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user interface, def jam fight for new york (xbox, ps2, gamecube)
lead artist, design, layout
electronic arts canada — 2004

game development
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DENSE LAYERS & DEPTH

MYSTERIOUS
 SHADOW/LIGHT
& CONTRAST

INTENSE
COLOURS
   & TEXTURE

TACTILE
LIVINGMoTIoN

PRIMAL
colour & TEXture

VISCERALRAW

SOPHISTICATED
CLEANUNCLUTTERED MINIMALISTICNEGATIVE SPACE RESTRAINTREFINED COLOUR PALETTE

ui key words, turok
propaganda games — 2005 

game development
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user interface, turok
xbox 360, ps3

lead artist, layout, art direction
propaganda games — 2007

game development



jonathan schwartz     jonathan@jthan.com     www.jthan.com

top: ui core objectives
middle: ui style guide
right: menu concepts

 

preproduction, ssx 4
electronic arts canada  —  2006

sense of speed . colour . contrast

real . tactile . immediate

never feels fl at . use of all three planes . dimension 

fun . surprise . unpredictable

movement . excitement . fl ow . energy

Attitude.
Ambition.

Adrenaline.

SSX 4 Front End Core Objectives

Depth. SSX 4 Front End Core Objectives

never feels fl at . use of all three planes . dimension

Spontaneity.

Intensity.
SSX 4 Front End Core Objectives sense of speed . colour . contrast

Spontaneity.
BLOCKHEAD

Spontaneity.
SSX 4 Front End Core Objectives

fun . surprise . unpredictable

game development
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xbox live branding assets, halo waypoint
art direction, concept
343 industries — 2010

identity
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internal creative brief (selection of spreads)
44-page full color printed booklet, 343 industries — 2010

• layout, design

RETURN OF THE MASTER CHIEF

TOTAL COMBAT FREEDOM

NEW FORERUNNER WORLD

BIRTH OF YOUR SPARTAN

MICROSOFT CONFIDENTIAL - DO NOT DISTRIBUTE

MICROSOFT CONFIDENTIAL - DO NOT DISTRIBUTE

MICROSOFT CONFIDENTIAL - DO NOT DISTRIBUTE

BIRTH OF YOUR SPARTAN

HALO SOCIAL

The vision for Midnight is supported by 
our game pillars, each representing a 
critical area of focus.

These are foundational elements of the 
game and influence our efforts across the 
game design, art direction, audio direction 
and technical investments for Midnight.

All of the key features in Midnight are 
connected to one or more of these 
pillars in some way.

MICROSOFT CONFIDENTIAL - DO NOT DISTRIBUTE

Over 100,000 years ago, a race called the Forerunners ruled 
the Milky Way Galaxy. At the beginning of Midnight, the 
Master Chief is stranded on the Forerunner world of Haven.

With this new setting we will bring back the sense of epic 
discovery that players felt when they first set foot on the 
original Halo ring. Haven is an ancient Forerunner world 
filled with mysterious secrets and powerful technologies.

It is also home to an ancient evil more menacing than 
the Covenant – a new threat that will once again 
place humanity in jeopardy.

MICROSOFT CONFIDENTIAL - DO NOT DISTRIBUTE

They were wiped out in the battle against the 
Flood, but remain active within their combat skins 
as “durances” – mournful and terrifying shades – 
digital ghosts. When they lived, they were feared 
as mighty warrior servants but in death, they have 
become something even more frightening and 
deadly. They have slept along with their master since 
the activation of the Halo array.

Prometheans are highly adaptive and masters of 
the environment on Haven. They are capable of 
interfacing directly with the world to assist them in 
battle. Their combat skins can transform dynamically 
to suit any threat or circumstance. The Promethean 
Knights are supported in the battlefield by Pawns 
and Bishops – partially sentient digital beings that 
exist to serve their needs in combat.

MICROSOFT CONFIDENTIAL - DO NOT DISTRIBUTE

Master Chief was introduced to gamers as a legendary 
Spartan warrior with abilities that elevated him far 
beyond any normal combatant. Master Chief’s exploits 
amongst the Covenant were so impressive that he 
became a legend to his enemies, among whom he 
earned the moniker, “The Demon.” Since that time 
Chief’s elite status has been eroded.

