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Article Discussion Edit History From Destinypedia, the Destiny wiki Genre(s): Action role-playing First-person shooter MMO Rating(s): ESRB: Teen (T)[2] for Blood, Language, and Violence PEGI: 16+ “ New Legends Will Rise. ” Destiny 2 is an open-world multiplayer first-person shooter title video game developed by Bungie. It is the sequel to the
shared-worlds FPS Destiny, and was released on September 6, 2017 on the Xbox One and PlayStation 4 platforms. It was released on October 24, 2017 for PC, initially through Blizzard Entertainment's Battle.net service.[3]Following its split from Activision on January 10, 2019, the game has been self-published by Bungie. As a result of the split, the
game released on Steam on October 1st of the same year to coincide with the release of the Shadowkeep expansion. This also marked the game's removal from the Battle.net platform. Destiny 2's availability has since expanded to include: Plot[edit] Main article: Red War Humanity's last safe city has fallen to an overwhelming invasion force, led by
Ghaul, the imposing commander of the brutal Red Legion. He has stripped the city's Guardians of their power, and forced the survivors to flee. You will venture to mysterious, unexplored worlds of our solar system to discover an arsenal of weapons and devastating new combat abilities. To defeat the Red Legion and confront Ghaul, you must reunite
humanity's scattered heroes, stand together, and fight back to reclaim our home.[4][5][6] The game's story focuses on the Light, what happens when it gets taken from the Guardians, the lengths they'll go to to get it back, and Ghaul's coveting of it. The Darkness is not explained until Shadowkeep. On Mercury, the Ghost of a legendary Warlock is
found on the planet's sands. She, and the Guardian are the only hope to prevent the Vex from taking over everything. The Traveler's awakening of its long sleep was a sign of good things to come, and of dark threats. On Mars, an ancient Golden Age's weapon Rasputin awakens, and below the Red planet surface, an ancient evil resurfaces. On the
Prison of Elders, a group of dangerous criminals, led by Uldren Sov, escape the prison, striking down the Vanguard of Hunters, Cayde-6. On the Tangled Shore, a pursuit of revenge is taking in motion. On the Moon, an ancient evil awakens after centuries of slumber. It brings the omen of the end of everything. On the iced lands of Europa a Fallen
House is growing in power, leaded by a dreaded Baroness. They wield the power of the Darkness, to carry over their plans. On the reappared Mars, the Witch Queen has settled her Throne World. The Guardian must explore this realm of madness to uncover its secrets... and discover horrible truths. The Witness, sworn enemy of the Guardians, and of
everything, has finally arrived. Its newest Disciple, the Emperor Calus leads an invasion to a previously hidden city on Neptune, to find a long forgotten artifact, the Veil. The Guardian must reach this artifact before Calus, or everything will be doomed. Decades, centuries, millennia and eons, all of it was for this moment. The Witness has transformed
the Traveler, and gone somewhere beyond reach. Thanks to the Ahamkara's wish, now, the path is open, and now, is to you, the Guardian, to finish what you started that day, when you for first resurrected. From your resting place, on Old Russia, on the ruins of civilization on the Cosmodrome, to the Moon deepest and darkest regions, to the furthest
corners of this long-abandoned Sol System, and to realms beyond all believe. Facing all sorts of enemies and foes; from mere ambitious pirates, to time-altering war machines, and to even eldritch, nightmarish horrors in the Hive. Now, is time to face off the one being to caused all this, and show the galaxy, and all of the universe what you, and the
Guardians, are really made off. It is time, to become legend. The Final Shape was initially expected to release in February 2024, but due to quality concerns for the project in general in October 2023, the release was pushed to June 2024.[7] To cover the delay period, Bungie released a free update called Into the Light in April 2024, adding new
activities and weapons to prepare for The Final Shape. The Final Shape sees events taking place in the Pale Heart, a space within the Traveler opened by the Witness, and includes the return of Cayde-6 (with Nathan Fillion reprising this role). This expansion has been stated by Bungie to be the culmination of the ten years of Destiny's first saga, the
"Light and Darkness Saga".[8] Following The Final Shape, Bungie plans to change their release model from a large expansion with smaller seasons, to two moderate sized expansions per year, starting mid 2025 with "The Edge of Fate"[9], followed by "Codename Behemoth" in early 2026.[10] Appearances[edit] Guardians, Residents of the Last City,
and their Allies The Cabal Empire The Fallen Brandaks Prime (First appearance) Calzar, Scarred Captain (First appearance) Drekthas, Metal Captain (First appearance) Elyksul, Assault Leader (First appearance) Relentless Grak (First appearance) Graxus, Blind Captain (First appearance) Jaliks, Fallen Captain (First appearance) Kalsis, Sunless
Captain (First appearance) Kendriks-7 (First appearance) Khirin, Blinding Captain (First appearance) Kiphoris, the Eclipsed (First appearance) Kiriks-16 (First appearance) Maksor, Starving Scavenger (First appearance) Mazan, Lost Captain (First appearance) Merix-5 (First appearance) Mithrax, the Forsaken (First appearance) Nariks Reborn (First
appearance) Phyzann, Drowned Captain (First appearance) Raksil, Archon Priest (First appearance) Rannix, Drenched Captain (First appearance) S.A.B.E.R.-0.6 (First appearance) Skexis, Outcast Captain (First appearance) Skriviks, the Sharp-Eyed Serkuleks, the Fount (First appearance) Spekkis, Pike Captain (First appearance) Taksor, Scavenger
Raider (First appearance) Teleks-5 (First appearance) Thaviks, the Depraved (First appearance) Dust-Choked Thrag (First appearance) Tikkis, Diminished Scrapper (First appearance) Yalsis, the Igniter (First appearance) The Hive The Vex The Taken Drensik, Venom of Oryx (First appearance) Elatiox, Beloved of Quria (First appearance) Erosus,
Spawn of Quria (First appearance) Erruk, the Taken (First appearance) Grask, the Consumed (First appearance) Ir Arok, Tongue of Quria (First appearance) Irausk, Herald of Savathiin (First appearance) Modular Sigma (First appearance) Modular Upsilon (First appearance) Norr, the Taken (First appearance) Quria, Blade Transform (Mentioned
only) Vendraxis, Shadow of Oryx (First appearance) Wyr, the Taken (First appearance) The Reef Orin (First mentioned) Variks, the Loyal (Mentioned only) Other Characters Features[edit] Destiny 2 included 4 new Patrol zones two of which were removed, Nessus, Io, Titan, and the European Dead Zone, the largest open world ever made by Bungie,
filled to the brim with new enemies, weapons, armor, and activities such as public events, dungeons known as "Lost Sectors", mini-quests called adventures, and much more to do and explore. The game features downloadable content, but the DLC will be released after the base game.[11] The first two expansion packs will be centered around the cult
of the exiled Warlock Osiris, as well as the ancient Warmind Rasputin for expansions 1 and 2, respectively. The third and largest expansion will focus on the death of Cayde-6 and hunting down the barons of the Tangled Shore. Players that have preordered Destiny 2 with the year 1 expansion pass will automatically receive access to the first two
expansions upon release for the general public to purchase. Character aesthetics such as face, sex, markings, etc. can be preserved and carried over for old players from Destiny 1, as long as those characters have both reached Level 20 and have completed The Black Garden Story mission. Everything aside from aethstetics do not transfer over to
Destiny 2, in order to make the game feel like a fresh start and not a direct continuation of the original game. "Veteran accounts" are given "honors that reflect their Destiny 1 accomplishments". The Grimoire does not feature. The lore is implemented directly throughout Destiny 2. This includes a scanning feature originally utilized during The Taken
King that largely replaces the old system. In Forsaken, the Triumphs tab was added, allowing players to accrue lore throughout the game, functioning like an in-game version of Grimoire from the original game. Destiny 2 featured an all-new cinematic campaign with a host of new Story missions and cutscenes that form a story unlike that seen in its
predecessor. The first mission, Homecoming, sends Guardians on a journey to take back The Last City and the Traveler from the Red Legion, led by Dominus Ghaul, who has a brief cameo in the first mission, explaining his intentions. New cooperative missions[edit] Strikes return in Destiny 2 as 1-3 player cooperative activities, each featuring a more
difficult Nightfall setting. New competitive multiplayer[edit] The Crucible functions differently in Destiny 2. All game modes feature two teams of four for every game mode. In-game, there is a new HUD that gives the player information on the enemy team, like when their Super is ready, or when and where they picked up ammo for their power
weapons. There are also brand new maps and game modes. One of the new game modes, for example, is called Countdown, which is the first attack-defend game mode in the Crucible, similar to Call of Duty's Search and Destroy. The radar is also modified, with the detection radius being fixed, as opposed to it scanning until it finds an enemy.
Modes/Playlists: Supremacy (Quickplay Playlist) Clash (Quickplay Playlist) Control (Quickplay Playlist) Countdown (Competitive Playlist) Survival (Competitive Playlist) New challenging Raids[edit] Destiny 2 featured a Raid known as Leviathan, taking place within the enormous ship of the same name. Two Raid Lairs were added during the Year 1
expansions, Eater of Worlds with Curse of Osiris and Spire of Stars with Warmind. With Forsaken, a new Raid known as Last Wish was added. Season of the Forge added a new Raid called Scourge of the Past ,and the Season of Opulence featured Crown of Sorrow. In the Shadowkeep expansion, the Raid, Garden of Salvation was added. With the
expansion, Beyond Light, Deep Stone Crypt was added, while putting all of the above Raids except Last Wish and Garden of Salvation in the Destiny Content Vault. During Beyond Light's year, in Season of the Splicer, the popular Raid from Destiny 1, Vault of Glass has returned. With The Witch Queen expansion, the Vow of the Disciple Raid was
added. Season of Plunder brings back another Destiny 1 classic Raid, King's Fall. When the Lightfall expansion came out, the Root of Nightmares Raid arrived, where we finally encountered a character we have heard about a long time ago. New Patrol modes[edit] Patrol activities in Destiny 2 feature all activities from the Patrol Mode of its
predecessor: patrol missions, Public Events, materials, and loot chests. However, there are also be new heroic objectives, Adventures, treasure maps and Lost Sectors to explore. To assist in exploring these areas, players are able to use a map that marks all activities. New travel destinations[edit] Destiny 2 features four new destinations: European
Dead Zone, Titan, Io, and Nessus, with Mercury and Hellas Basin on Mars being added with Curse of Osiris and Warmind respectively. Year 2 added the Tangled Shore and The Dreaming City locations. The Season of Opulence added The Tribute Hall. Each feature their own detailed environments. Weapon system[edit] Before patch 2.0.0, the weapon
slots in Destiny 2 were occupied by Kinetic, Energy, and Power weapons respectively. Kinetic guns had no elemental attribute, otherwise functioning exactly as energy weapons, which were charged with Void, Solar or Arc light. Some special weapons in Destiny, like fusion rifles and sniper rifles were moved into the power category. Weapons in this
category were elementally charged and included weapons like rocket launchers and grenade launchers. Subclasses[edit] All classes in Destiny 2 each get another exclusive subclass to replace the Sunsinger, Defender, and Bladedancer. Warlocks get access to the Dawnblade, which allows them to wield a sword of fire which enables them to send of
waves of flames at enemies. Titans get access to the Sentinel, which allows them to wield a shield that they can use to block damage and as either a blunt melee weapon or ranged throwing weapon. Hunters get access to the Arcstrider, which allows them to wield a spear of electricity that they can use to quickly slash everything on their path. There
are a total of 9 subclasses in the game. In Forsaken a new tree has been added for each subclass. Hunters got for the Gunslinger the Blade Barrage, for the Nightstalker the Spectral Blades and for the Arcstrider the Whirling Guard. Titans got for the Striker the Thundercrash, for the Sentinel the Banner Shield and for the Sunbreaker the Burning
Maul. Warlocks got for the Dawnblade the Well of Radiance, for the Stormcaller the Chaos Reach and for the Voidwalker the Nova Warp. There are also some new subclasses from Beyond Light which are known as Stasis, this includes the Revenant for the Hunter, the Behemoth for the Titans and the Shadebinder for the Warlocks. Following the
release of Lightfall a new subclass know as Strand was released with new abilites for all classes. This included the Hunter Threadrunner, Warlock Broodweaver, and Titan Berserker. Exclusive content[edit] Pre-order bonuses[edit] Weapons Emotes Ghosts Limited editions[edit] Available in the Limited Edition, the Digital Deluxe Edition, or the
Collector's Edition Emblems Emotes Shadow Dance Legendary Emote Weapons Traitor's Fate Legendary Sword Playstation timed exclusives[edit] Destiny 2 PlayStation® Exclusive Content until at least Fall 2018. Kellogs Pop-Tarts promotion[edit] Pop-Tarts Destiny 2 Page Pop-Tarts Destiny 2 FAQs Consumables XP Boost (4 hours of +25% XP) 1
quantity per purchase at national partners 2 quantity per purchase at Walmart Sparrows Athena Victorious Sparrow - Target US Exclusive Rockstar Energy Drink promotion[edit] Rockstar Energy Destiny 2 Contest Page Redeem up to 3 in-game engram rewards per week with 24 total available. Virgin Media promotion[edit] UK residential internet
provider Sparrows Athena Victorious Sparrow - UK Timed Exclusive until 2018-01-01 Development[edit] Work began on the game in November 2014, just after the release of the original game.[12] It was reportedly rebooted in May of 2016.[13] Destiny 2 was revealed worldwide on March 30, 2017.[5][6] The Destiny 2 beta for Xbox One and
PlayStation 4 lasted from July 18 through July 23, 2017. A PC version of the beta was open from August 28 to August 31. Bungie wanted to add player housing to Destiny 2, but didn't have the resources or return on investment to implement it.[14] Destiny 2 became available on Blizzard's battle.net platform in 2017—the first non-Blizzard game to be
so featured. This was a point of contention between Blizzard and Activision, but Blizzard CEO Mike Morhaime eventually relented.[15] Destiny 2 marked the beginning of the end of Bungie's relationship with Activision. Relationships between studio and publisher were hampered by Destiny 2 selling below Activision's revenue expectations. Along the
way, Bungie realized that Destiny was better served as a live-service game with expansions and seasons, rather than Activision's plan of annual releases alternating between installments and expansions. Rather than stick to their original contract with Activision and develop Destiny 3, Bungie negotiated with Activision to end their relationship. The
companies parted ways in 2019.[16] Destiny 2's eighth expansion, The Final Shape, was released in June, 2024. After this, development of Destiny 2 was downscaled. While Destiny 2 will continue to receive content, it will no longer receive seasons or episodes, and instead receive two smaller expansions per year.[17] As of September 2024, the
majority of Bungie's staff remained focused on Destiny 2, with a comparatively smaller team working on Marathon.[18] Gallery[edit] PlayStation 4 expansion pass References[edit] External links[edit] 2017 video game 2017 video gameDestiny 20riginal box art featuring the game's three character classes: Hunter (left), Titan (center), and Warlock
(right)Developer(s)Bungie[a]Publisher(s)Activision (2017-2018)Bungie (2019-present)Director(s)Christopher BarrettLuke SmithRyan EllisJoe BlackburnTyson GreenProducer(s)Jamie CarlisiDesigner(s)Del Chafe IIIM.E. ChungTyson GreenSage MerrillChristopher OpdahlJames TsaiArtist(s)Shiek WangMichael ZakWriter(s)Jason HarrisChristine
ThompsonComposer(s)Michael SalvatoriSkye LewinC Paul JohnsonSeriesDestinyPlatform(s)PlayStation 4Xbox OneWindowsStadiaPlayStation 5Xbox Series X/SReleasePlayStation 4, Xbox OneSeptember 6, 2017WindowsOctober 24, 2017StadiaNovember 19, 2019PS5, Xbox Series X/SDecember 8, 2020Genre(s)First-person shooter,
MMOGMode(s)Multiplayer Destiny 2[b] is a free-to-play online first-person shooter video game developed by Bungie. It was originally released as a pay-to-play game in 2017 for PlayStation 4, Xbox One, and Windows. It became free-to-play, utilizing the games as a service model, under the New Light title on October 1, 2019, followed by the game's
release on Stadia the following month, and then PlayStation 5 and Xbox Series X/S platforms in December 2020. The game was published by Activision until December 31, 2018, when Bungie acquired the publishing rights to the franchise. It is the sequel to 2014's Destiny and its subsequent expansions. Set in a "mythic science fiction" world, the
game features a multiplayer "shared-world" environment with elements of role-playing games. Like the original, activities in Destiny 2 are divided among player versus environment (PvE) and player versus player (PvP) game types. In addition to normal story missions, PVE features three-player "strikes" and dungeons and six-player raids. A free roam
patrol mode is also available for each destination which feature public events as well as activities not available in the original. These activities have an emphasis on exploration of the destinations and interactions with non-player characters (NPCs); the original Destiny only featured NPCs in social spaces. PvP features objective-based modes, as well as
traditional deathmatch game modes. Players assume the role of a Guardian, protectors of Earth's last safe city as they wield a power called Light to protect humanity from different alien races and combat the looming threat of the Darkness. Like the original Destiny, the game features expansion packs which further the story and adds new content
