
Nightship — how builds move
Steam for builds in development: developers push, the team's clients stay current — bytes live in storage you own.

PRODUCERS
a developer's machine or a CI runner (GitHub Actions, self-hosted)

nightship
CLI · Cargo engine

Pushes whole files to nightshipd, promotes builds
between channels, drives every admin operation.

nightship-tide
CLI · Tide delta engine · Qt-free, static

Chunks the build (FastCDC + BLAKE3), uploads only
chunks the bucket lacks, signs the manifest, then
registers the channel. GitHub Action: tide-push@v1.

CONTROL PLANE
self-hosted (Docker, bare metal, Windows) — or Nightship Cloud, hosted

nightshipd
one binary · Drogon · REST API · OpenAPI

• Users, tokens, roles, groups, invites, licensing
• Channels — nightly / QA / RC / publisher — as tiny pointers
• Cargo: stores and serves the build files itself
• Tide: never touches build bytes — mints presigned
URLs so clients read straight from the bucket
• Encrypted backups of its data dir to a second bucket,
on a daily schedule (E3)

data dir = the whole server (JSON tree + Cargo builds)

OBJECT STORAGE — YOURS
any S3-compatible provider: Cloudflare R2, AWS S3, Garage, SeaweedFS

Build bucket
chunks/<hash> · channels/<ch>/manifest.json (+.sig)

Content-addressed, deduplicated, zstd-compressed;
Ed25519-signed manifests; content-derived build id.
Write key held by CI only; clients hold no credentials.

Backup bucket
snap-YYYYMMDD-HHMMSS · encrypted end to end

Separate bucket, separate credential. Every object sealed
on the server (XChaCha20-Poly1305); incremental snapshots.

CONSUMERS
every team member — QA, producers, publisher, studio leads

nightship-client
Qt tray app · Windows first, macOS next

Subscribes to channels; keeps each build current side by
side, one folder per subscription; verifies and self-heals
installs; launches the build. Admin page, invites, servers,
licensing — all native, no web frontend. Bundles the CLIs.

Cargo: files via nightshipd · Tide: chunks via presigned URLs

DRYDOCK
the whole loop on one machine — demo, evaluation, on-prem

Docker bundle, driven by the client
nightshipd + Garage (S3) + garage-webui

Set up, updated and reset from the client's Drydock tab.
Same binaries, same protocol — Garage plays the role
of the external provider, so the picture above is
identical; nothing leaves the machine.
localhost:48620 (API) · :3900 (S3) · :3909 (viewer)

push · promote · admin

register channel

only the changed chunks · straight to S3

read manifest · presign

encrypted snapshots

auth · channel pointer · descriptor
Cargo files · launch targets

Tide: only the chunks the install lacks,
via presigned URLs — no credentials on the client

same client, localhost

control traffic (REST, small) build bytes — Tide delta path (never through nightshipd) backups (encrypted before leaving the server) one-time / setup

Two engines per channel: Cargo (whole files through nightshipd — simple, LAN-friendly) and Tide (content-addressed deltas to your own bucket — for multi-GB game builds).

Nightship ships Nightship: every green CI build is pushed through its own channel and lands on the founders' machines automatically.