Other shooters have adapted Halo’s health 
replenishment mechanic and given players greater 
freedom to move through their environments. Halo 
3: ODST introduced special forces soldiers that were 
almost as powerful as the Master Chief, while Halo: 

Reach contains Spartan IIIs with powers that are far 
greater than that of John 117.

Suddenly our legendary hero seems almost ordinary.

Midnight marks the long-awaited return of the Master 
Chief and will re-establish him as the ultimate sci-fi 
superhero. From a gameplay standpoint we will support 
this with the introduction of Hero Assist and new and 
exciting powers and abilities. From a story standpoint 
Midnight marks the beginning of a hero’s journey that 
will grow John into a character of depth – more than just 
a faceless vessel for players to control. 

MICROSOFT CONFIDENTIAL - DO NOT DISTRIBUTE

MICROSOFT CONFIDENTIAL - DO NOT DISTRIBUTE

MICROSOFT CONFIDENTIAL - DO NOT DISTRIBUTE

MICROSOFT CONFIDENTIAL - DO NOT DISTRIBUTE

The strength of Halo’s gameplay is the way in 
which it empowers players to make choices and 
create their own fun within a combat sandbox. The 
emergent play that results from these choices is 
what sets Halo apart from scripted shooters. In 
Midnight there should be no single “right” way 
to approach any challenge or obstacle. Instead 
we strive to provide a flexible set of actions that 

allow players to fight, improvise and survive 
against all odds. Our combat loop should be 
understandable for the most novice player, but 
masters of the sandbox will find strong depth in 
each tool and action. Any new additions to our 
gameplay will be subjected to this lens: how can 
this empower new possibilities for sandbox play 
and emergent experiences?

MICROSOFT CONFIDENTIAL - DO NOT DISTRIBUTE

You can customize all aspects 
of your Spartan: armor, abilities, 
weapon variants and loadouts. 
Your choices will have meaningful 
impact on both your aesthetic 
look and gameplay abilities, with 
a deep progression system that 
provides persistent rewards for 
multiplayer engagement.

Once enlisted as a Spartan IV, 
the entire multiplayer experience 
for Midnight is contextualized on 
board the Infinity.

MICROSOFT CONFIDENTIAL - DO NOT DISTRIBUTE

print
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user interface, halo 4
senior ui artist, design
343 industries — 2012

[ motion and shaders by jeff christie ]

game development
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card types + team groupings, halo 4
343 industries — 2011

game development
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crosshairs expand
and contract.

static, no animation.
either precise representation
or “zones/areas”.

SPREAD

FUNCTIONAL LANGUAGES

SHAPE LANGUAGES

COVENANT SPECIFIC

GLOBAL

DIRECT FIRE

meter-based.
motion.

CHARGE

keep using diamond
shapes from halo past.
motion.

LOCK-ON

referential arc style,
static.

ARC-FIRE

Two visual states:
one trigger pull to launch
projectile then one to detonate.

MODAL

add an extra point on arrows
for sophistication, style

HUMAN COVENANT FORERUNNER

military      geometric      simple triangles      spines      creature-like alien      angular, circular, complex      more pieces

add spines to  secondary elements more integrated pieces, less �oaty two levels of opacity for primary/secondary pieces