across the game. Year One of Destiny 2 featured two small expansions, Curse of Osiris (December 2017) and Warmind (May 2018). A third, larger expansion, Forsaken (September 2018), began Year Two with an overhaul on gameplay and also introduced a seasonal model for the game in which smaller content packs were released throughout the year
between the expansions, with the year divided into four seasons. The release of the next expansion, Shadowkeep (October 2019) began Year Three. Beginning with Shadowkeep, each release is considered a standalone release, not requiring players to own previous premium content. Released alongside this fourth expansion was a version of Destiny 2
called New Light, a free-to-play re-release of Destiny 2, which also included access to the first two expansions. Separate seasonal passes also became available for each season's content. While the main Destiny 2 game has since been "free-to-play", all other content requires purchasing. Year Four saw the biggest overhaul on the game, as nearly half of
the game's content from its first three years, including the original base campaign as well as Curse of Osiris and Warmind, were removed from the game and placed into what Bungie calls the Destiny Content Vault. Alongside this change, Year Four began with the fifth expansion, Beyond Light (November 2020), which introduced the power of
Darkness to the players. Bungie described this expansion as the beginning of a new era for the franchise, as it would be followed up by The Witch Queen in February 2022 and Lightfall in February 2023. A final chapter for Destiny's first saga, "The Light and Darkness Saga", was released in June 2024 called The Final Shape. Alongside this expansion
saw a change to the seasonal model as the traditional four seasons were replaced by three large episodes but still utilizing season passes. The second saga, "The Fate Saga", began with The Edge of Fate in July 2025, which began Year Eight. This again changed the delivery model of content as instead of one major expansion followed by multiple
seasons/episodes, each content year now has two mid-sized expansions releasing every five to six months with a major update releasing two to three months after each expansion. While the expansions require purchasing, the major updates are free for all players, and these expansions and major updates still utilize the season passes. The second
expansion of Year Eight will be Renegades in December 2025. Expansions planned for Year Nine are Shattered Cycle and The Alchemist in summer and winter 2026, respectively. Upon release, Destiny 2 received generally favorable reviews from critics. Praise focused on its improvements, particularly with regards to its initial story, as well as its
gameplay, visuals, exploration focus, multiplayer, and public occasions. Reviews were divided on the recategorization of the weapons, the Leviathan raid, and new modes. Destiny 2 was nominated for and won various awards, such as at The Game Awards 2017 and Game Critics Awards. See also: Destiny (video game) § Gameplay Destiny 2 allows
players, known in the game as Guardians, to utilize weaponry and special powers alongside other Guardians. Here a Guardian defends against enemies while another Guardian uses their powers to cast a shield made of Void energy. Similar to its predecessor, Destiny 2 is a first-person shooter game that incorporates role-playing and massively
multiplayer online game (MMO) elements.[1] The original Destiny includes on-the-fly matchmaking that allowed players to communicate only with other players with whom they were "matched" by the game. To communicate with other players in the game world, players had to use their respective console's messaging system, until an in-game text
chat was added later on.[1] Destiny 2 features a more optimal way of matchmaking called "Guided Games", which allows players to search for clans who may need additional players for raids. Like the original, activities in Destiny 2 are divided among player versus environment (PvE) and player versus player (PvP) game types.[2] Further information:
Destiny (video game) § Character progression and classes As in the original game, players are able to improve their characters, referred to as Guardians, by gaining experience points (EXP) — when a set number of experience points are accumulated, the player's character will level up and gain improved statistics which further enhance performance
in battle. As of the Shadowkeep expansion, this leveling system has since been replaced with the "season pass" system where players use EXP to "rank up", which rewards different items each rank (while there is no max rank on a season pass, seasonal rewards end at level 100). Quests, including the "main scenario" quests, are specific tasks given to
the player by non-player characters (NPCs) which reward items and EXP. Completing main scenario quest lines progresses the overarching plot of the game.[3] Destiny 2 features the same three-character classes as the original Destiny. Each class has its own specific upgrades, perks, special abilities, and three sub-classes that allow players to finely
tune their individual characters to provide a different play style. The three classes are Warlock, Hunter, and Titan. After choosing a class, players select one of three species for their character: Human, Awoken (bluish-gray-skinned descendants of Humans), or Exo (humanoid machines). They can then customize their characters, such as changing their
gender or skin color. A character's species is cosmetic and does not affect gameplay. Players can create two more characters to have a character of each class.[2][4] Hunters continue to have access to the Solar-based "Gunslinger" sub-class from the original game and the Void-based "Nightstalker" sub-class from the original's The Taken King
expansion, both with gameplay changes. The Hunter's new sub-class for Destiny 2 is the Arc-based "Arcstrider", replacing the "Bladedancer" sub-class of the original. Arcstrider's super, "Arc Staff", focuses on an electrified staff and a large amount of rapid mobility.[4] Forsaken added three new supers for each of the Hunter sub-classes: "Blade
Barrage" for Gunslingers, focusing on throwing a volley of flaming knives; "Spectral Blades" for Nightstalkers, allowing players to see through walls and attack with Void daggers; and "Whirlwind Guard" for Arcstriders, which allows players to block and reflect projectiles by spinning their Arc Staff. Warlocks continue to have access to the Void-based
"Voidwalker" sub-class from the original game and the Arc-based "Stormcaller" sub-class from the original's The Taken King expansion, both with several changes. The Warlock's new sub-class for Destiny 2 is the Solar-based "Dawnblade" with a super called "Daybreak", replacing the "Sunsinger" sub-class of the original. The Daybreak super allows
the player to make Solar Light blades to strike enemies from mid-air.[4] Forsaken gives Warlocks three new supers: "Nova Warp" for Voidwalkers, allowing players to warp around the battlefield and unleash a Void explosion; "Chaos Reach" for Stormcallers, which unleashes a beam of Arc energy which can be turned off at any time to conserve Super
energy but limits mobility; and "Well of Radiance" for Dawnblades, allowing players to create a healing and empowering aura for players to stand in. However, as of Lightfall, it no longer provides an overshield to the players standing inside it. Titans continue to have access to the Arc-based "Striker" sub-class from the original game and the Solar-
based "Sunbreaker" from the original's The Taken King expansion, both with significant gameplay changes. The Titan's new sub-class for Destiny 2 is the Void-based "Sentinel", replacing the "Defender" sub-class of the original, although the Sentinel sub-class can create the Defender's Ward of Dawn shielding bubble if this option is selected. Sentinel's
super, "Sentinel Shield", allows the player to summon a shield that can block enemy fire and be used offensively (similar to Captain America's shield).[4] Forsaken added three new supers for Titans: "Thundercrash" for Strikers, allowing players to launch into the air and slam onto the ground; "Burning Maul" for Sunbreakers, which players wield a
large hammer than can unleash flaming tornadoes; and "Ward of Dawn" for Sentinels, which unleashes a protective barrier that allows other players to shoot through and empowers their damage. Among other changes Beyond Light introduced a fourth sub-class for each of the three main classes, called Stasis, a power from the Darkness in contrast to
Solar, Arc and Void which are powers granted by the Light of the Traveler, and generally based on slowing or freezing enemies. The Stasis sub-class does not have separate trees like these Light subclasses but is instead modular: while the fundamental Super ability for each class is fixed, the basic grenade, melee, and protection abilities can be
customized, and additional effects, known as Aspects, can be added to these to further tailor the way the ability plays out for the player. Bungie has stated that additional Darkness powers, with the same type of modularity, are planned for future expansions, and that the Light subclasses will be reworked. The Void subclasses were updated in The
Witch Queen expansion to support this modularity,[5][6][7] with Solar and Arc reforms introduced in later The Witch Queen seasons. A new Darkness power, Strand, that draws on a psychic power to lash out at enemies with web-like lashes, or move quickly through a grappling hook-type power, was introduced in Lightfall.[8] As the player completes
activities like strikes, raids, and dungeons, they earn experience towards the growth of their character, represented as their "Power" level (formerly their "Light" level). At the time of Destiny 2's initial release, this was tracked through an experience leveling system (EXP) that increased their Power level. Since around Shadowkeep, the experience
level system has been dropped in favor of a Power level that represents the average Power level of each piece of gear carried by the character, with new and better equipment capable of increasing the overall Power level. A higher character level allows for better equipment with higher Power levels to be equipped. A higher Power level improves
damage output and defense. A soft and hard Power level exists for gear which is incremented with each additional expansion or season; players can earn gear up to the soft Power level through most regular activities, but must participate in more challenging events, like Nightfall strikes, dungeons, or raids, to earn pinnacle gear to reach the hard
Power level. Gear can be infused with unwanted gear of higher Power level to increase its Power level for the cost of in-game resources. Weapons and armor were reorganized in Destiny 2. In the original game, weapons were divided as Primary, Special, and Heavy weapons. At launch, the weapons were categorized as Kinetic, Energy, and Power
weapons. Primary weapons and some Special weapons in the original - such as hand cannons and sidearms - are classified as Kinetic and Energy weapons. Those without an elemental damage type go in the Kinetic weapons slot while those with a Light-based elemental damage type (Arc, Solar, or Void) go in the Energy weapons slot. Darkness-based
damage types (Stasis and Strand) are placed as Kinetic weapons as to avoid crowding of Energy weapon types and give players more options for gear to complete challenging end game content.[9] Power weapons include the Heavy weapons and the more powerful Special weapons from the first game, such as shotguns and sniper rifles, as well as new
weapon types, such as the grenade launcher. As of Forsaken, the weapons system was overhauled, with many Power weapons, such as most shotguns, single-shot grenade launchers, and most sniper rifles, being reorganized into Kinetic and Energy weapons slots. With armor, the name of the stats has been changed. Instead of Strength, Intellect, and
Discipline, there are stats for Resilience, Recovery, and Mobility. For armor, the helmet, gauntlets, chest, legs, and class item slots have remained unchanged, but the artifacts slot has been replaced with one for a player's clan banners. In "Beyond Light" Stasis Weapons were also introduced, being used in the Kinetic and Heavy Slot. Lightfall
introduced Strand weapons in kinetic and heavy slots as well.[10] As launched, both weapons and armor were generated with random perks and other attributes from a base set of stats. Special consumable mods could be earned through gameplay or vendors that could be slotted into in weapon or armor piece to improve its attribute. With the
Forsaken expansion, the mod system was revamped. While gear still accepted mods, these were now items that needed to be acquired only once to add to a player's collection from the game's world, either from vendors or as an activity reward, with some mods being only available on more challenging activities. Mods now could be added and
swapped out on gear from one's collection the cost in glimmer, as a way to help players customize gear better according to Bungie.[11] The Shadowkeep expansion brought two major changes affecting gear. First was the introduction of the "Armor 2.0" system; rather that random perks, armor is generated with randomized attributes in six major
areas related to each class and to each class skill, along with an assigned element and an energy level. The total attribute score from all pieces of equipment armor influences factors such as class ability cooldown rate, the rate of their super ability, or the cooldown of grenades and melee abilities. Players can infuse resources into an armor piece to
increase the armor's energy level. A new array of mods for armor was introduced, most which are limited by element type and require a certain amount of energy. Players can thus add mods into armor that matched the element type, limited by the current energy level for the armor. Each piece of armor is limited to one general mod, two mods specific
to that armor type (like helmet or gloves) and a mod related to the seasonal events. Seasonal event mods can be gained through the game world and can also be granted by the re-introduction of season-long artifacts, also with Shadowkeep, which a player gains near the beginning of each season and levels up as they gain experience. As they level up
the artifact, they select which mods to unlock which include both special weapon mods and these unique season mods, typically tied to the season's story. The weapon mods included the introduction of special Champions, powerful enemies that required a weapon with the corresponding mod to initially weaken before damage can be done to it. They
can also be stunned by particular subclass abilities as of lightfall.[12] As part of its preparation for Beyond Light, Bungie introduced additional revisions to the gear system in the final Season of Arrivals within the Shadowkeep expansion. First, each piece of gear, beyond exotics, would now have a maximum infusion Power level, generally representing
the power level four seasons beyond the season that the piece of gear was introduced in as a means to "sunset" these gear items. Sunsetting has since been revised. Any gear that has been sunset will continue to be as such, but anything not sunset will continue to be not sunset. Second, players could now change the element of an armor for similar
costs of infusion, and the fourth mod slot in armor gear, which had been restricted to mods from the same season the armor was associated with, was made universal, and now open to allow any mod from the armor's season or the two following it to be used in that slot. This was intended to give players more flexibility in customizing their armor's
capabilities.[13] The Witch Queen brought a new weapon type, glaives, which feature a mix of melee and ranged combat abilities.[14] This expansion also introduced weapon crafting, allowing the player to learn patterns for new weapons, build them from materials, and level them to allow them to recraft them for more powerful perks.[15] Addition
changes in The Witch Queen include a new additional origin perk for weapons tied to certain activities or event, artifice armor that can be obtained from more difficult encounters which adds in additional seasonal mod slot, and craftable weapons once the player has collected enough versions of a weapon with deepsight resonance. Like the original
game, player versus environment game types makes up the majority of the game. Areas to explore include Earth's European Dead Zone (which was only represented by PvP maps in the original), Saturn's moon Titan, Jupiter's moon Io, and the centaur planet Nessus. The Curse of Osiris expansion adds Mercury as an explorable area, while the
Warmind expansion adds Mars. Forsaken adds two new explorable areas in the Reef: the Tangled Shore and the Dreaming City, the latter being the mysterious sanctuary of the Awoken race and an end-game area that is accessible after completing the campaign of Forsaken. Shadowkeep reintroduced the Moon location from the original game, though
revamped and reprised from its original iteration. There is also a new social space in the European Dead Zone called "The Farm", as the main portion of the Tower of the original was destroyed at the start of Destiny 2's campaign. However, a lower, undamaged portion of the Tower becomes the main social space post-campaign. Like the original, there
are Patrol missions and public events, but the emphasis has been placed more on the exploration of the worlds, including towns that players can visit and friendly NPCs who can be found in-game and will give side-quests. New missions were added called "Adventures", which allow players to explore the area and go on a treasure hunt-like journey to
dungeon-like areas. Some Adventures culminate in what is called a Lost Sector, which are somewhat hidden areas in worlds that lead players to a boss that yields rewards upon its defeat. Lost Sectors can be found and accessed without doing an Adventure. Starting with the Curse of Osiris expansion, Heroic Adventures were added, which are harder
versions of Adventures and they rotate each week. A map has also been added to the game, which shows the locations of the NPCs, Adventures, Heroic Adventures, Region Chests, and Lost Sectors. The maps of these new areas are much larger than those in the original Destiny, with one being described as twice as large as any area of the original.
