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Who Am I?



Expectations

Halo Wars 2 UX Constraints

Platform Team Time



Halo Wars 2 UX Vision Pillars

● Halo feel

● RTS for everyone

● Approachable yet deep

● Great multiplayer

● Platform showcase



Halo Wars 2 UX Vision Pillars

● Halo feel



Epic Vistas



Epic Vistas



Epic Vistas



Characters



Characters



Familiar

Familiar









Halo Wars 2 UX Vision Pillars

● RTS for everyone



Blitz UX Early Days (Console)



Blitz Early Days (Console)



Final Blitz UX



Final Blitz UX



Halo Wars 2 UX Vision Pillars

● Approachable yet deep



Blitz Deck View and Edit



Deck View



Deck Edit



Halo Wars 2 UX Vision Pillars

● Great multiplayer



Leader Power Upgrades Before

Beta



Leader Power Upgrades WIP

Proposed



Leader Power Upgrades After

Final



Halo Wars 2 UX Vision Pillars

● Platform Showcase



Control Tradeoffs



Control Tradeoffs



Takeaways

● Know your core

● Rethink your frame of reference

● Embrace tradeoffs



Thank You!

Questions?

mszlagor

@gmail.com

@maxszlagor
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