sparse, not overly dense,
complex or obscuring

clearly de�ned target area functional design rather than
decorative/distracting

explore “shark tooth” shapes
to make triangles more insect-like

reticle style guide, halo 4 pre–production
343 industries — 2011

forerunner reticles by eric will

reticles
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NEUTRALIZE
28.3m

DEFEND
28.3m

ORDNANCE
28.3m

INTERACT
28.3m

AMMunition
28.3m

Ordnance
21.9M

21.9m
capture Escort

28.3m

NEUTRALIZE

DEFEND

ORDNANCE

INTERACT

AMMO

OBJECT/
OBJECTIVE

TEAMMATE

ENEMY

PRIMARY SECONDARY

OBJECTIVES

SAMPLES

SHAPES + COLORS

PLAYER

GAME MODE ICONS

ORDNANCE

21.9m
defend

A B C

GAMERTAG
stag

stag GAMERTAG

DELIVER
28.3m

21.9mA
21.9mA 21.9mA

nav marker system, halo 4
343 industries — 2012

nav markers
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a  drop recon

b  nemesis

c  gunner

d  stealth

e  stability

f  ammo

a

g

b

h

c

i

d

j

e

k

f

a fb gc hd

a eb fc gd h

ie

g  dexterity

h  ordnance priority

i  explosives

j  awareness

k  sensor

a  wheelman

b  requisition

c  fast track

d  mobility

e  shielding

f  well equipped

g  armor ability e�ciency

h  grenadier

i  resourceful

a  shield boost

b  speed boost

c  damage boost

d  ordnance

e  shu�e

f  custom

g  frag grenade x2

h  frag grendade x3

i  plasma grenade x2

j   plasma grenade x3

k  pulse grenade x2

l  pulse grenade x3

a  jet pack

b  thruster

c  auto sentry

d  hardlight shield

e  regen �eld

f  hologram

g  active camo

h  promethean vision

a

g

b

h

c

i

d

j

e

k

f

l

SUPPORT UPGRADES

TACTICAL PACKAGES

ARMOR ABILITIES

ORDNANCE

iconography 1/2, halo 4
343 industries — 2012

“SR” icon by chad pfarr

iconography
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a b c d e

g h i

f g h

a b c d e f

a b c

f g h

d e g h i j kf

a  weapons

b  enemy

c  vehicles

d  player

e  game type

a  screenshots

b  �lms

c  maps

d  game types

e  search

f  active transfers

g  xbox live friends

h  halo party

i  halo group

a  default

b  capture the �ag

c  regicide

d  slayer

e  dominion

f  extraction

g  king of the hill

h  oddball

h  �ood

i  juggernaut

j  assassins

f  daily challenge

g  weekly challenge

h  monthly challenge

a  matchmaking

b  custom game

c  cinematics

d  challenges

e  commendations

f  maps

g  customize

h  service record

i  loadouts

j  spartan armor

k  spartan id

l  audio + video

m  controls

n  network

o  �le browser

a  chat

b  mute chat

c  subtitles

d  screen brightness

e  restore settings

f  nat status

g  my xbox 360

h  system link

a

i

b

j

c

k

d

l

e

m

a b c d e

n

f

o

g h

FRONT END CARDS

GAME MODES

COMMENDATIONS + CHALLENGES

FILE BROWSER + PARTY STATUS

AUDIO VIDEO + NETWORK SETTINGS

iconography 2/2, halo 4
343 industries — 2012

iconography
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BLUE TEAM CSR/STAT

1.12 k/d

thejigglesmith

343I

.72 k/d.65 k/d

top pocket man

LAME

Komicone EJIRO

CARZ

1.76 k/d

CLIP

YOU ARE

screen wireframe designs, halo 5
343 industries — 2014

COAGULATION

COMMUNITY UPDATE

HALO 4 MATCHMAKING

If you haven’t heard, we recently that Coagulation will 
be one of six remastered maps in Halo 2: Anniversary, 
which is part of Halo: The Master Chief Collection. The 
entire package drops on 11.11.14.

This week, Big Team SWAT is the featured Halo 4 
Matchmaking playlist – jump into the action and rack 
up some headshots and multi-kills!

Continue

For more information visit halowaypoint.com

THE HALO BULLETIN // DD.MM.YY

Roster12

Work as a team to control the map and outslay your opponents

TEAM SLAYER

15
Content Rotation

4v4
Team Play

1
Max Local Players

4
Party Size Limit

8
Min Players

My CSR
GOLD III

SELECT A PLAYLIST

STRONGHOLDSBREAKOUTTEAM SLAYER BIG TEAM BATTLE KING OF THE HILLCAPTURE THE FLAG

My CSR: GOLD IMy CSR: GOLD III My CSR: GOLD I

Start Matchmaking Invite FriendsBackSpartan Hub

FEATURED  PLAYLIST

PLAYLIST INFO CONTENT ROTATION 

View Content Rotation

Assists
Round

Win Kills

thejigglesmith (WWWW) 22 4 5

top pocket man (WWWW) 10 8 --2

1

G2

EJIRO (WWWW) 10 8 --3 G2

G1 thejigglesmith (WWWW) 22 4 5

top pocket man (WWWW) 10 8 --

Komicone (WWWW) 6 2 24

1

G2

EJIRO (WWWW) 10 8 --G2

G3

G1

BLUE Kills Assists
Round

Win KillsRED Kills

6G3 Komicone (WWWW) 2 24

 Switch Chat Channel  Mute Player  View Gamer Profile  Scroll Players





REDBLUE 24 21

design
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durables 

f  loadout: assault rifles
g  loadout: battle rifles
h  loadout: dmr’s
i  loadout: magnums
j  loadout: smg’s