Players no longer have to leave a planet and go to orbit to travel to another location; they can now do so immediately from their current in-game location.[2][10] Another new activity has been added called Flashpoints, which is a weekly milestone that takes place on one of the eight locations and rotates each week. Players complete public events, loot
Lost Sectors and complete Heroic Adventures to earn high-level rewards.[16] Similar to the original game, players can pledge their allegiance to one of three factions — Dead Orbit, Future War Cult, or New Monarchy. In Destiny 2, however, the factions now compete against each other in the Faction Rally, which is a periodic event that lasts for one
week. Faction points are earned by doing various activities. The faction with the most points at the end of the week earns a high-level reward for 1,000 Glimmer (in-game currency). The losing factions can also gain the reward, but must pay 50,000 Glimmer for their faction's item.[17] Once a player has completed the main story and has reached the
level cap (currently any level one wants as of the seasons), they unlock access to different types of end-game content. These activities include Nightfall strikes (a weekly featured strike with modifiers and high-level rewards; as of the Forsaken expansion, players can choose one of three featured strikes), a strike playlist with modifiers, a Daily Heroic
Story playlist, the "Leviathan" and "Last Wish" raids, the "Eater of Worlds" and "Spire of Stars" raid lairs, and the "Escalation Protocol" and "Blind Well" horde activities on Mars and the Dreaming City, respectively, among other PvP activities. A harder difficulty mode called "Prestige" is available for the Leviathan raid and its raid lairs, with modifiers;
there are no plans for a Prestige mode for Last Wish. These end-game activities reward players with powerful gear upon successful completion to increase their Power level.[18] Like the original, player versus player combat exists in what is called the Crucible with Lord Shaxx returning as its NPC "Handler". The original Destiny's Crucible featured
six-versus-six and three-versus-three game modes, as well as a limited time two-versus-two mode. At launch, all game modes were four-versus-four as Bungie shifted their focus to smaller teams for competitive multiplayer and better map design, but Quickplay modes eventually became six-versus-six. Like the original, player statistics such as weapon
power and defense are balanced between players in Crucible game modes. The in-game HUD was updated so that players can see if an enemy has their super charged, and/or if they are carrying power ammo. Currently, players have the option to choose between four rotating playlists, rumble (a six-player Free-for-All game mode) survival and
freelance survival (A version of survival where players cannot choose the teammates on their team), classic mix, and private matches. Trials of Osiris from the original game was replaced by Trials of the Nine. Like Trials of Osiris, Trials of the Nine begins on Fridays and ends with the weekly reset on Tuesdays. The game mode for this new Trials,
however, has changed; instead of using the Elimination mode of the original, Trials of the Nine rotates each week between Destiny 2's two new game modes, Countdown and Survival. Only one map is featured for Trials' four-day duration, but the map also rotates weekly. Unlike Trials of Osiris, players can gain access to the Trials of the Nine's social
space called The Spire, located in unknown space, for completing a match of Trials and earning Trials tokens. There, players will meet an NPC called the Emissary of the Nine, who will exchange tokens for gear. Gaining three, five, and seven wins on the scorecard, respectively, gain access to the upper tiers of the social space with greater rewards at
each tier. Going flawless with seven wins allows admittance into an exclusive area with even greater rewards. Three losses reset the scorecard. To access Trials of the Nine, players must have completed the campaign, completed Lord Shaxx's "Call to Arms" milestone, and have a Power level of at least 260.[19][20] The periodic competitive Iron
Banner PvP mode of the original game, which disabled balancing of player's gear, also returned for the sequel. Destiny 2's Iron Banner, however, does not disable balancing, with Bungie stating that "Your fighting abilities, not your power levels, will decide the outcome". This was changed following the release of Forsaken, with balancing becoming
disabled like the original game. Like the original, Iron Banner lasts for one week and features milestones to complete daily. Players must have completed the campaign and be level 20 to access Iron Banner, which features the returning Lord Saladin from the original game as its NPC.[21] In Destiny 2's second year, a new PvP activity with PVE
elements was released called Gambit. This activity puts two teams of four against each other to defeat Al opponents from one of the game's different factions/races (Cabal, Fallen, Hive, Vex, or new with forsaken Scorn), collect their motes and then bank them. A maximum of 15 motes can be held time and for every five motes banked will spawn a
different sized blocker on each side. Five motes will spawn Taken Vex Goblin as a small blocker, 10 will spawn a Taken Fallen Captain, and 15 motes will spawn a Taken Hive Ogre. At different points in the game an invasion portal will spawn where a member of the team can invade the other team to defeat other players who are carrying motes. When
a team banks a total of 75 motes the boss will appear, and whoever beats the boss first wins that round. There are three rounds, best of three wins. During Season of the Drifter, a new version of Gambit was added called 'Gambit Prime'. The concept is still the same but the number of motes required to spawn the boss is now 100. When multiple
blockers are present, the team bank will start draining and adding to the other team's total mote count, and the level advantage is enabled. It was later merged into a single activity, using a variant of the Gambit Prime version, with the release of the Season of the Hunt update. Further information: Destiny (video game) § Setting One year after the
SIVA Crisis, Cabal forces of the Red Legion launch an aerial assault on the Last City, destroying the main portion of the Tower, the headquarters of the Guardians. The player's Guardian and their Ghost respond by assisting the Vanguard in assaulting the Red Legion command ship. As they confront the Red Legion's commander, Dominus Ghaul, his
forces attach a device to the Traveler and begin draining it of the Light, the power used by the Guardians. The Guardian loses their powers and is nearly killed by Ghaul. Waking up two days after the attack, the Guardian locates their Ghost, who can still heal the Guardian but can no longer resurrect them. They find a haven known as "the Farm" in
the European Dead Zone (EDZ) with the assistance of Suraya Hawthorne, a non-Guardian human from the outskirts of the Last City. The Guardian follows a vision to encounter a shard of the Traveler hidden in a forest within the EDZ. Ghost interfaces with the shard and both it and the Guardian's connection to the Light are restored. After restoring
long-range communications, Hawthorne intercepts a distress call from Commander Zavala, urging surviving Guardians to travel to Saturn's moon Titan to assist in preparing to mount a counter-offensive. Against Hawthorne's objections, the Guardian travels to Titan, which has been overrun by the Hive. With assistance from Deputy Commander
Sloane, they learn that the Red Legion was dispatched to the Milky Way in response to a distress call sent during the Taken War two years prior, and that Ghaul possesses a superweapon known as the Almighty, a space station capable of destroying stars. Resistance to Cabal rule has resulted in entire star systems being destroyed. The intelligence
also reveals that the Almighty is positioned near the Sun, breaking up the planet Mercury as fuel. Zavala tasks the Guardian to find Ikora Rey and Cayde-6 to assist in a counterattack to retake the Last City. During this time, it is shown that Ghaul, aided by his mentor, the Consul, overthrew and exiled Emperor Calus and took control of the Cabal, and
has been studying the Traveler in order to learn how to utilise the Light. The Guardian locates Cayde-6 on the centaur Nessus, which has almost been completely transformed by the Vex. With the aid of Failsafe, an Al from the crashed colony ship Exodus Black, the Guardian frees Cayde from a Vex portal loop and claims a teleporter for use in taking
back the city. Cayde directs the Guardian to find Ikora on the Jovian moon of Io (which the Traveler had partially terraformed until the Darkness arrived), where she had gone to find answers about the Traveler. Ikora and Io researcher Asher Mir direct the Guardian to locate a Warmind, an ancient defensive Al, for intelligence on the Almighty. This
intelligence reveals that simply destroying the Almighty will take the sun down with it. Afterwards, the Vanguard reunites at the Farm and conclude that the only way to retake the Last City and save the Traveler is to shut down the Almighty first, eliminating the possibility of it destroying the Sun. The Guardian boards the Almighty using a stolen
Cabal ship and disables the weapon, signaling Zavala to begin the counterattack. As the Vanguard begins the assault, the Consul admonishes Ghaul for his obsession with the Traveler, and urges him to simply take the Light by force, rather than trying to earn it; Ghaul is reluctant until the Consul kills the Speaker, whom Ghaul had captured and
tortured to try and learn more about the Traveler. Ghaul then proclaims that he will take the Light, and strangles the Consul in a fit of rage. The Guardian returns to Earth to assist in the counterattack and infiltrates Ghaul's command ship, using Cayde's Vex teleporter, alone to save the Traveler. Ghaul forcibly takes the Light and uses its power
against the Guardian, but the Guardian is successful in defeating Ghaul. Ghaul reemerges as a massive ethereal figure who then speaks to the Traveler directly. In response, the Traveler wakes from its apparent long sleep, destroying the device that was harvesting its power and killing Ghaul. It sends a massive shockwave throughout Sol, restoring
the Light to all Guardians and decimating the Red Legion's forces. The game ends with a posthumous voiceover from the Speaker, reminding all that the Light can never be stopped. The Guardian and Ghost convene with Zavala, Ikora, Cayde, and Hawthorne at an undamaged portion of the Tower, with the Vanguard returning to their old duties and
Hawthorne assuming a new post there. In a post-credits scene, the shockwave sent by the Traveler is shown coursing through the entire system. The wave of Light then extends beyond the solar system and spreads beyond the Milky Way, before panning across a fleet of dark, mysterious Pyramid-shaped ships sitting some distance away in
extragalactic space. The ships activate and begin moving toward Earth. Following Ghaul's defeat, a massive Cabal ship called the Leviathan appears in orbit of Nessus (which it slowly begins to consume), under the control of the exiled Emperor Calus. Calus invites Guardians to complete a series of challenges before reaching his throne ("Leviathan"
raid). A fireteam of Guardians complete his challenges before facing Calus himself; however, after overcoming his strange powers and defeating him, they discover that they were fighting a mechanical doppelganger. The real Calus speaks through the machine, claiming that what they know is a lie and that there is a truth beyond what the Speaker
had told them. With the release of the free-to-play New Light version of Destiny 2 in October 2019, Bungie changed the beginning of the game for new players, reintroducing the first mission from the original Destiny as the introductory mission for new players. Upon completing this brief mission, which ended with the player finding a jumpship, the
player was taken to the Tower, where they met the various NPCs and could begin the Destiny 2 campaign (The Red War), as well as the Curse of Osiris and Warmind campaigns, after talking to Amanda Holliday in the Tower Hangar. Returning players could play this opening mission by creating a new character. With the release of the Beyond Light
expansion in November 2020, Destiny 2's original base campaign (The Red War), as well as all of the content from Curse of Osiris and Warmind were removed from the game and placed into the Destiny Content Vault and are no longer accessible (though Bungie may unvault the associated destinations and activities in the future). In game, part of the
content removal is explained through planets being taken over and removed from normal space by the forces of Darkness. As a result, Bungie introduced a new player experience to introduce new players to the world of Destiny. It features roughly the same opening as the 2019 New Light, but takes players on a quest further into the Cosmodrome to
learn more about the Destiny universe, giving new players' Guardians a more fleshed out origin story. A new NPC for the Cosmodrome was also introduced, who acts as a guide for the new player quest. Veteran players can play through this new player questline by visiting the abandoned quest kiosk that was added to the Tower and H.E.L.M. social
spaces with the update.[22] Like the original Destiny, an opening cinematic is shown where a landing pod lands on Mars' surface in present day. Three astronauts leave the pod to explore the surface of Mars and find an enormous spherical object hovering in the sky. A narration begins, giving a brief history of the Traveler, the Darkness, and the
Golden Age of humanity and the first Collapse caused by the Darkness. The game then begins as Ghost is searching among the detritus of Old Russia in the Cosmodrome until it finds and resurrects the player's Guardian, who had died in an undefined moment of the past—upon resurrection, Guardians have no memories of their past life from before
becoming a Guardian. Ghost then guides the Guardian, battling Fallen enemies along the way, until they encounter a Vanguard Operative, a Hunter named Shaw Han, who is in search of his fireteam members, Cas and Maeve. Han initially tells the Guardian to stay behind and he would get them to the Last City after he finds his fireteam, but the
Guardian and Ghost convince Han to allow them to assist him on his mission. Han has the Guardian go in search of Maeve while he searches for Cas. However, the Guardian is too late, as Maeve was killed by a Hive Wizard called Navéta, Eir Spawn, who also destroyed Maeve's Ghost, preventing Maeve from being resurrected; Han reports that he was
also too late in saving Cas. They then meet up back at Han's camp, where Han says to honor his fireteam's loss, they should finish their mission; Han and his fireteam were in search of a Golden Age relic called a superconductor which the Vanguard believe can be used to create a powerful weapon, however, the superconductor is sealed within a
chamber and is overloading the building with deadly Arc energy. The Guardian then goes and collects data from defeated Fallen to figure out a plan to get past the Arc energy. From the data, they learn the location of an ancient array that they need to get operational to balance the power grid to keep the Arc energy from overloading. After
successfully raising the array, Han has the Guardian meet him back at camp so they can regroup and then go collect the superconductor. Upon arriving at the camp, however, the Guardian and Ghost find an audio message that Han went on the mission alone, taking the only access key to the superconductor's chamber, and left the Guardian a
Sparrow so they could make their way to the Last City. Guardian and Ghost find this unacceptable and Ghost ponders that there has to be another access key and scans Han's archived data, leading them to the Cosmodrome's Forgotten Shore. After searching through some old caches and boosting Ghost's signal, Ghost is able to piece together
encrypted data to create a new key. They then head towards the chamber where they encounter Navota and her swarm of Hive. The Guardian fights off the Hive, forcing Navoéta to retreat and they save Han, who apologizes for leaving them behind, stating that he was afraid to lose another Guardian. They then retrieve the superconductor and meet
back at Han's camp. With the mission to retrieve the superconductor complete, Han says that Commander Zavala, the leader of the Vanguard, has ordered him to keep post in the Cosmodrome. Han then gives the Guardian Maeve's jumpship, and they use it to fly to the Tower to meet Zavala and deliver the superconductor. In flight to the Tower,
Ghost explains that he revived the Guardian to help protect humanity and reclaim lost worlds. After arriving in the Tower, Ghost tells the Guardian that the spherical object in the sky is the Traveler, which is where Ghost and their Light—their power—comes from. The Guardian then delivers the superconductor to Vanguard Commander Zavala, who
