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THE BATTLE.NET BACKSTORY e = s,
NTARLRAFT

Launched in 1996 with Diablo
The world’s first integrated matchmaking service

Evolved over the years: StarCraft, Diablo 2,
Warcraft 3 ’

At launch, the whole worldwide service ran on a
single box!
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OVER THE YEARS, TIMES HAVE CHANGED...

Evolution of the Online Game Service

Digital Distribution Goes Mainstream

The Social Network Revolution

And At Blizzard, This Little Game Launched in 2004
with 12 million users...




INTRODUCING THE NEW BATTLE.NET

Our Vision:

Create the world’'s premier online game service that ’
powers all Blizzard titles and connects our community

Our Goal:

Enhance the fun factor of Blizzard games and extend
franchise longevity by facilitating kick-ass online gaming
experiences
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OUR EXECUTION PLAN

Staffed the team »
Built the new service from the ground up

Orphaned the classic service
Launched the new Battle.net and SCIl on July 27 -

Integrated with WoW around the same time
It was one hell of a ride...and many lessons learned
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POST- MORTEM TOPIC #1
THE DEEPLY INTEGRATED APPROACH.

The Vision:
Seamless integration between the game and the service

Leveraged back-end game services

Enable custom game-specific features: that other services
can’t provide

The Reality:

We deeply integrated with SCIl and delivered awesome
custom features

..but, it was a sprint all the way and pretty stressful
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POST- MORTEM TOPIC #1 o
THE DEEPLY INTEGRATED APPROACH g7

What We Learned: |
It is bloody expensive - a full client re-write each time

Real tradeoff between generic vs. specialized services

qukin’g W|th the game teams was rewarding but
challenging ok

Getting the integrated Ul and UX right requires a lot of
work...and a lot of iteration
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THE EVOLUTION OF NEW BATTLE.NET Ul — LATE 2007
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[1] [Oldelton]: Eight presidential candidates
fought to make their points during a two-hour
debate in New Hampshire Sunday.

[1] [Oldelton]: Eight presidential candidates
fought to make their points during a two-hour
debate in New Hampshire Sunday.

[2] [Dreamx]: Former Sen. John Edwards blasted
Sens. Hillary Clinton and Barack Obama over their
handling of a recent war spending bill.

[1] [Oldelton]: Eight presidential candidates
fought to make their points

MY MAIL CoOMML

HOME MY PROFILE JNITY FILES

START PAGE

s Battlestrike [Dark Iron Guild]

ey Playing World of Warcraft
g

Matix

“ Blizzard to join forces with Activision
We're pleased to announce that along with the other companies that

............. make up Vivendi Games, we are merging with Activision to form a new
global entertainment or ganization called Activision Blizzard... [more]

Blizzard to join forces with Activision

We're pleased to announce that along with the other companies that
make up Vivendi Games, we are merging with Activision to form a new
global entertainment or ganization called Activision Blizzard... [more]

[ [1] [Oldel

]: hello

Add to Friends ~ Send Mail  Whisper
& You have 3 Unread Messages
You have 3 pending friend invites
| Alex
& § Accept | Decline
Kratos
Accept | Decline
Kotaku (Guild)
j Accept: | Declina
Games
= Boxer locks down 10BCs
July Zerg pulls off an insane

Yellow blocks incoming
Sick move!

Fanart

Wf ]

PN

This is a picture of the Orc Warchief named
Trrall, Son of Durotar, frome one to the...
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THE EVOLUTION OF NEW BATTLE.NET Ul — EARLY 2008

small Update
1 Randal - How about playing SC?

:<\1[[ | \\
msubscr Undo | Close
Tinbox (1) '

# Vincent - Re: 2.4.0 Client Patch Notes
& Alex - Fw: 2.4.0 Client Patch Notes

Upcoming Event (2)

[~ ") Fury of the Sunwell

We're pleased to announce that along with the other companies that
make up Vivendi Games,zwe are merging with Activision to from-a new...
4

3@ Blizzard to Join Forces with Activision thour age
We're pleased to announce that along with the other companies that make up Requests (2)
Vivendi Games, we are merging with Activision to from a new global h
entertainment organization called Activsion Blizzard.. 1 Dohyeong accepted you asa .
oh Jeff Invited you to be a friend

9999 @
Displaying 10 most popular comments See All Leave a comment

| {T7%] Fight that EA machine.