k loadout: armor mods 
l  announcers
m  helmets
n  armors
o  visors

p  emblems
q  stances
r  assassinations
s  weapon skins

consumables
 
a  power weapons
b  vehicles
c  powerups
d  arena boosts
e  warzone boost

req cards, halo 5
343 industries — 2015

f g h i j k

nl om p q r s

a b c d e

game development
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consumable types

a  consumable standard
b  consumable mythic
c  consumable mythic

durable types
 
d  durable standard
e  durable mythic
f  certification

rarity types

g  common
h  uncommon
i  rare
j  ultra rare
k  ultra rare mythic
l  legendary
m  legendary mythic

req card visual languages, halo 5
343 industries — 2015

a d

g h i j k l m

c fb e

game development
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a  long barrel
b  laser targeter
c  silencer
d  stabilization jets
e  kinetic bolts 

f  extended mags
g  threat marker
h  sound dampener
i  energy bayonet
j  knight blade

weapon attachment icons, halo 5
343 industries — 2015

f

a

g

b

h

c

i

d

j

e

iconography
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a  advanced sensors
b  auto-medic
c  upgraded shields
d  increased strength
e  speed booster
f  death from above
g  patrol case

h  frag grenade expert
i  plasma grenade expert
j  splinter grenade expert
k  reflex enhancers
l  upgraded thrusters
m  wheelman
n  grenadier

a  armor
b  helmet
c  visor
d  emblem
e  stance
f  assassination
g  death fx
h  loadout weapon
i  armor mod

j  weapon skin
k  announcer
l  power weapon
m  vehicle
n  powerup
o  combo
p  boost
q  req points

a b c d e f g

h i j k l m n

a b c d e f g h

j k l m n o p q

i

armor mod icons, halo 5
343 industries — 2015

req category icons, halo 5
343 industries — 2015

iconography
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high concept internal presentation, powerpoint
343 industries — 2017
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A1 B1 D1 E2

A DB E

E2
C O M M O N S

E3E1
HANGARBRIDGE

Landmark
Name

Landmark
Name

E2
LANDMARK NAME

E1 E3

Landmark
Name

Landmark
Name

E1 E3

D2D2B2B2

B1B1

A4A4

A3A3

A2A2

A1A1

D1D1

E4E4

E3E3

E1E1

E2E2E2

D2D2B2B2

B1B1B1

A4A4A4

A3A3A3

A2A2A2

A1A1A1

D1D1D1

E4E4E4

E3E3E3

E1E1E1

E2E2E2

A

DB

E

A

DB

E

E2
C O M M O N S

E3
HANGAR

Landmark
NameE3

Landmark
NameE2 E2

Landmark
NameE2 E2

E3

E2 E2

D D

Landmark
NameE3E2

Landmark
NameE3 E3

Location
Name E2

LOCATION NAME
LANDMARK

E2
E2

LOCATION NAME

LANDMARK 1

LANDMARK 2

LANDMARK 3

E4E4E4

E3E3E3

E1E1E1

E2E2E2

E1E1E1 E3E3E3 E4E4E4E2E2E2

D D

environmental graphics, tram system, halo infinite
343 industries — 2018

destination for platforms / stairs (going to)

current station id

across from platform

directional indicationstation wayfinding

line + station id

iconography
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Billets

Tickets
Ticket Aide

Assistance
fup?