praises them for their work as a new Guardian and instructs them to meet the rest of the Vanguard and other allies. After meeting the Warlock Vanguard Ikora Rey, Ghost explains that there was no Hunter Vanguard as after the death of the former one, Cayde-6, no Hunter wanted to take his place (he would later be succeeded by Crow after the
events of The Final Shape). They then meet a few other important core activity characters, such as the Drifter and Lord Shaxx, before returning to Zavala, who gives the Guardian their first official assignment; Han has tracked down Navéta and Zavala wants the Guardian in on the mission to take her out. The Guardian returns to the Cosmodrome to
hunt down Navoéta one last time, where they eliminate the Hive Wizard. With that success, the Guardian returns to Zavala, who congratulates them and informs them that after analyzing the superconductor, they can create the exotic submachine gun Riskrunner. Thus, the Guardian has begun their journey to become legend. See also: Destiny 2:
Shadowkeep § Plot, Destiny 2: Beyond Light § Plot, Destiny 2: The Witch Queen § Plot, Destiny 2: Lightfall § Plot, and Destiny 2: The Final Shape § Plot The first six years of Destiny 2 continue the Light and Darkness Saga from the first Destiny game in 2014. While Destiny 2's expansions have continued to expand the story, Bungie began a larger
narrative epic with its seasonal content starting in Shadowkeep. During Shadowkeep, Eris Morn discovers a Pyramid ship buried beneath the Moon's surface. The Guardian encounters a Voice from the Darkness, warning them of the fleet's imminent arrival within the system. The Vanguard deal with new threats from Hive and Vex forces loyal to the
Darkness as the Pyramid fleet arrives, taking positions above Io, Titan, Mercury, and Mars. The Darkness attempts to communicate with Eris, but is blocked by Savathlin. The Guardians defeat Savath{in's forces, giving the Darkness the opportunity to alert them to a new power awaiting them on Europa. Meanwhile, the Vanguard evacuate their forces
from those planets occupied by the Darkness before they are abducted by a strange force. Deputy Commander Sloane, Asher Mir, & Brother Vance elect to stay behind on the planets as they vanish. As the planets began to disappear from space, the Traveler started gathering Light, exhibiting unfamiliar behavior. A Vanguard command is given out to
all Guardians across the solar system to return to the Last City, and they witness the Traveler repairing its broken shell in a burst of Light. In Beyond Light, the Vanguard find signs of the Darkness pyramids across the system. On Europa, the Guardians accept the power of Stasis from the Darkness to defeat a new Fallen House that also learned to use
Stasis. Zavala and other members of the Vanguard are concerned about the use of the powers of Darkness. However, they recognize its effectiveness against the oppositional forces of humanity. The Vanguard make alliances with the Cabal and one of the Fallen Houses, as they recognize they face common threats. It is revealed that Savathiin is
impersonating Osiris, the former Warlock Vanguard, possibly to manipulate the current Vanguard. She is willingly held in a crystal encasement by Mara Sov, having made a deal to return the real Osiris if Mara agrees to exorcise her worm. After the Guardians rescue Techeuns lost in the Ascendant Realm, Savathiin's worm is exorcised, and Mara Sov
aims to kill her in her weakened state. However, Savathlin escapes in the aftermath, leaving behind a comatose Osiris, fulfilling the bargain. The Witch Queen focuses on the Hive God Savathi{in, who has obtained the power of the Light and gifted it to her soldiers (known as the Lucent Brood). Taking place in Savathln's Throne World, Guardians fight
off the Hive to take back the Light. As the story progresses, it's revealed that the Traveler itself resurrected Savathlin, who died post-exorcism, and granted her brood the Light. This causes confusion among the Vanguard on why the Traveler helped humanity's enemy.[23] As the Guardians fight off the Lucent Brood, they find and meet Fynch, a
Lucent Ghost that allies with them in defeating Savath{in. They also learn from objects associated with Savathiin's past that her homeworld Fundament was visited by the Traveler. However, before the Traveler could gift them with a Golden Age, an entity called the Witness tricked Sathona, Savathiin's pre-Hive name, into believing that an incoming
cataclysm would strike Fundament, caused by the Traveler. Her and her siblings were tricked into dealing with the Worm Gods in order to prevent the calamity, creating the Hive & turning the Hive away from the Traveler. Savathiin, stunned and angered by this revelation, unleashed her anger at the Guardians while trying to steal the Traveler "for
its protection". The Guardians kill Savathin, though her ghost Immaru escapes. Elsewhere, the Witness prepares for a final assault of the Pyramid fleet against the Traveler.[24] Lightfall, released in February 2023, features the return of Emperor Calus, now a Disciple of the Witness, and has established a new player destination on Neptune.[25] The
Guardians ally with the Neomuni, the inhabitants of Neptune's colony of Neomuna who are descendants from a lost Golden Age expedition, to fend off Calus's invasion of the city. Together with Osiris's help, the Guardians also learn to channel and utilise the new darkness power of Strand. Before being defeated, Calus helps the Witness acquire access
to an object called the Veil, allowing the Witness to pierce the Traveler's shell and enter it, to the shock of the Vanguard. In the subsequent seasons, the Vanguard sought ways to follow the Witness, eventually learning from a resurrected Savath{in that she has crafted a wish with Riven that will allow one person to enter the Traveler. Crow offers to
go, as his connection with Mara Sov would let the Vanguard follow after he establishes a point of safety within. The Final Shape was initially expected to release in February 2024, but due to quality concerns for the project in general in October 2023, the release was pushed to June 2024.[26] To cover the delay period, Bungie released a free update
called Into the Light in April 2024, adding new activities and weapons to prepare for The Final Shape.[27] The Final Shape sees events taking place in the Pale Heart, a space within the Traveler opened by the Witness, and includes the return of Cayde-6 (with Nathan Fillion reprising this role). This expansion has been stated by Bungie to be the
culmination of the ten years of Destiny's first saga, the "Light and Darkness Saga".[28] Following The Final Shape, Bungie will move into a long-term story called the Fate Saga, which will start with the Year of Prophecy expansion. Instead of four seasons as in past expansions, Bungie plans to offer two major expansions, along with a free seasonal
content update within each expansion. The first expansion, The Edge of Fate, is planned to launch in July 2025, and features the Guardians traveling to the planet Keplar with the Sol system's Oort Cloud, and will involve the Nine. The next expansion, Renegades, is expected to launch in December 2025, and themed around concepts from Star Wars, a
significant influence on Destiny's design, though will not crossover Star Wars elements into Destiny.[29][30] A sequel to Destiny was first mentioned in November 2014, two months after the original released, by Activision chief executive officer Eric Hirshberg, where he said "Work has also begun on future expansion packs as well as on our next full
game release".[31] Based on documents of the original release schedule for Destiny, Bungie and Activision intended to release new, disc-based sequels every other year until 2019, with large downloadable expansions in between.[32] Originally planned for a September 2016 release (based on the original documents),[32] Bungie confirmed on
February 11, 2016, that a full sequel would release in 2017.[33]1[34] That same month, video game writer Christopher Schlerf, who was the lead writer for Halo 4 and worked on Mass Effect: Andromeda, joined Bungie.[35] In December 2016, Bungie announced that Vicarious Visions would be joining the development team along with Activision.[36]



Unlike the original, it was rumored that Destiny 2 would also release on Microsoft Windows,[37] which was confirmed on March 30, 2017.[38] In Activision's earnings report for 2016, Hirshberg said that Destiny's sequel was still "on track for release this fall [2017]." Activision said the sequel would "broaden the franchise's global reach." Hirshberg
elaborated that players who had spent hours in the original would "love" the sequel, and for those who had not played Destiny, or had not played in a while ... we think we've made a sequel that's going to have a lot for them to love, too. The cornerstone of that is a great cinematic story that's been a real focus with a great cast of memorable, relatable
characters, coupled with some very nice ways to make the game more accessible to a casual player. Without losing anything that our core players love, we've made it more accessible to someone who just wants to have a great, more casual first-person action experience.[37] Bungie had said that players' characters and progression would carry over
into future releases.[39] However, this turned out to only be half true. Characters and progression did carry over into Destiny's expansions, but for the sequel, only players' characters' physical appearance carried over if they had reached level 20 and completed the Black Garden quest in the original. In regards to why progression and items did not
carry over, Bungie said: "We believe this is the best path forward. It allows us to introduce the major advancements and improvements that all of us expect from a sequel, ensuring it will be the best game we can create, unencumbered by the past."[40] Bungie awarded veteran players in Destiny 2 with in-game emblems that acknowledged their
accomplishments in the original Destiny. Players' characters, progression, and items are still accessible in the original Destiny, which will continue to remain online. Destiny 2 presentation on May 18 at Jet Center in Hawthorne, California On March 23, 2017, a promotional poster for the sequel was leaked by Lega Network, revealing the game's name
as Destiny 2 and a release date of September 8, 2017, with the mention of a public beta for the game. The poster showed that just like the original, Destiny 2 would have PlayStation exclusive content.[41] On March 27, 2017, although not directly responding to the leaked information, Bungie tweeted an image of Destiny 2. The image showed The Last
City in smoke and flames with "Destiny" and a large "2" over the Traveler.[42] This was followed up with a teaser trailer narrated by character Cayde-6. The teaser showed the Tower under attack by the Cabal, one of the enemy races from the original game. PlayStation's YouTube channel showed a slightly extended teaser, officially confirming that
there would be timed exclusive content for PlayStation 4, and it would last until at least fall 2018.[43] A full reveal trailer released on March 30, showing the three class Vanguards, Commander Zavala (Titan), Cayde-6 (Hunter), and Ikora Rey (Warlock), rallying Guardians in the war-torn Tower. The Cabal are being led by Ghaul, the commander of the
Red Legion. The trailers confirmed that Lance Reddick, Nathan Fillion, and Gina Torres would be reprising their roles as the class Vanguards, respectively.[38] Nolan North also confirmed that he would be reprising Ghost, the Guardian's Al companion.[44] Bungie had a live stream of Destiny 2's gameplay on May 18.[45] Other performers reprising
their roles included Bill Nighy, Shohreh Aghdashloo, Peter Stormare, Lennie James, Claudia Black, and James Remar, alongside new voices Frank Langella, Joy Osmanski, and H. Jon Benjamin. Following Reddick's death in March 2023, his role of Commander Zavala was recast, with Keith David taking over performance as of August 2023.[46] On May
19, 2017, Destiny 2 project lead Mark Noseworthy told IGN that there were no plans for a Nintendo Switch version of the game. Noseworthy went on to say: I think it's pretty unrealistic given we're an online-only game, right? The Switch, because it's a portable - and I love my Switch, I've got Breath of the Wild here, I've got it with me. It's incredible,
I love the console, but in terms of where it's at, I don't want to leave anyone with the possibility of like, 'it's a thing we'll consider, maybe next year.' There's no plans right now for Switch.[47] The Microsoft Windows version of Destiny 2 supports native 4K resolution and uncapped frame rate (fps), full mouse and keyboard support, text chat, adjustable
field of view, and 21:9 monitor support, and was exclusive to Blizzard Entertainment's Battle.net service at the time of its launch.[10] Although not native 4K, Destiny 2 does support 4K enhancements for the PlayStation 4 Pro, an updated version of the standard PlayStation 4 that supports 4K rendering. Similarly, the Xbox One had an updated version
called the Xbox One X that released in November 2017 after Destiny 2's launch. Bungie added 4K support for the One X, as well as HDR support for both updated consoles, on December 5, 2017.[48][49] Unlike the Windows version, however, the console versions are locked at 30fps.[50] Destiny 2 also has an improvement with its servers, which are a
combination of dedicated servers and peer-to-peer networking. Lead engineer Matt Segur explained, "Every activity in Destiny 2 is hosted by one of our servers. ... That means [players] will never again suffer a host migration during [a] Raid attempt or Trials match. This differs from Destiny 1, where these hosting duties were performed by player
consoles and only script and mission logic ran in the data center."[10] Grimoire cards that were found in the original game, which detailed the lore of the Destiny universe and could only be accessed from Bungie's website and the Destiny app, did not return for the sequel. For Destiny 2, Bungie shifted their focus to in-game storytelling, which was
something the original was criticized for lacking. To detail the lore of the universe in Destiny 2, there are many artifacts around the maps that can be scanned by Ghost, who will give details and backstory. Exotic gear and some legendary gear also have a lore tab.[10] At the 2017 Electronic Entertainment Expo (E3), a new cinematic trailer was shown,
narrated by the main antagonist, Dominus Ghaul. It showed that Bungie did focus more on the story for the sequel than the original, as Bungie was "attempting to go in-depth into the universe and the motivations of the characters."[51] E3 2017 also revealed that Destiny 2's release date was moved up to September 6, 2017, and the Windows version
was confirmed for an October 24 release.[52] The dates for the beta on the console versions were also confirmed at E3 2017. Early access for pre-order customers began on PS4 on July 18 followed by Xbox One on July 19; non-pre-order customers received access beginning July 21. The console beta concluded on July 25, after a 2-day extension. The
beta for the PC began on August 29 and concluded on August 31.[53] In the spring of 2025, following the announcement of a release date for the upcoming Marathon reboot, Bungie asserted that it will continue to support Destiny 2 indefinitely.[54] The original score was composed by Michael Salvatori, Skye Lewin, C. Paul Johnson, Rotem Moav, and
Peter Schlosser.[55] Although not credited in the original soundtrack, Michael Sechrist also composed for Destiny 2 and would be a more prominent composer in future DLCs such as Witch Queen and Beyond Light. [56]When creating the music, the composers stated their goal with it was to "capture the somber spirit of a civilization confronting
immense tragedy", and also to "inspire bravery in the hearts of our heroes as they stand together and fight to reclaim all that they hold dear".[55] The score was received very positively with the original soundtrack on YouTube receiving thousands of supportive comments from fans. Comments described the soundtrack as both epic and nostalgic for
long time fans.[57] In October 2023, composers Michael Salvatori and Michael Sechrist were laid off amid staff cutbacks across the company.[58] Soon after in January 2024, Skye Lewin left Bungie as well.[59] The news of these layoffs among many other veteran employees was received poorly by the Destiny 2 community with disappointment
expressed on large platforms such as X and Reddit.[60] Destiny 2 was released worldwide for the PlayStation 4 and the Xbox One on September 6, 2017, and the Microsoft Windows version released worldwide on October 24.[52][61][62] There were several editions of the game, including a Collector's Edition, a Limited Edition, a Digital Deluxe
Edition, and the standard base game. Like the original, there was an Expansion Pass, which granted access to the first two expansions of Destiny 2.[63] Also like the original Destiny, pre-orders for the game received early access to the game's beta,[38] as well as other in-game pre-order bonuses, such as early access to the exotic weapon "Coldheart".