What in the holy hell? This was unexpectied. Hopefully itll be
like Pixar and Disney, with Blizzard revamping Activision’s...

You have joined [1. StarCraft 2- General] |

2. Dkim: Hi,On the Republican side
4
@ 1. Joe: On the Republican side, )

1. Joe: On the Republican side, Senator John McCain,
fresh off to Michigan, where in next Tuesday's primary he

Romney, jetted off to

{I] Am 1 the only one who's mouth dropped open when reading?

am Murloc DLC for Guitar hero3

g & Alexander has uniocked 12 achievements

o Joe: Hi, his own comeback victory over for
£
- _ EL
Dkim whispers: his own comeback victory over former Gov. Al anciar diectmesd 2 toppics
Mitt Romney, jetted off to Michigan, where in next Tuesday's |
primary he where in next Tuesday’s primary he wil attempt [ - Least Favorite Character ay
Romney, jetted off to Michigan, where in next Tuesday's primary he - 1s Brawl what you expected? 12
will attempt to overcome Mr. Romney's natural advantage in the state s
of his birth.
L Starcraft 2 General Strategy Channel LA]
b -
| Weneed one more for 8 3v3, who's in? ) | @ 23 Friends Online. | ¥ 28 Guidmates Online | .mmw’/,,._ 1

), Brace yourself for the

Einys. | Sunwell the next content
L 9;‘&. patch for World of ...
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THE EVOLUTION OF NEW BATTLE.NET Ul — LATE 2008

Brodcast a message

owt:plt. ’s‘ ,,l\ag-st

Blizzard to join forces with Activision noRE

We're pleased to announce that along with the other companies that
make up Vivendi Games, we are merging with Activision to form a new
global entertainment or ganization called Activision Blizzard (pending
shareholder...

Your friends recently dugg:
Boxer locks down 10 BCs with 10 Ghosts!
Game-Boxer reminds us why he is the emperor..

Community files you may find interesting:

i Onyxia
ii Fan Art - An Alliance raid takes on the dragon queen

é) You have 3 Unread Messages

Up(;on'\lng events: MORE
y Onyxia Raid

Thursday, 1/8, 8:00 PM
i; SCL Tourney

Friday, 1/9, 4:30 PM

You have 4 pending friend invites:

Alex
y Accept | Decline

Kratos
Accept | Decline

(Guild) Kotaku
Accept | Decline

Dreamx
Accept | Decline

My Groups:
Smﬂ{pm Official Starcraft 2 Group
é—rs% Snowstorm

U EHOW ALL
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THE EVOLUTION OF NEW BATTLE.NET Ul - SUMMER 2009
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CAMPAIGN psnMish '

Play against the computer.

Play the single-player campaign of StarCraft Il

LAST MISSION

Zero Hour |

Jim Raynor and his ex-corvict buddy Tycl
‘liberated’ an alien artifact from Terran

Mar Sara. But even as they make their
attacked by the voracious, alien zerg, a threat !
seen in terran space in over four years...

Tr=‘ i 2> 3] )
CHALLENGES

- | || Defeatthe computer in special challenge
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THE EVOLUTION OF NEW BATTLE.NET Ul — JANUARY 2010
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CD—DP VERSUS Al

TEXT UNDER THE PLAY MATCH SECTION AND STUF

\ EEEEE 3! EASY A HARD INSANE

TERRAN 2 ZERG BANDOM
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THE EVOLUTION OF NEW BATTLE.NET Ul — BETA

NEWS & CDMMIiNITY

New interview available with Lead Designer Dustin Browder
JUNE 29TH 2:35 PM

Latest Patch v1.5 Available
JUNE 29TH 2:35 PM

New Community Maps available for download!
JUNE 29TH 2:35 PM

FEEDBACK

Thanks for playing our beta. We encourage you to
take a few moments to tell us what you think.