Conn Anchor Station

Station

Transfer Station

Current Station

Yellow Line
Blue Line
Green Line
Purple Line

Johnson

Hager

Christy

Lima

Donelson

Conn

Vincent

Carvalho

Reiland

Goldberg

Lough

Zhu
Teeples

Johnson

Schwartz

Lima

Mackay

Christy

Donelson

Zakowics

BurdakFowler

Magnusson

Sarchet

Hager

PURPLE LINE

GREEN LINE

Reiland

Pfarr
YELLOW LINE

BLUE LINE

Walsh

Berger

Conn Harrison

Carvalho

Vincent

Reiland Station
BLUE LINE

the white rectangles in the
green areas are lights that
turn on when the step is required.

the video screen also reinforces
the instruction.

logos or names of supported
programs and systems

logos and names
of supported cards

[currency name] only [currency name] only

this is the compartment where tickets 
and any cash or coin change appears.

there is a plastic cover the user has to open
to access tickets

FUI

You are being
recorded

Problems? Contact
##-####-###
electronic method

Emergency

!?
Assistance

1

2 3

$

Current station name
Current Line name
Current Line color

Reiland Station
BLUE LINE

Reiland
Station
BLUE LINE

Tickets

Billets
Tick

16.002a

VINCENT
DIRECTION

CONN
DIRECTION

BLUE LINE

HARRISON
DIRECTION

CARVALHO
DIRECTION

YELLOW LINE

CONN
DIRECTION

VINCENT
DIRECTION

BLUE LINEBLUE LINE

CARVALHO
DIRECTION

HARRISON
DIRECTION

YELLOW LINEYELLOW LINE

HARRISON
CARVALHO

DIRECTION

YELLOW LINE

VINCENT
CONN

DIRECTION

BLUE LINE

environmental graphics, subway station, halo infinite
343 industries — 2018

attendant booth signage

outdoor station signage

transit system mappingticketing kiosk

overhead in-station signage

iconography
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ACCESS

WARNING
SHOCK HAZARD. UNSC MILITARY PERSONNEL

HIGH VOLTAGE CIRCUITS AND COMPONENTS CONTAIN
VOLTAGE LEVELS THAT MAY CAUSE EQUIPMENT DAMAGE

WARNING
SHOCK HAZARD. UNSC MILITARY PERSONNEL

HIGH VOLTAGE CIRCUITS AND COMPONENTS CONTAIN
VOLTAGE LEVELS THAT MAY CAUSE EQUIPMENT DAMAGE

WARNING
SHOCK HAZARD. UNSC MILITARY PERSONNEL

HIGH VOLTAGE CIRCUITS AND COMPONENTS CONTAIN
VOLTAGE LEVELS THAT MAY CAUSE EQUIPMENT DAMAGE

WARNING
SHOCK HAZARD. UNSC MILITARY PERSONNEL

HIGH VOLTAGE CIRCUITS AND COMPONENTS CONTAIN
VOLTAGE LEVELS THAT MAY CAUSE EQUIPMENT DAMAGE

ATTENTION
SHOCK HAZARD. UNSC MILITARY PERSONNEL

HIGH VOLTAGE CIRCUITS AND COMPONENTS CONTAIN
VOLTAGE LEVELS THAT MAY CAUSE EQUIPMENT DAMAGE

!

ATTENTION
SHOCK HAZARD. UNSC MILITARY PERSONNEL

HIGH VOLTAGE CIRCUITS AND COMPONENTS CONTAIN
VOLTAGE LEVELS THAT MAY CAUSE EQUIPMENT DAMAGE

!