[64] Pre-orders from GameStop received a Cayde-6 collectible figure.[63] Other figures and toys, such as Lord Saladin, were released after Destiny 2's console launch.[65] Per an exclusivity agreement with Sony Interactive Entertainment that began with the original Destiny, the PlayStation 4 version of Destiny 2 featured timed-exclusive content until
late 2018; PS4 exclusive content ended with the release of the Shadowkeep expansion in October 2019.[66] The Collector's Edition of Destiny 2 included the base game in a SteelBook case, the Expansion Pass, a themed backpack, a "Frontier Kit", which featured a solar panel USB charger with built-in light, a paracord, and a solar blanket, a 15"
laptop/tablet sleeve with protective pocket slip, a Cabal-themed collector's box with various items, and premium digital content. The Limited Edition, distributed exclusively from GameStop, included the same physical and digital items as the Collector's Edition, minus the backpack, "Frontier Kit", and laptop/tablet sleeve. The Digital Deluxe Edition
includes all of the premium digital content.[67] There was also a limited-time PlayStation 4 bundle that included a glacier white PlayStation 4 Pro, Destiny 2, the Expansion Pass, and premium digital content.[68] The Windows version was initially distributed exclusively through Blizzard Battle.net, marking the first non-Blizzard Entertainment title to
be distributed via the platform.[69] In January 2019, Bungie and Activision amicably broke their publishing agreement, leaving Bungie as the game's publisher for the PC version. The Windows version of Destiny 2 remained on the Battle.net platform for the next several months,[70] but transitioned to Steam upon release of the Shadowkeep expansion
in October 2019. As part of Bungie's plans to expand Destiny 2 to new platforms after their acquisition by Sony, Destiny 2 was added to the Epic Games Store in August 2022.[71] With the release of the Shadowkeep expansion in October 2019, Bungie made several changes to the monetization model of Destiny 2. Bungie's aim was to have the game
able to be played by anyone with their friends, regardless of platform, so they implemented cross-saving, allowing players to transfer their characters from one platform to another. Alongside this, they partnered with Google to offer Destiny 2 on Stadia, a new game streaming service.[72] Additionally, alongside the release of Shadowkeep, Bungie
made Destiny 2 free to play in its "New Light" version, making the base game, the Leviathan raid, and many of the player-versus-player modes free, including the first two expansions, Curse of Osiris and Warmind. Content like Forsaken and Shadowkeep can be purchased a la carte by the player. Shadowkeep and future expansions are considered
standalone experiences, not requiring the player to have bought the other additional content.[73] Further, Destiny 2 introduced a battle pass system lasting for each season, featuring two tiers of rewards, which include weapons, cosmetics, and in-game materials and currency, for playing various activities during that season. One tier is free for all
players, while the second tier is only available to players that have purchased the season pass.[74] Both New Light and the Shadowkeep expansion come after Bungie's acquisition of the publishing rights of the Destiny franchise from Activision.[75][76] Bungie announced in June 2020 that moving into the fourth year of content for the game, beginning
with the Beyond Light expansion in November, that it would retire some of the less played existing content into a "Destiny Content Vault" (DCV), making the worlds and activities associated with them unavailable to play, as the developers stated the game had become too large and unmanagable with all the content they were continuing to add (the
size of the game client had reached approximately 115 GB). However, they will periodically unvault some of these areas and activities, including updated versions of areas and activities from the original Destiny (seen first with the Moon in the Shadowkeep expansion), to give players opportunities to complete quests and triumphs associated with them
over time. For example, the Leviathan area was brought back for "Season of the Haunted" with The Witch Queen, though with new activities and changes to the maps to reflect the story elements around it.[77] Bungie said that using the DCV to rework content was an alternative to developing a wholly new Destiny 3 game.[78] However, by August
2022, Bungie stated that they had improved the backend technology behind Destiny 2, and will no longer vault expansion content.[79] They confirmed that Earth's Cosmodrome patrol location and strikes would return during seasons 12 and 13, and that the original game's Vault of Glass raid would also return sometime in Year 4 (later confirmed for
Season 14). Bungie announced that they have at least two additional years of content planned out, with the Beyond Light expansion launching on November 10, 2020, followed by The Witch Queen and Lightfall afterwards[80]—The Witch Queen was originally planned for November 2021, but was delayed to early 2022, with Lightfall being delayed to
early 2023.[81] By this point in the original Destiny's life cycle, a full sequel was the next release. Bungie stated that they did not want to do a Destiny 3 at this time because it would require them, as well as the players, to have to start over and they wanted to instead continue to build upon Destiny 2.[80] A final chapter followed Lightfall—The Final
Shape—and concluded the first saga of Destiny, called the "Light and Darkness Saga", before beginning a new saga for the franchise.[81] In May 2020 Bungie affirmed its plans to release Destiny 2 for the next-generation consoles, PlayStation 5 and Xbox Series X, and that the game on these platforms would support native 4K resolution at 60fps.[82]
Xbox Series S, which was revealed after the announcement, would run at 1080p resolution instead. Bungie also confirmed that cross-play would be supported within the same family of consoles (e.g., PlayStation 4 and 5) at launch, and between all platforms starting with Season 15 later in 2021.[80][83] The PlayStation 5 and Xbox Series X/S versions
of the game were released on December 8, 2020. Destiny 2 players on PlayStation 4 and Xbox One can update their versions to the newer consoles within the same family for free and bring existing content across, with Bungie using Microsoft's "Smart Delivery" program for the Xbox Series X/S update. Field of view customization was also added.[84]
[83] As part of general growth of the company, Bungie announced in early 2021 that it was looking to expand the Destiny IP beyond video games and creating a "Destiny Universe". As part of this, in March 2021, Destiny 2's current leads Luke Smith and Mark Noseworthy were named as executive creative director and vice president, respectively, of
Bungie's new Destiny Universe division, while Justin Truman was named to general manager for Destiny 2.[85] Main articles: Destiny 2 post-release content, Destiny 2: Forsaken, Destiny 2: Shadowkeep, Destiny 2: Beyond Light, Destiny 2: The Witch Queen, Destiny 2: Lightfall, and Destiny 2: The Final Shape Destiny 2 content releasesOriginal game,
expansions (in bold), seasons, and episodes2017Destiny 2Curse of Osiris2018WarmindForsaken/Season of the Outlaw*Season of the Forge2019*Season of the Drifter*Season of OpulenceShadowkeep*Season of the Undying*Season of Dawn2020*Season of the Worthy*Season of ArrivalsBeyond Light*Season of the Hunt2021*Season of the
Chosen*Season of the Splicer*Season of the Lost*30th Anniversary Pack2022The Witch Queen*Season of the Risen*Season of the Haunted*Season of Plunder*Season of the Seraph2023Lightfall*Season of Defiance*Season of the Deep*Season of the Witch*Season of the Wish2024*Into the LightThe Final Shape*Episode: Echoes*Episode:
Revenant2025*Episode: Heresy*Rite of the NineThe Edge of Fate*Ash & IronRenegades2026*Shadow & OrderShattered CycleThe Alchemist Prior to the console release, Bungie said that they had already begun working on post-release content. Bungie stated that their plan was to provide post-release content at a quicker rate than that of the original
Destiny, which was criticized for not having enough content post-launch and between each of its expansions releases. One of the team's remedies for this were the Adventures and Lost Sectors activities that were added to the free roam Patrol mode.[86] Bungie also announced the Destiny 2 Expansion Pass prior to launch, which granted access to the
first two expansions of the game.[10] The in-game clan features became available a few days after the game's launch.[87] The Guided Games feature became available on September 12 for the Nightfall activity, the game's first raid, "Leviathan", unlocked on September 13 (with the Guided Games in beta), and Trials of the Nine became available on
September 15, along with the character Xiir from the original game, the exotic items vendor who only appears on the weekends.[88] The three factions and their respective NPCs from the original game returned on September 26 for a new periodic event, Faction Rally.[17] The competitive Iron Banner PvP mode from the original returned on October
10.[21] The prestige mode for the Leviathan raid was originally scheduled to unlock on October 10, but was delayed to October 17.[89] The game's first expansion released on December 5, 2017. Named Curse of Osiris, it focuses on the character Osiris from the lore of the original Destiny. The expansion takes players to the planet Mercury with its
own patrol mode. Additionally, the EXP level cap was raised to 25 and the Power level cap was raised to 330. There was also a timed-exclusive Crucible map for PS4 players called Wormhaven. Instead of an entirely new raid, a feature called raid lair was added, featuring new areas to the existing Leviathan raid and a different final boss.[90] The
second expansion, Warmind, was released on May 8, 2018, and focuses on the Warmind Rasputin from the original game. This expansion takes players to the planet Mars in a new area called Hellas Basin. The expansion also features a new mode called "Escalation Protocol", a horde mode which can be started by any player in the patrol mode on
Mars. As well, the EXP level cap was raised to 30 and the Power level cap was raised to 380. In addition to Rasputin, a new character named Ana Bray (also from the lore of the original Destiny) was added, who serves as the primary NPC on Mars. Like the previous expansion, Warmind also includes a second raid lair on the Leviathan. The expansion
also added progressive ranking systems for PvP, titled Valor and Glory. Players earn Valor in quickplay matches while Glory is earned in competitive matches, with each new rank earning greater rewards. Valor points are earned regardless of win or loss, while Glory points are earned by wins but reduced by losses.[10] Both expansions featured timed-
exclusive content for the PlayStation 4 platform, which became available for other platforms in late 2019. The third expansion, Forsaken, was released on September 4, 2018, beginning Year 2 of Destiny 2. Similar to the original Destiny's The Taken King expansion, Forsaken had a large overhaul on gameplay, though not to the extent that The Taken
King had with the original Destiny. A large expansion, Bungie described the story as having a "western revenge" theme. A large portion of the expansion takes place in the Reef's Tangled Shore, including a new raid called "Last Wish", which takes place in the end-game area, the Dreaming City, also located in the Reef. The developers claimed that it
had more bosses than any previous raid (including from the original game) with a massive roam area, puzzles, and the raid changed over time based on players' actions in the raid itself. A new mode called Gambit was also added that combines PvE and PvP, and features its own ranking system called Infamy, which works similar to the Crucible's Valor
ranking system. Two teams of four players compete against each other while facing PVE enemies. A new weapon type, a bow and arrow, was also added. The EXP level cap was raised to 50 and the Power level cap was raised to 600.[91] A trailer displayed during Sony's E3 2018 press conference showed the death of Cayde-6 by the hands of the
returning Prince Uldren Sov. Uldren is driven to find his lost sister, Queen Mara Sov, believing her to still be alive after the events of The Taken King and he leads the Scorn, former Fallen that were revived from the dead and have become their own race.[92] The launch trailer for Forsaken revealed that the player's Guardian would once again speak;
the player's Guardian had not spoken since the end of the original Destiny's base campaign. Forsaken also began a seasonal cycle of content for Destiny 2, introducing new story content, activities, and gear, some which required purchase of the season pass. Forsaken's seasons included Season of the Forge, introducing the character of Ada-1 and the
Black Armories which were under threat from Cabal, Fallen, and Vex forces, Season of the Drifter which explored the Drifter's connection to the mysterious Nine, and Season of Opulence, during which Calus invited the Guardians to challenges aboard the Leviathan for his entertainment. The fourth major expansion for the game, Shadowkeep, was
released on October 1, 2019 (delayed from its original release of September 17) and is similar in scope to Forsaken and the original Destiny's Rise of Iron expansion. The expansion, which began Year 3 of Destiny 2, sees players return to the Moon, an area that was featured in the first game. The location was reprised and expanded upon with Bungie
claiming it to be twice the size of the original location from Destiny.[93] The story of Shadowkeep sees the return of Eris Morn, a character from the first game who had been absent since the events of the Red War. Eris seeks the help of the Guardian in defeating "Nightmares" that she released into the Solar System, which are manifestations of the
Guardian's past traumas. Players face off against their previous adversaries, which are being resurrected by the Darkness. Throughout the story, Eris and the Guardians work together to figure out the cause of this unleashed madness and do what they can to put a stop to it.[94] The expansion includes a return to the Black Garden on Mars for a new
six-player raid, Garden of Salvation.[93] Shadowkeep's seasonal content included the Season of the Undying, with the Vanguard preventing a Vex invasion of the Moon by the Undying Mind, Season of Dawn, where the Guardian aids Orisis with the Sundial to prevent the Red Legion from altering the past and to bring back Saint-14 to the present,
Season of the Worthy, in which Zavala and Ana Bray enlist the Vanguards to help Rasputin to stop the Almighty from crashing into the Last City, and Season of Arrivals, where the Guardians help protect Eris Morn from Taken and Hive as she tries to commune with the approaching Darkness and Pyramids of the Black Fleet. Year 4 of Destiny 2 began
with the large expansion titled Beyond Light on November 10, 2020 (delayed from its original release date of September 22); Bungie described this release as the start of a new era for the franchise. The expansion introduces a new location, Jupiter's icy moon Europa, reintroduces Earth's Cosmodrome area from the original Destiny, and moved some
older locations into the DCV, including Io, Mars, Mercury, Titan, and the Leviathan, which Bungie described as helping to better manage current content in the game in anticipation of future updates.[78] Beyond Light also represented a major shift in the storytelling approach to Destiny 2 which had been experimented with in the Season of Arrivals,
the last season of Shadowkeep. Senior narrative lead Julia Nardin stated that around Arrivals the writing team started to explore a more serialized approach with their narrative content, and within Beyond Light, mapped out the major story elements of each season similar to a television show to be played out in six to eight segments over the course of
that season, and having each season's story arc fit into a larger overall arcing storyline.[95] Gameplay-wise, players learn a new elemental ability—the first new elemental ability introduced to the series since the original Destiny launched in September 2014. The new ability Stasis uses power of Darkness itself rather than Light. The Exo Stranger, who
had not been seen since the end of the original Destiny's campaign, also returned, along with Variks, the Loyal, from the original game's House of Wolves expansion—though he was an unseen character in Forsaken whose actions inadvertently caused the death of Cayde-6.[80] The Exo Stranger and Variks guide the Guardian on Europa to stop a
Fallen Kell named Eramis from using the Darkness to destroy the Traveler and its followers. Among its seasonal content included the Season of the Hunt, focusing on the return of an amnesic Uldren Sov, now going by "Crow", as he helps the Vanguard hunt down Hive Wrathborn, Season of the Chosen, where Calus' daughter and now Empress Caiatl
has come to the System to challenge the Vanguard to ritual combat as a prelude to a potential truce, and Season of the Splicer, where Mithrax, the Kell of the Fallen House of Light, helps the Vanguard put an end to a Vex attack on the Last City. Crossplay functionality was added on August 24, 2021, with Season of the Lost, allows players from all
supported platforms to play together.[96] Season of the Lost follows the return of Mara Sov, Queen of the Awoken, as she works alongside the guardian & Savath{in herself to help exorcise Savathlin's worm and exact revenge on the Witch Queen for her involvement in corrupting both her brother, Uldren Sov, and the Dreaming City during the events