FORUM

Want to learn some tricks from the developers
and other beta testers? Check out the forums.
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THE EVOLUTION OF NEW BATTLE.NET Ul — SHIP

. f- J ’ |
" p s N T 4 ’ .
| ’ *» { s Brad Groun e
' Il be back on @ 10
STANDARD BATTLE SCAR ¥V 20 i A
) Win Zerg le skirmish @n'hormal mode
“Hhv

Zerg Temple sk
3 B ' Anyone have any tips on defending against a Zerg rush?
@ Jeff Languirand

Hey Dudes!!! Can you guys send me some friend suggestions?
® Jordan Heine

Trying new maps
® Stofan Mueller
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POST- MORTEM TOPIC #1
THE DEEPLY INTEGRATED APPROACH kgu,

What We Learned: |
It is bloody expensive - a full client re-write each time

Real tradeoff between generic vs. specialized services

Worklng W|th the game teams was rewardmg but
challenging

Getting the integrated Ul and UX right requires a lot of
work...and a lot of iteration

Get started early, and partner 50/50 with the game
team to share vision and workload
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POST- MORTEM TOPIC #2
IDENTITY & REAL ID

The Vision: :
- Unify the Blizzard community via creation of a common social )
network around our games r 4
ne finisfl @ ~ Malcolm Kelerchian e ¢

| I =4
-
® _ ' Edward Heddle (Cowlevel) A

Co-Op Versus A.l.-3vA.l.

Intr(jduce concept of a single unified cross-game identity

e 3t . | AN

SO @ Kate Lockwell (Baleog) |
| Address issues with anonymlty and accountab|l|ty faced on'classic . Ta 4] Orgrimmer - Medivh

Battle.net service < Milo Kusinis

‘E:' In Battle.net Menus

&

( ++ § Tom HawkinOs (1ondor)
:' . In Battle.net Menus

The Reality:
Community was more receptive to real identity concept than we
initially thought

i ]
Real ID was successful in some contexts (in-client social, Facebook,
cross-game chat) and less successful in others [forums)




POST- MORTEM TOPIC #2
IDENTITY /& REAL ID

What We Learned:
Anonymity is important to gamers

: * _ The tiered identity approach was the rlght call W&
: [but more work] \ -

Loss aversion is a powerful thing - \ 3
Adding features is one thing, taking them away is-another

Take a measured and incremental approach to
these types of ideas [and provide options)
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POST- MORTEM TOPIC #3
WOW INTEGRATIQON

The Vision:

Unify our new social network with the most ? | '
successful MMO of all time /A

+ Introduce cool new features to the WoW
“community at the same time |

The Reality:
We pulled it off [barely]

It required tons of coordination and many
months to get it right (and added risk]

o
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POST- MORTEM TOPIC #3 Q)

iy

What \We Learned:

Integrating with a community of 12 million users and not f-
ing it up is a huge challenge

5 years is an eternity when you are talklng tech about
game service integration

Understand your customer - don’t assume that your
social features are right for every user and situation

Integrating game service and MMOs can be challenging in
other ways (logistics, compatibility, deployment, etc.]
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POST- MORTEM TOPIC #4
LAUNCH COMPLEXITY

The Vision: |
Launch SCIl and the new Battle.net side-by-side e

* . Sim-launch around the world, and support a multitude of
. payment methods and business models

The Reality:

We launched on 5 continents and in13 languages
We had a smooth launch and lived up to “Think Globally”

Tying all these pieces together was like landing a 747 on an
aircraft carrier
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POST- MORTEM TOPIC #4
LAUNCH COMPLEXITY

What We Learned:
Think through this stuff early

Really understand what is important to your customers in each
market B i

Understanding regional challenges (latency, grey market and
governmental issues] is the key to success

Don’t under-estimate the work (and get really good billing guys] ‘ gj



POST- MORTEM TOPIC #5
BUILDING & GROWING BATTLE.NET

The Vision: s - | S
Create the living game service and evolve it with each game %i\ i :

L [

e Tightly-integrate with each Blizzard game and dev team

“B'uii-d and scale a Battle.net team to pull it off

The Reaé,l_'ity:‘ ' =
We've grown 4x in the last 18 months ' L™

12+ more open heads, including art, design, production and engineering

Online game service experience is a rare commodity out there
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POST- MORTEM TOPIC #5
BUILDING & GROWING BATTLE.NET

. . P
What We Learned: | faCEbOOk ;“.‘
R

The bar has gone way up from 10 years ago

And launching the service is just the beginning...

_I\/Iéhaging multiple projects and customers is challenging
Key talent is the difference between success and failure

Listening to our customers has been critical to our success

Few people understand just how hard it is to design and
build this stuff

Design iteration is just as important here as it is with game titles
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Q&A
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