CAUTION

CAUTIONATTENTION

ATTENTIONATTENTION

CAUTION
HIGH VOLTAGE CIRCUITS AND

COMPONENTS CONTAIN VOLTAGE
LEVELS THAT MAY CAUSE

EQUIPMENT DAMAGE

CAUTION
HIGH VOLTAGE CIRCUITS AND

COMPONENTS CONTAIN VOLTAGE
LEVELS THAT MAY CAUSE

EQUIPMENT DAMAGE

CAUTION
HIGH VOLTAGE CIRCUITS AND

COMPONENTS CONTAIN VOLTAGE
LEVELS THAT MAY CAUSE

EQUIPMENT DAMAGE

CAUTION
HIGH VOLTAGE CIRCUITS AND

COMPONENTS CONTAIN VOLTAGE
LEVELS THAT MAY CAUSE

EQUIPMENT DAMAGE

RISK OF
ELECTROCUTION

CAUTION

CAUTION

OPERATION BY
CERTIFIED

OPERATORS ONLY

CAUTION

CAUTION

OPERATION BY
CERTIFIED

OPERATORS ONLY

DANGER

RISK OF
ELECTROCUTION

DANGER

ATTENTION

RISK OF
ELECTROCUTION

ATTENTION

RISK OF
ELECTROCUTION

CAUTION

CAUTION

CAUTION

CAUTION
HIGH VOLTAGE CIRCUITS AND

COMPONENTS CONTAIN VOLTAGE
LEVELS THAT MAY CAUSE

EQUIPMENT DAMAGE

CAUTION

OPERATION BY
CERTIFIED

OPERATORS ONLY

CAUTIONCAUTION CAUTIONATTENTION

ACCESS

ACCESS ACCESS

ACCESS ACCESS

ACCESS ACCESS

CAUTION CAUTION

CAUTION CAUTION

CAUTION CAUTION

CAUTION CAUTION

CAUTION CAUTION

CAUTION CAUTION

CAUTION CAUTION

DANGER
SHOCK HAZARD. UNSC MILITARY PERSONNEL

HIGH VOLTAGE CIRCUITS AND COMPONENTS CONTAIN
VOLTAGE LEVELS THAT MAY CAUSE EQUIPMENT DAMAGE

DANGER
SHOCK HAZARD. UNSC MILITARY PERSONNEL

HIGH VOLTAGE CIRCUITS AND COMPONENTS CONTAIN
VOLTAGE LEVELS THAT MAY CAUSE EQUIPMENT DAMAGE

DANGER

DANGERDANGER

DANGER DANGER

DANGER DANGER

DANGER DANGER

DANGER DANGER

DANGER DANGER

ATTENTION

OPERATION BY
CERTIFIED

OPERATORS ONLY

OPERATION BY
CERTIFIED

OPERATORS ONLY

HIGH
VOLTAGE

RISK OF
ELECTROCUTION

CAUTION

RISK OF
ELECTROCUTION

ATTENTION

ATTENTION

HIGH
VOLTAGE

RISK OF
ELECTROCUTION

DANGER

CAUTION

HIGH
VOLTAGE

NOTICE / ATTENTION CAUTION / WARNING DANGER / RESTRICTIONS

RANDOM SIGNAGEFLOOR

ONE COLOR TWO COLOR THREE COLOR

REFLECTIVE EXAMPLE

TWO COLOR ONE COLOR TWO COLOR THREE COLORONE COLOR TWO COLOR THREE COLOR

ACCESS

ACCESS CAUTION

CAUTION

CAUTION

CAUTION

DANGER

DANGER

UNSC Military Personnel High Voltage circuits and components
contain voltage levels that may cause equipment damageCAUTION

DANGER UNSC Military Personnel High Voltage circuits and components
contain voltage levels that may cause equipment damage

UNSC Military Personnel High Voltage circuits 
contain voltage levels that cause equipment damageDANGER

STAND BACK STAND BACK

CLEARANCE: 9’4”

STAND BACK STAND BACK

WATCH YOUR STEP

UNSC Military Personnel High Voltage circuits 
contain voltage levels that cause equipment damageCAUTION

UNSC Military Personnel High Voltage circuits 
contain voltage levels that cause equipment damageCAUTIONCLEARANCE: 9’4”

CAUTION — ELECTRICAL HAZARD

environmental graphics, infrastructure, halo infinite
343 industries — 2018

iconography
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Quills
dhana

safi
kila siku

MERCY’S HM COK  ING6 30

noodlesnoodles
OODLES OFOODLES OF

odtxesodtxes

We have everything you needCOME INSIDE
61.44723

BUENA

15.0062
94 54 2500

LOTAS

bowlbowl

bakulibakuli

JiWE
STONE ...