of Forsaken and the Last Wish Raid.[97] As well as ensuring the return of Osiris, who Savathun herself admits to kidnapping and pretending to take his place in order to prepare the armies of the Sol system for the coming battle with the Darkness[98] The Witch Queen expansion was released on February 22, 2022, beginning the fifth year of Destiny
2. The main focus is on the titular character, Savath{in, one of the three leaders of the Hive, who has been discreetly bringing in some citizens of the Last City under her control during events of Beyond Light. The expansion introduces Savath{in's Throne World within the Ascendant realm as a new area for gameplay, as well as Lucent Hive, Hive
warriors that have been imbued with the power of the Light. A new weapon type, the glaive, was introduced, which has a balanced range of melee and projectile attacks. The expansion also introduces weapon crafting, initially with gear found in the Witch Queen expansion but eventually working in legacy equipment.[99] Alongside The Witch Queen,
Bungie plans to introduce a new raid or dungeon every three months, and will begin rotating raids and dungeons as they increase their availability.[100] Among its seasonal content included the Season of the Risen, where the operation to capture the Lucent Hive to gain intel on their plans result in the formation of the Coalition, an alliance against
the Witness, a collective consciousness of the first civilization manifested in Darkness, Season of the Haunted, where the Guardian helps Eris Morn sever Calus's connection to the Lunar Pyramid by helping Crow, Caiatl, and Zavala confront their traumas, Season of Plunder, where they attempt to prevent Eramis from acquiring relics of Nezarec, a
Disciple of the Witness, and Season of the Seraph, which focuses on Rasputin's return as the Witness returns to finish what it started during the Collapse and Osiris asks him about the visions of Neptune he learned from Savathiin. Lightfall, released on February 28, 2023, begins shortly after Rasputin sacrifices himself at end of the Season of the
Seraph. It focuses on the Guardian as they race with the new Disciple of the Witness, Calus, to find the Veil on Neomuna and master an aspect of Darkness called Strand. Among its seasonal content included the Season of Defiance, where the Coalition forces work together to rescue prisoners on Earth that has been captured by the Shadow Legion,
Cabal soldiers that use Pyramid technology, Season of the Deep, where Deputy Commander Sloane returns from Titan's capture with an ally named Ahsa, who has knowledge of the Witness's origins, Season of the Witch, where they discover a way to stop Xivu Arath by having Eris Morn ascend into the Hive God of Vengeance, Season of the Wish,
which has them recover Riven and Taranis's eggs in order to find a way to pass through the portal the Witness created into the Pale Heart of the Traveler at the end of the Lightfall campaign, and Into the Light, where they defend the Last City from the Witness's forces as they wait for Crow and Osiris to form the bridge needed to allow the Guardians
to enter the Pale Heart. The Final Shape is considered to be the conclusion of the first saga for the Destiny franchise, called the "Light and Darkness" saga. It launched on June 4, 2024. Following this release, Bungie switched to an episodic model for ongoing content, with three episodes a year instead of the traditional four seasons. The episodes each
have a three-act structure and more narrative aspects compared to previous seasons. It focuses on Coalition forces entering the Pale Heart of the Traveler to prevent the Witness from acquiring the Traveler's Light to complete its vision of the final shape, and using Prismatic to allow Guardians to wield Light and Darkness in harmony. After the
Witness was defeated by the Coalition in the Excision mission that was unlocked after the World's First race for the Salvation's Edge raid was completed, its Darkness collided with the Traveler's Light to create paracausal artifacts called Echoes, setting the stage for the episodic structure that followed throughout the cycle. That included Episode:
Echoes, which focused on the Echo that was acquired by an entity called "The Conductor" after it landed on Nessus and changed the Vex, Episode: Revenant, which focused on the Echo that was acquired by Fikrul, the antagonist from Forsaken who is using its power to convert living Eliksni into a new breed of Scorn, and Episode: Heresy, which
focused on the Echo that was acquired by a commander of the Dread, a faction created by the Witness from templates of the Disciples it had cultivated throughout its pursuit to enact the final shape, after it landed on the Dreadnaught and awakened an eldritch force within the Hive ship. The eleventh year of Destiny, and eighth year of Destiny 2, is set
to launch in July 2025, and was originally referred to as Codename: Frontiers.[101] This will once again change the delivery model of content, as instead of one large expansion and then multiple seasons/episodes released over the course of the year, there will instead be two medium-sized expansions, originally referred to as Codename: Apollo and
Codename: Behemoth, to release in mid-2025 and late 2025, respectively, with one major update after each.[102] Bungie said these expansions would be about the size of Rise of Iron from the original Destiny.[103] On April 15, 2025, the official name for Apollo was revealed as The Edge of Fate.[104] During the reveal event on May 6, 2025, the new
saga was revealed as "The Fate Saga" and would be multiple years long. The Edge of Fate's date was also revealed as July 15, 2025, with the first major update, Ash & Iron, released on September 9, followed by the second expansion, Renegades, on December 2, and then the second major update, Shadow & Order, on March 3, 2026. The first half of
the year containing The Edge of Fate and Ash & Iron is regarded as Season: Reclamation, with the second half containing Renegades and Shadow & Order regarded as Season: Lawless with the entirety of Year 8 regarded as the Year of Prophecy. Bungie confirmed that the major updates would be about the size of the Into the Light update from Year
6. Bungie also confirmed the Year 9 expansions as Shattered Cycle in summer 2026 and The Alchemist in winter 2026.[105] In addition to these expansions, Destiny 2 features limited time seasonal events that recur annually tied to real-world holidays, many introduced during its first year of service. These events are free to all players, offering unique
gear and cosmetic items for completing special gameplay modes and quests offered during the event period, and new Triumph and Milestones for players to achieve. "The Dawning" event originated from Destiny themed around the holiday season, with players worked to craft special cookies to deliver to NPCs across the System.[106] "Guardian
Games" is a mid-year themed event typically associated with both the summer season as well as the Summer Olympic Games. Each class of Guardian are challenged in a friendly contest to earn the most points for their class.[107] "Solstice of Heroes" (later shortened to "Solstice") was originally introduced in 2018 to celebrate the end of the Red War
campaign but has since played out as a mid-year event, where players work to improve special armor by completing various challenges.[108] The "Festival of the Lost" is a Halloween-themed event, where players hunt down special enemies in spooky-themed versions of world areas to collect candy and gain rewards.[109] "The Revelry" was a one-time
event in 2019, which celebrated the start of spring; it was replaced by Guardian Games in 2020.[110] "Crimson Days", the Valentine's Day-themed event from Year 2 (2016) of the original Destiny, featured a 2-versus-2 Crucible mode that encouraged teammates to stay close to improve their winning chances, but this was also retired in 2020.[111]
ReceptionAggregate scoreAggregatorScoreMetacriticPS4: 85/100[112]XONE: 87/100[113]PC: 83/100[114]Review scoresPublicationScoreDestructoid7.5/10[115]Electronic Gaming Monthly8/10[116]Game Informer9/10[117]GameRevolution[118]GameSpot8/10[119]GamesRadar+[120]Giant
Bomb[121]IGN8.5/10[122]Polygon9/10[123]VideoGamer.com8/10[124] Destiny 2 received "generally favorable" reviews, according to review aggregator website Metacritic.[114][112][113] Some reviewers labeled the game as Destiny 1.5 due to its many similarities to the original Destiny, but praise was given to improvements made over its
predecessor.[115][116] As with the original, gameplay was highly praised, with Chris Carter of Destructoid saying that it was what "the game nails ... the most".[115] Game Informer's Matt Miller said that like the original, "Gameplay features remarkably taut FPS gunplay enhanced with seemingly magical powers." Miller went on to say that the
gameplay's biggest change was a welcome, referring to the reorganization of destinations and the emphasis on exploration.[117] Evan Slead of Electronic Gaming Monthly (EGM) also praised the exploration, but was not a fan of the recategorization of the weapons. Although he said the variety of weapons were fun, the Kinetic weapons "didn't seem to
pack as much of a punch as their Energy [weapon] counterparts."[116] Cody Perez of Game Revolution, however, welcomed the recategorized weapons, saying they were less restrictive and said that "Bungie are masters of gun-play".[118] Kallie Plagge of GameSpot said that the game features mostly the same structure as the original, including its
"mechanically excellent shooting and satisfying loot grind".[119] Carter praised the Lost Sectors and public events, as well as the additional story quests and Adventures post-campaign.[117] Miller said that the Lost Sectors were fun, but they became less interesting with the more that were done.[116] Perez, however, was not a fan of the Adventures
and Lost Sectors activities, saying they were a "disconnect [from] the main campaign". He said that they were filler content, and that they were "monotonous and a bore to accomplish, lacking the heart that fills the campaign." He did praise the public events as they are only periodic.[118] The Leviathan raid received praise and criticism. Miller of
Game Informer stated that the Leviathan raid was "one of Bungie's most intricate and fascinating environments to date", praising its maze-like structure with hidden chests and secret passages. He was critical of the award system, however, stating that it "separates the excitement of new gear from the moment of victory", as it does not offer most loot
until a full completion.[117] Slead of EGM said that "the bread and butter of Destiny is still these post-campaign quests", also referring to Strikes and the weekly Nightfall activity.[116] Perez of Game Revolution, who did not play any of the original game's raids, was a big fan of the Leviathan raid, stating that it exceeded its hype.[125] Plagge of
GameSpot said that "solving [the raid's] often obscure puzzles can be both rewarding and frustrating”, but "each failure teaches you something new".[119] The original Destiny was largely criticized for its story. Destiny 2, however, was praised for its improvements to the story and easier access to the universe's lore. Slead of EGM said that it has a
"more robust story" and Bungie fixed the "meandering storytelling from the first".[116] Carter of Destructoid said that although its story was similar to others in the same genre, "it's easy to follow and even easier to get invested in, with the game's cast coming front and center."[115] Perez of Game Revolution said that the story "[gripped] me in a way
that only Bungie's former series Halo was able to." He said that there were many moments that were of shock and awe, and that the game had a meaningful narrative with an actual fleshed out villain.[118] Plagge of GameSpot said that the story serves its main purpose and that its strength "lie in atmosphere and side details", while also praising its
"mournful soundtrack" as fantastic.[119] Miller of Game Informer praised the Crucible mode for feeling more competitive than the original Destiny's, with teamwork being "highly valued". However, Miller was "perplexed by the decision to force players into one of two playlists", instead of letting them choose. He was also indifferent to the change of
making all modes four-versus-four, but said that "the compact group size demands everyone pull their weight, which is great."[117] Perez of Game Revolution was disappointed that Crucible did not receive "the same love that the singleplayer had been given." He said that although the smaller map sizes were not a bad thing, it causes multiplayer to
be non-stop action, not allowing players to take a moment to strategize.[118] David Houghton of GamesRadar+ said that the changes to the Crucible mode "shine in a tight, focused, clear, and tactically co-operative format."[120] Destiny 2 sold 50,263 copies on PlayStation 4 within its first week on sale in Japan, which placed it at number one on the
weekly sales charts.[126] The weekend consisting of September 23, Destiny 2 took the number 1 spot on the UK sales chart.[127] Destiny 2 was also the second highest-grossing console game of 2017 in North America (behind Call of Duty: WWII), and was also Activision's biggest PC release based on units sold.[128] Digital downloads for Destiny 2
account for more than half of the total sales of the game.[129][130] Despite strong unit sales, the game failed to generate the recurring revenue that Activision wanted. As a result, Activision ended its publishing deal with Bungie in 2019.[131] 2023 saw Bungie cut 8% of their staff due to a projected revenue miss of 45%.[132] For the 2017 Game
Critics Awards, it was awarded Best PC Game for E3 2017.[133] At The Game Awards 2017, Destiny 2 was one of four games to receive six nominations, the most for the year's event, which were for Best Art Direction, Best Score/Music, Best Audio Design, Best Ongoing Game, Best Action Game, and Best Multiplayer.[134] Entertainment Weekly
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has quotations related to Destiny 2. Official website Destiny 2 at IMDb Retrieved from " 2Video or display resolutions with a width of around 4,000 pixels 4K resolution refers to a horizontal display resolution of approximately 4,000 pixels.[1] Digital television and digital cinematography commonly use several 4K resolutions. The movie projection
industry uses 4096 x 2160 (DCI 4K). In television, 3840 x 2160 (4K UHD) with a 16:9 aspect ratio is the dominant standard. Many 4K Blu-ray releases of ultrawide films use a letterboxed form of this, keeping the horizontal resolution of 3840 pixels while the effective vertical resolution is about 1600-1620 pixels.[citation needed] The 4K television
market share increased as prices fell dramatically throughout 2013 and 2014.[2][3] Comparison of common broadcast resolutions Comparison of common display resolutions The term "4K" is generic and refers to any resolution with a horizontal pixel count of approximately 4,000.[4]:2 Several different 4K resolutions have been standardized by
various organizations. The terms "4K" and "Ultra HD" are used more widely in marketing than "2160p" (cf. "1080p"). While typically referring to motion pictures, some digital camera vendors have used the term "4K photo" for still photographs, making it appear like an especially high resolution even though 3840x2160 pixels equal approximately 8.3
megapixels, which is not considered to be especially high for still photographs.[5] Comparison of DCI and UHD resolutions In 2005, Digital Cinema Initiatives (DCI), a prominent standards organization in the cinema industry, published the Digital Cinema System Specification. This specification establishes standardized 2K and 4K container formats for
digital cinema production, with resolutions of 2048 x 1080 and 4096 x 2160 respectively.[6]:84.3.1 The resolution of the video content inside follows the SMPTE 428-1 standard,[6]:§3.2.1 which establishes the following resolutions for a 4K distribution:[7]:6 4096 x 2160 (full frame, 256:135 or =1.90:1 aspect ratio) 3996 x 2160 (flat crop, 1.85:1 aspect
ratio) 4096 x 1716 (CinemaScope crop, =2.39:1 aspect ratio) 2K distributions can have a frame rate of either 24 or 48 FPS, while 4K distributions must have a frame rate of 24 FPS.[6]:§3.1.4.2 Some articles claim that the terms "2K" and "4K" were coined by DCI and refer exclusively to the 2K and 4K formats defined in the DCI standard.[8] However,
usage of these terms in the cinema industry predates the publication of the DCI standard,[9][10][11][12] and they are generally understood as casual terms for any resolution approximately 2000 or 4000 pixels in width, rather than names for specific resolutions.[4]:2[13]: 109 In 2007, the Society of Motion Picture and Television Engineers published
SMPTE ST 2036-1, which defines parameters for two UHDTV systems called UHDTV1 and UHDTV2.[14][15] The standard defines the following characteristics for these systems: A resolution of 3840 x 2160 (UHDTV1) or 7680 x 4320 (UHDTV2)[15]:85.2 Square (1:1) pixels, for an overall image aspect ratio of 16:9[15]:85.1 A framerate of 23.976, 24,
25, 29.97, 30, 50, 59.94, 60, 100, 119.88, or 120 Hz with progressive scan[15]:8§1.2 RGB, YYCBCR 4:4:4, 4:2:2, or 4:2:0 pixel encoding[15]:87.7 10 bpc (30 bit/px) or 12 bpc (36 bit/px) color depth[15]:8§1.2 Colorimetry characteristics as defined in the standard, including color primaries, quantization parameters, and the electro-optical transfer function.
