making - Round End
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Zero Downtime



Zero Downtime - Overview
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Zero Downtime Deployment - Webapp
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Zero Downtime Deployment - Webapp
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Zero Downtime Deployment - Webapp
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Zero Downtime Deployment - Webapp
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Zero Downtime Deployment - Webapp
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Zero Downtime Deployment - Webapp
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Zero Downtime Deployment - Webapp
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Zero Downtime Deployment - Webapp
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Zero Downtime Deployment - Turbine
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Zero Downtime Deployment - Turbine
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Zero Downtime Deployment - Turbine
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Zero Downtime Deployment - Turbine
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Zero Downtime Deployment - Turbine
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Zero Downtime Deployment - Turbine
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Zero Downtime Deployment - Turbine
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Zero Downtime Deployment - Turbine
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Zero Downtime Deployment - Turbine
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Update Without Patching



Update Without Patching
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How Telemetry Helped Fix Issues



Telemetry

•

47



Errors Per Hour Over Time
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Errors Per Hour Per Router
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Technicolor TG587n
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And Then We Released Patch 1.10
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Key Metric - Kill Lag
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Kill Lag = PingA + PingB + Processing



Kill Lag Measured
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Laggy Kills Over Time
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Amazon isn’t perfect either
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Average Ping Between Regions
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Telemetry - Conclusion
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