W4

UNIvers Network Member
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Hoteli

Mombasa
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CONTRACTORS
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INTERNATIONAL

COURIERS
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asdfas aoind kuy dlbahbe

dsfgsd 7hhd lkjwyx bajs

fgfg (#682-10) 8102258

sunshine's

we can come to youwe repair old electronics

KUHIFADHI

KUHIFADHI

ALWAYS FRESHALWAYS FRESH

SNACKS
SNACKS

&&
MORE
MORE

EASTERN CRAFTEASTERN CRAFT

ENTERTAINMENT   •  BURUDANIENTERTAINMENT   •  BURUDANI
STARTS AT 20cR

O
VER

 30 SCREENS

O
VER

 30 SCREENSSTARTS AT 20cR

THE CORNER
Since 2544

Local
Fresh

Dawa za FamiliaDawa za Familia
Family MedicineFamily Medicine

BINSHABINSHA
Attorneys at Law

M’BONTA

M
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S

M
A
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W
A

S
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E
S

S
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E
S
ndani

P
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kuwakaribisha

AIR CONDITIONING Inside

Enjoy

INFUSED TEA

AVAILABLE HERE
MANDARINLUSHATRY NEW

TOP UP HERE

TIKETI - TICKETS

MULTI PASS

2,000cR FINE
NON-COMPLIANCE

DO YOUR

WATER RATIONING IN EFFECT

10:00–16:OO

PART

RESPECT
YOUR

NEIGHBORS

Please be quiet
after 22:00

CANTRELL

CANTRELL

MARKET

CROWN MARKET
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MOMBASA
keep it beautiful

Jimmy’s books
  & Stationers

Special

address

since 2499

phone (#682-10) 3144098

some kind of slogan
      across two lines

Haller StMombasa
Historic
District

Haller St 22001600

Haller St Historic
District

Haller St
Landmark 3

Landmark 1
Landmark 2

4
AC BH

Haller St

Haller St
Historic District4th Ward

environmental graphics, signage, halo infinite
343 industries — 2018

iconography
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hud concept, scavengers
principal UI designer, ux and ui art
midwinter entertainment — 2020

user interface, scavengers
principal UI designer, ux and ui art
midwinter entertainment — 2020

game development
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a b c d

e f g h

a  active camo
b  aegis dome
c  curative aura
d  emp shock

a  quick
b  warmth
c  energized
d  regen
e  damage resist
f  cure
g  damage +
h  improved accuracy
i  stealth
j  cold

a  bleed
b  freeze
c  fire
d  poison
e  electricity

a  crystalline formation
b  flash frozen carcass
c  high-performance gear
d  industrial byproducts
e  orbital debris

e  overshield
f  smokescreen
g  stun trap
h  tailwind

k  downed
l  storm
m  outline enemies
n  cloak
o  sated
p  charged
q  reload +
r  resist cold
s  megaquick
t  stunned

f  plasma
g  stun
h  marked
i  confusion

f  outlander hoarde
g  plant biomass
h  pre-apocalyptic cache
i  salient technology
j  secured assets

ability icons, scavengers
midwinter entertainment — 2020

status effect icons, scavengers
midwinter entertainment — 2020

damage type icons, scavengers
midwinter entertainment — 2020

salvage type icons, scavengers
midwinter entertainment — 2020

a b c d e f g h i j

k l m n o p q r s t

a b c d e f g h i

a b c d e f g h i j k

iconography
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a  rations
b  bandages
c  med kit
d  resist all
e  heat gel

a  objectives
b  events
c  data uplink
d  extractions

f  ammo crate
g  emergency extractor
h  biofoam
i  prescription pills

e  tactical stashes
f  consumables
g  searchable

sampling of 24 consumable icons, scavengers
midwinter entertainment — 2020

gameplay hud / map icons, scavengers
midwinter entertainment — 2020

sampling of 48 weapon icons, scavengers
midwinter entertainment — 2020

a b c d e f g h j

a b c d

e f g

iconography
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matchmaking golden path flow, halo 5
343 industries — 2015