These are the same characteristics later standardized in ITU-R BT.2020. UHDTV1 systems are permitted to use BT.709 color primaries up to 60 Hz.[15]:§6.2 In 2012, the International Telecommunication Union, Radiocommunication Sector published Recommendation ITU-R BT.2020, also known as the Ultra High Definition Television (UHDTV)
standard.[16] It adopts the same image parameters defined in SMPTE ST 2036-1.[17] Although the UHDTYV standard does not define any official names for the formats it defines, ITU typically uses the terms "4K", "4K UHD", or "4K UHDTV" to refer to the 3840 x 2160 system in public announcements and press releases ("8K" for the 7680 x 4320
system).[18] In some of ITU's other standards documents, the terms "UHDTV1" and "UHDTV2" are used as shorthand.[19] In October 2012, the Consumer Electronics Association (CEA) announced their definition of the term Ultra High-Definition (or Ultra HD) for use with marketing consumer display devices.[20] CEA defines an Ultra HD product as a
TV, monitor, or projector with the following characteristics:[21] A resolution of 3840 x 2160 or larger An aspect ratio of 1.77:1 (16:9) or wider Support for color depth of 8 bpc (24 bit/px) or higher At least one HDMI input capable of supporting 3840 x 2160 at 24, 30, and 60 Hz progressive scan (though not necessarily with RGB / YCBCR 4:4:4 color),
and HDCP 2.2 Capable of processing images according to the color space defined in ITU-R BT.709 Capable of upscaling HD content (i.e. 720p / 1080p) The CEA definition does allow manufacturers to use other terms—such as 4K—alongside the Ultra HD logo.[4]:9 Since the resolution in CEA's definition is only a minimum requirement, displays with
higher resolutions such as 4096 x 2160 or 5120 x 2880 also qualify as "Ultra HD" displays, provided they meet the other requirements. Some 4K resolutions, like 3840 x 2160, are often casually referred to as 2160p.[22][23][24] This name follows from the previous naming convention used by HDTV and SDTV formats, which refer to a format by the
number of pixels/lines along the vertical axis (such as "1080p" for 1920 x 1080 progressive scan, or "480i" for the 480-line interlaced SDTV formats) rather than the horizontal pixel count (=4000 or "4K" for 3840 x 2160). The term "2160p" could be applied to any format with a height of 2160 pixels, but it is most commonly used in reference to the 4K
UHDTV resolution of 3840 x 2160 due to its association with the well-known 720p and 1080p HDTV formats. Although 3840 x 2160 is both a 4K resolution and a 2160p resolution, these terms cannot always be used interchangeably since not all 4K resolutions are 2160 pixels tall, and not all 2160p resolutions are =4000 pixels wide. However, some
companies have begun using the term "4K" to describe devices with support for a 2160p resolution, even if it is not close to 4000 pixels wide. For example, many "4K" dash cams only support a resolution of 2880 x 2160 (4:3);[25][26] although this is a 2160p resolution, it is not a 4K resolution. Conversely, Samsung released a 5120 x 2160 (64:27) TV,
but marketed it as a "4K" TV despite its 5K-class resolution.[27][28] In 2015, LG Display announced the implementation of a new technology called M+ which is the addition of white subpixel along with the regular RGB dots in their IPS panel technology.[29] The media and internet users later called this "RGBW" TVs because of the white sub pixel.
Most of the new M+ technology was employed on 4K TV sets which led to a controversy after tests showed that the addition of a white sub pixel replacing the traditional RGB structure would reduce the resolution by around 25%. After tests done by Intertek in which the technical aspects of LG M+ TVs were analyzed and they concluded that "the
addressable resolution display is 2,880 X 2,160 for each red, green, blue", in other words, the LG TVs were technically 2.8K as it became known in the controversy.[30][31] Although LG Display has developed this technology for use in notebook display, outdoor and smartphones, it is more popular in the TV market due to the supposed 4K UHD
marketed resolution but still being incapable of achieving true 4K UHD resolution as defined by the CTA as 3840x2160 active pixels with 8-bit per color. This negatively impacts the rendering of text, making it a bit fuzzier, which is especially noticeable when a TV is used as a PC monitor.[32][33][34][35][36] In 2019, Sony was granted the CinemaWide
trademark by the European Union Intellectual Property Office (EUIPO), in which the trademark covers 'Class 9' electronic devices, including smartphones.[37] According to Sony and SID,[38] the standard defines a CinemaWide 4K product with the following characteristics: A resolution of 3840 x 1644 or larger An aspect ratio of 21:9 Capable of
playing back 4K resolution video (2160p) in an aspect ratio of 21:9 Capable of upscaling non-4K content (i.e. 720p / 1080p)[39] Sony Xperia smartphones are the most widely known products that equipped with CinemaWide 4K display, such as Xperia 1, Xperia 1 II, Xperia 1 III, Xperia 1 IV and Xperia 1 V. Video sharing website YouTube and the
television industry have adopted 3840 x 2160 as their 4K standard.[40][41] As of 2014[update], 4K content from major broadcasters remained limited.[42] By late 2014, 4K content was becoming more widely available online, including on Apple TV, YouTube, Netflix, Hulu, and Amazon Prime Video.[43][44] By 2013, some UHDTV models were available
to general consumers in the range of US$600.[45][46] As of 2015[update], prices on smaller computer and television panels had dropped below US$400.[47] On March 26, 2013, the Advanced Television Systems Committee announced new proposals of a new standard called ATSC 3.0 which would implement UHD broadcasts at resolutions of up to
3840 x 2160 or 7680 x 4320.[48][49][50][51] The standard would also include framerates of up to 120 Hz, HEVC encoding, wide color gamut, as well as high dynamic range.[52][53][54] In 2014, the Digital Video Broadcasting Project released a new set of standards intended to guide the implementation of high resolution content in broadcast
television. Dubbed DVB-UHDTYV, it establishes two standards, known as UHD-1 (for 4K content) and UHD-2 (for 8K content). These standards use resolutions of 3840 x 2160 and 7680 x 4320 respectively, with framerates of up to 60 Hz, color depth up to 10 bpc (30 bit/px), and HEVC encoding for transmission.[55] DVB is currently focusing on the
implementation of the UHD-1 standard.[56] DVB finalized UHD-1 Phase 2 in 2016, with the introduction of service by broadcasters expected in 2017. UHD-1 Phase 2 adds features such as high dynamic range (using HLG and PQ at 10 or 12 bits), wide color gamut (BT. 2020/2100 colorimetry), and high frame rate (up to 120 Hz).[57][56] As of February
2025, both YouTube and Vimeo support high-resolution video uploads, with maximum resolutions of 4096 x 2304 pixels (approximately 9.4 megapixels) and 4096 x 2160 pixels (approximately 8.8 megapixels), respectively.[58] The growing availability of 4K content across streaming platforms like Netflix, Amazon Prime Video, and YouTube has made
it more accessible to consumers. Vimeo's 4K content is currently limited to mostly nature documentaries and tech coverage.[59][60] High Efficiency Video Coding (HEVC or H.265) facilitates streaming of 4K content at bitrates between 20 to 30 Mbit/s, offering efficient compression without significant quality loss.[61] In January 2014, Naughty
America launched the first adult video service streaming in 4K.[62][63] In February 2025, Super Bowl LIX was broadcast in 4K resolution with Dolby Vision HDR and Dolby Atmos sound for the first time. Fox aired the game, and it was also available for free streaming in 4K on Tubi, marking a significant milestone in sports broadcasting.[64][65] See
also: Category: Mobile phones with 4K video recording The first mobile phones to be able to record at 2160p (3840 x 2160) were released in late 2013, including the Samsung Galaxy Note 3, which is able to record 2160p at 30 frames per second. In the year 2014, the OnePlus One was released with the option to record DCI 4K (4096 x 2160) at 24
frames per second, as well as LG G3 and Samsung Galaxy Note 4 with optical image stabilization. In the year 2015, Apple announced the iPhone 6s was released with the 12 megapixel camera that has the option to record 4K at 25 or 30 frames per second. In the years 2017 and 2018, mobile phone chipsets reached sufficient processing power that
mobile phone vendors started releasing mobile phones that allow recording 2160p footage at 60 frames per second for a smoother and more realistic appearance.[66] iMac with Retina Display (2014) is one of the earliest computers that utilise 4K widescreen.[67] Samsung UN105S9 105-inch (2,700 mm) ultra-high-definition 4K television In 1981, the
NEC uPD7220 computer graphics processor supported monochrome resolutions up to 4096x1024p (progressive scan) or 4096 x2048i (interlaced).[68] In 1984, Hitachi's ARTC HD63484 graphics processor supported monochrome resolutions up to 4096 x2048p (progressive scan) or 4096x4096i (interlaced), targeted at the bit-mapped desktop
publishing market.[69][70] In 2000, JVC introduced the first 4K digital cinema video projector using D-ILA technology.[71] The first commercially available 4K camera for cinematographic purposes was the Dalsa Origin, released in 2003.[72][73] Sony began offering 4K digital cinema projectors in 2004.[74] 4K digital projectors were introduced to
movie theaters in 2005, but most theaters continued using analog movie projectors until 4K digital projectors eventually replaced them by 2011.[75] 4K streaming technology was developed during the mid-to-late 2000s by several research groups in universities around the world, such as University of California, San Diego, CALIT2, Keio University and
Naval Postgraduate School.[76] They realized several demonstrations in venues such as IGrid in 2004 and CineGrid. YouTube began supporting 4K for video uploads in 2010 as a result of leading manufacturers producing 4K cameras.[77] Users could view 4K video by selecting "Original" from the quality settings until December 2013, when the 2160p
option appeared in the quality menu.[78] In November 2013, YouTube began to use the VP9 video compression standard, saying that it was more suitable for 4K than High Efficiency Video Coding (HEVC). Google, which owns YouTube, developed VP9.[77] The first 4K home theater projector was released by Sony in 2012.[79] Despite this, there's not
many finished films with 4K resolution as of 2023. Even for movies and TV shows shot using 6K or 8K cameras, almost all finished films are edited in HD resolution and enlarged to fit a 4K format.[80] Sony is one of the leading studios promoting UHDTYV content, as of 2013[update] offering a little over 70 movie and television titles via digital download
to a specialized player that stores and decodes the video. The large files (=40 GB), distributed through consumer broadband connections, raise concerns about data caps.[81] In 2014, Netflix began streaming House of Cards, Breaking Bad,[82] and "some nature documentaries" at 4K to compatible televisions with an HEVC decoder. Most 4K
televisions sold in 2013 did not natively support HEVC, with most major manufacturers announcing support in 2014.[83] Amazon Studios began shooting their full-length original series and new pilots with 4K resolution in 2014.[84] They are now currently available through Amazon Video.[85] In March 2016 the first players and discs for Ultra HD Blu-
ray—a physical optical disc format supporting 4K resolution and high-dynamic-range video (HDR) at 60 frames per second—were released.[86] On August 2, 2016, Microsoft released the Xbox One S, which supports 4K streaming and has an Ultra HD Blu-ray disc drive, but does not support 4K gaming.[87] On November 10, 2016, Sony released the
PlayStation 4 Pro, which supports 4K streaming and gaming,[88] though many games use checkerboard rendering or are upscaled 4K.[89] On November 7, 2017, Microsoft released the Xbox One X, which supports 4K streaming and gaming,[90] though not all games are rendered at native 4K.[91] This section may need to be rewritten to comply with
Wikipedia's quality standards. You can help. The talk page may contain suggestions. (July 2024) Though the price of home cinema viewing devices began to drop rapidly from 2013, the digital video projector market saw limited expansion as very few manufacturers had fully 4K-capable lineups. Native 4K projectors remained priced in the five-figure
range well into 2015, only falling below US$10,000 later that year. Sony was the sole major manufacturer offering a comprehensive 4K projection solution as of 2015.[92] Critics argue that, at typical direct-view panel sizes and viewing distances, the extra pixels of 4K are unnecessary for normal human vision.[citation needed] In contrast, home
cinema projectors use larger screens without necessarily increasing the viewing distance to match the scale. One technique to provide a more affordable 4K experience in home cinema projectors is "e-shift." Developed by some manufacturers, e-shift extrapolates additional pixels from 1080p sources to either upscale to 4K or display 4K from native 4K
sources at a much lower price point than native 4K projectors. This technology reached its fourth generation in 2016.[93][941[95][96] JVC applied this technology to create an 8K flight simulation system for Boeing, meeting the visual acuity limits of 20/25.[97] The first pixel-shifted 4K UHD projectors adopted by the market are Optoma, BenQ, Dell, et
al., for those adopt a 2718x 1528 pixel structure. The amount of data these projectors process is true 4K, but they overlap the pixels, which is what pixel shifting is. In fact, each of those pixels is far larger. In fact, each one has 50% more area than true 4K. Pixel shifting projectors. This way, they project a pixel and shift it up to the right by a half
diameter and project it again with modified data—the second pixel overlaid on the first. This would result in adjacent red and green pixels effectively forming yellow, with a fringe on one side of red, on the other of green—except that the fringe takes on another color as the next line of pixels overlaps too. 4K UHD or 1080p pixel shifting cannot reveal
the fine detail of a true 4K projector such as those Sony ships in the business, education, and home markets. JVC has one true 4K at $35,000 (in mid-2017) and another for $120,000.[citation needed] While projecting UHD, it might look as though the pixel structures would have 1/4 the area of 1080p; it just doesn't happen with pixel shifting. That
much resolution is only carried by a true 4K projector. This is why "true" 4K costs so much more than 4K UHD projectors that have more or less similar feature sets. They produce smaller pixels, finer resolution—no loss of detail or color from the overlapping pixels. This is in stark contrast to the small variation in the aspect ratio difference, which
would be capable of being noticeable in a few companies, such as Kaleidescape, offering media servers that enable 4K UHD Blu-ray movies with a wide dynamic range in a home theater.[98] In November 2014, American satellite provider DirecTV (owned by AT&T) became the first pay-TV provider to offer access to 4K content, although limited to
selected video-on-demand films.[99] In August 2015, British sports network BT Sport launched a 4K feed, with its first broadcast being the 2015 FA Community Shield football match. Two production units were used, producing the traditional broadcast in high-definition, and a separate 4K broadcast. As the network did not want to mix 4K footage with
upconverted HD footage, this telecast did not feature traditional studio segments at pre-game or half-time, but those hosted from the stadium by the match commentators using a 4K camera. BT envisioned that if viewers wanted to watch studio analysis, they would switch to the HD broadcast and then back for the game. Footage was compressed
using H.264 encoders and transmitted to BT Tower, where it was then transmitted back to BT Sport studios and decompressed for distribution, via 4K-compatible BT TV set-top boxes on an eligible BT Infinity internet plan with at least a 25 Mbit/s connection.[100][101] In late 2015 and January 2016, three of Canada's television providers - including
Quebec-based Vidéotron, Ontario-based Rogers Cable, and Bell Fibe TV, announced that they would begin to offer 4K compatible set-top boxes that can stream 4K content to subscribers over gigabit internet service.[102][103] On October 5, 2015, alongside the announcement of its 4K set-top box and gigabit internet, Canadian media conglomerate
Rogers Communications announced that it planned to produce 101 sports telecasts in 4K in 2016 via its Sportsnet division, including all Toronto Blue Jays home games, and "marquee" National Hockey League games beginning in January 2016. Bell Media announced via its TSN division a slate of 4K telecasts to begin on January 20, 2016, including
selected Toronto Raptors games and regional NHL games.[104][105][106] On January 14, 2016, in cooperation with BT Sport, Sportsnet broadcast the first ever NBA game produced in 4K - a Toronto Raptors/Orlando Magic game at O2 Arena in London, England. On January 20, also during a Raptors game, TSN presented the first live 4K telecast
produced in North America.[102][104][107] Three days later, Sportsnet presented the first NHL game in 4K.[108] Dome Productions, a joint venture of Bell Media and Rogers Media (the respective owners of TSN and Sportsnet), constructed a "side-by-side" 4K mobile production unit shared by Sportsnet and TSN's first 4K telecasts; it was designed to
operate alongside a separate HD truck and utilize cameras capable of output in both formats.[109] For the opening game of the 2016 Toronto Blue Jays season, Dome constructed "Trillium" - a production truck integrating both 4K and 1080i high-definition units.[110] Bell Media's CTV also broadcast the 2016 Juno Awards in 4K as the first awards
show presented in the format.[111] In February 2016, Spanish-language Univision trialed 4K by producing a closed-circuit TV broadcast of a football friendly between the national teams of Mexico and Senegal from Miami (America) in the format. The broadcast was streamed privately to several special viewing locations. Univision aimed to develop a
4K streaming app to publicly televise the final of Copa América Centenario in 4K.[112][113][114] In March 2016, DirecTV and CBS Sports announced that they would produce the "Amen Corner" supplemental coverage from the Masters golf tournament in 4K.[115][116] In late 2016, Telus TV announced that they would begin to offer 4K compatible
set-top boxes.[117] After having trialed the technology in limited matches at the 2013 FIFA Confederations Cup,[118] and the 2014 FIFA World Cup (via private tests and public viewings in the host city of Rio de Janeiro),[119] the 2018 FIFA World Cup was the first FIFA World Cup in which all matches were produced in 4K. Host Broadcasting
Services stated that at least 75% of the broadcast cut on each match would come from 4K cameras (covering the majority of main angles), with instant replays and some camera angles being upconverted from 1080p sources. These broadcasts were made available from selected rightsholders, such as the BBC in the UK, and selected television
providers in the United States.[120][121][122] Technical limitations in distributing 4K broadcasts (including the increased cost of 4K-compatible production equipment)[123] have led to some broadcasters deciding against the format in favour of emphasizing 1080p/HDR broadcasts instead. After having broadcast UEFA Euro and the Champions
League final in the format, UEFA discontinued 4K coverage for both in 2024, as broadcasters elected to put resources behind HDR and other on-air features instead.[124] Some U.S. broadcasters, such as CBS Sports,[125][126] Fox Sports,[127] and USA Network[128] have broadcast events promoted as having "4K" feeds, but are actually 1080p/HDR
broadcasts upconverted to 4K. For the 2024 Summer Olympics, USA Network's "4K" coverage was sourced from host broadcaster Olympic Broadcasting Services (OBS) in 4K, but downconverted to 1080p when received by NBC Sports' studios, and then upconverted to 4K for distribution.[128] Examples of some 4K resolutions used in displays and
media Format Resolution Aspect ratio Pixels - 4096 x 3072 1.33 4:3 12,582,912 - 4096 x 2560 1.6 16:10 10,485,760 - 4096 x 2304 1.77 16:9 9,437,184 DCI 4K (full frame) 4096 x 2160 =1.90 256:135 8,847,360 DCI 4K (CinemaScope cropped) 4096 x 1716 =2.39 1024:429 7,020,544 DCI 4K (flat cropped) 3996 x 2160 1.85 37:20 8,631,360 WQUXGA
3840 x 2400 1.6 16:10 9,216,000 4K UHD 3840 x 2160 1.77 16:9 8,294,400 - 3840 x 1920 2.0 2:1 7,372,800 - 3840 x 1620 2.370 64:27 6,220,800 - 3840 x 1600 2.4 12:5 6,144,000 DFHD 3840 x 1080 3.55 32:9 4,147,200 The resolution of 3840 x 2160 is the dominant 4K resolution in the consumer media and display industries. This is the resolution of
the UHDTV1 format defined in SMPTE ST 2036-1,[15] as well as the 4K UHDTV format defined by ITU-R in Rec. 2020,[16] and is also the minimum resolution for CEA's definition of Ultra HD displays and projectors.[21] The resolution of 3840 x 2160 was also chosen by the DVB project for their 4K broadcasting standard, UHD-1.[56] This resolution
has an aspect ratio of 16:9, with 8,294,400 total pixels. It is exactly double the horizontal and vertical resolution of 1080p (1920 x 1080) for a total of 4 times as many pixels, and triple the horizontal and vertical resolution of 720p (1280 x 720) for a total of 9 times as many pixels. It is sometimes referred to as "2160p", based on the naming patterns
established by the previous 720p and 1080p HDTV standards. In 2013, televisions capable of displaying UHD resolutions were seen by consumer electronics companies as the next trigger for an upgrade cycle after a lack of consumer interest in 3D television.[129] This resolution is used mainly in digital cinema production, and has a total of 8,847,360
pixels with an aspect ratio of 256:135 (=19:10). It was standardized as the resolution of the 4K container format defined by Digital Cinema Initiatives in the Digital Cinema System specification, and is the native resolution of all DCI-compliant 4K digital projectors and monitors.[6] The DCI specification allows several different resolutions for the
content inside the container, depending on the desired aspect ratio. The allowed resolutions are defined in SMPTE 428-1:[6]:§3.2.1[7]:p. 6 4096 x 2160 (full frame, 256:135 or =1.90:1 aspect ratio) 3996 x 2160 (flat crop, 1.85:1 aspect ratio) 4096 x 1716 (CinemaScope crop, =2.39:1 aspect ratio) The DCI 4K standard has twice the horizontal and
vertical resolution of DCI 2K (2048 x 1080), with four times as many pixels overall. Digital movies made in 4K may be produced, scanned, or stored in a number of other resolutions depending on what storage aspect ratio is used.[130][131] In the digital cinema production chain, a resolution of 4096 x 3112 is often used for acquiring "open gate" or
anamorphic input material, a resolution based on the historical resolution of scanned Super 35 mm film.[132] Various other non-standardized 4K resolutions have been used in displays, including: 4096 x 2560 (1.60:1 or 16:10); this resolution was used in the Canon DP-V3010, a 30-inch (76 cm) 4K reference monitor designed for reviewing cinema
footage in post-production, released in 2013.[133] 4096 x 2304 (1.77:1 or 16:9); this resolution was used in the 21.5-inch (55 cm) LG UltraFine 22MD4KA 4K monitor, jointly announced by LG and Apple in 2016[134] and used in the 21.5" 4K Retina iMac computer. 3840 x 2400 (1.60:1 or 16:10); this resolution was used in the 22.2-inch (56 cm) IBM
T220 and T221 monitors, released in 2001 and 2002 respectively. This resolution is also referred to as "WQUXGA", and is four times the resolution of WUXGA (1920 x 1200).[135] More recently, this resolution has returned in the Dell XPS Laptop series, under the name "UHD+".[136] 3840 x 1920 (2:1 or 16:8); this resolution is largely used by 360°
videos[137] as they largely use a 2:1 aspect ratio. The reason is to represent a 360° on the horizontal axis and a 180° on the vertical. 3840 x 1600 (2.40:1 or 12:5); a number of computer monitors with this resolution have been produced, the first being the 37.5-inch (95 cm) LG 38UC99-W released in 2016. This resolution is equivalent to WQXGA
(2560 x 1600) extended in width by 50%, or 3840 x 2160 reduced in height by =26%.[138] LG refers to this resolution as "WQHD+" (Wide Quad HD+),[139] while Acer uses the term "UW-QHD+" (Ultra-wide Quad HD+)[140] and some media outlets have used the term "UW4K" (Ultra-wide 4K).[141][142] 3840 x 1080 (3.55:1 or 32:9); this resolution
was first used in the Samsung C49HG70, a 49-inch (120 cm) curved gaming monitor released in 2017. This resolution is equivalent to dual 1080p displays (1920 x 1080) side-by-side, but with no border interrupting the image. It is also exactly one half of a 4K UHD (3840 x 2160) display. Samsung refers to this resolution as "DFHD" (Dual Full HD).
[143] Sony Handycam FDR-AX1 See also: List of 4K video recording devices The main advantage of recording video at the 4K standard is that fine spatial detail is resolved well.[144] Individual still frames extracted from 3840x2160-pixel video footage can act as 8.3 megapixel still photographs, while only 2.1 megapixels at 1080p and 0.9 megapixels
at 720p. If the final video resolution is reduced to 2K from a 4K recording, more detail is apparent than would have been achieved from a native 2K recording.[144] Increased fineness and contrast is then possible with output to DVD and Blu-ray.[145] Some cinematographers record at 4K with the Super 35 film format to offset any resolution loss that
may occur during video processing.[146] In full size, this image shows the difference between four subsampling schemes. The color images appear similar. The lower row shows the resolution of the color information. Many consumer electronics such as mobile phones store video footage in YCBCR format with 4:2:0 chroma subsampling, which
records color information at only one quarter the resolution as the brightness information.[147] For 3840 x 2160 video, this means that the color information is only stored at 1920 x 1080.[148] Consumer cameras and mobile phones record 2160p footage at much higher bit rates (usually 50 to 100 Mbit/s) than 1080p (usually 10 to 30 Mbit/s). This
higher bit rate reduces the visibility of compression artifacts, even if viewed on monitors with a lower resolution than 2160p. Film portalTelevision portal 1080p Full HD - digital video format with a resolution of 1920 x 1080, with vertical resolution of 1080 lines 1440p (WQHD) - vertical resolution of 1440 lines List of 4K video recording devices 2K
resolution - digital video formats with a horizontal resolution of around 2,000 pixels 5K resolution - digital video formats with a horizontal resolution of around 5,000 pixels, aimed at non-television computer monitor usage 8K resolution - digital video formats with a horizontal resolution of around 8,000 pixels 10K resolution - digital video formats with
a horizontal resolution of around 10,000 pixels 16K resolution - experimental VR format 32K resolution Aspect ratio (image) - proportional relationship between an image's width and height Digital cinema Display resolution standards High Efficiency Video Coding (HEVC) - video standard that supports 4K & 8K UHDTV and resolutions up to 8192 x
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