INITIATE MATCHMAKING FROM FRONT END

ARENA MATCHMAKING GOLDEN PATH JOIN IN PROGRESS SCREEN COMING

MY TEAM ENEMY TEAM

 thejigglesmith
STAG

Komicone
STAG

ninjacatpuppet
STAG

EJIRO
STAG

top pocket man
STAG

PixelKings
STAG

JunkMunky
STAG

TeriyakiSnowman
STAG

SETTING UP [PLAYLIST NAME]
ACQUIRING MATCH ASSETS

Player OptionsSpartan Hub

5
Team Slayer
Midship

NEXT MATCH

MY TEAM ENEMY TEAM

 thejigglesmith
STAG

Komicone
STAG

ninjacatpuppet
STAG

EJIRO
STAG

top pocket man
STAG

PixelKings
STAG

JunkMunky
STAG

TeriyakiSnowman
STAG

View Content Rotation

CONTENT ROTATION MATCHMAKING

Roster122
Roster122

Work as a team to control the map and outslay your opponents

TEAM SLAYER

15
Content Rotation

4v4
Team Play

1
Max Local Players

4
Party Size Limit

8
Min Players

My CSR
GOLD III

SELECT A PLAYLIST

STRONGHOLDSBREAKOUTTEAM SLAYER BIG TEAM BATTLE KING OF THE HILLCAPTURE THE FLAG

My CSR: GOLD IMy CSR: GOLD III My CSR: GOLD I

Start Matchmaking Invite FriendsBackSpartan Hub

FEATURED  PLAYLIST

PLAYLIST INFO CONTENT ROTATION 

View Content Rotation



SETTING UP [PLAYLIST NAME]
2/8 PLAYERS

Player Options Invite FriendsBackSpartan Hub

SEARCHING FOR 6 PLAYERS

thejigglesmith
STAG

Komicone
STAG

View Content Rotation

CONTENT ROTATION MATCHMAKING

Roster122 

SETTING UP [PLAYLIST NAME]
CONNECTING TO LOBBY

Player Options Invite FriendsBackSpartan Hub View Content Rotation

CONTENT ROTATION PLAYER LIST

Roster122

[PLAYLIST NAME] INTERMISSION :30
8/8 PLAYERS FOUND

Player Options Invite FriendsBackSpartan Hub

 thejigglesmith
STAG

Komicone
STAG

View Content Rotation

CONTENT ROTATION PLAYER LIST

Roster2



[PLAYLIST NAME] INTERMISSION :25
8/8 PLAYERS CONNECTED

Player Options Invite FriendsBackSpartan Hub

thejigglesmith
STAG

Komicone
STAG

View Content Rotation

CONTENT ROTATION PLAYER LIST

Roster122



[PLAYLIST NAME] INTERMISSION :00
8/8 PLAYERS CONNECTED

Player Options Invite FriendsBackSpartan Hub

thejigglesmith
STAG

Komicone
STAG

View Content Rotation

CONTENT ROTATION PLAYER LIST

Roster122

• matches found

SETTING UP [PLAYLIST NAME]
8/8 PLAYERS FOUND

Player Options Invite FriendsBackSpartan Hub

 thejigglesmith
STAG

Komicone
STAG

View Content Rotation

CONTENT ROTATION MATCHMAKING

Roster122

• matches found

SETTING UP [PLAYLIST NAME]
8/8 PLAYERS CONNECTED

Player Options Invite FriendsBackSpartan Hub

 thejigglesmith
STAG

Komicone
STAG

View Content Rotation

CONTENT ROTATION MATCHMAKING

Roster122

SETTING UP [PLAYLIST NAME]
BALANCING TEAMS

Player OptionsSpartan Hub

 thejigglesmith
STAG

Komicone
STAG

View Content Rotation

CONTENT ROTATION MATCHMAKING

Roster122

SETTING UP [PLAYLIST NAME]
ACQUIRING MATCH ASSETS

Player OptionsSpartan Hub

MY TEAM

 thejigglesmith
STAG

Komicone
STAG

ninjacatpuppet
STAG

EJIRO
STAG

View Content Rotation

CONTENT ROTATION MATCHMAKING

Roster122

MY TEAM ENEMY TEAM

SETTING UP [PLAYLIST NAME]
ACQUIRING MATCH ASSETS

Player OptionsSpartan Hub

 thejigglesmith
STAG

Komicone
STAG

ninjacatpuppet
STAG

EJIRO
STAG

top pocket man
STAG

PixelKings
STAG

JunkMunky
STAG

TeriyakiSnowman
STAG

View Content Rotation

CONTENT ROTATION MATCHMAKING

Roster122

Roster12
Player Options Invite FriendsLeave MatchmakingSpartan Hub

[PLAYLIST NAME] INTERMISSION  :30
8/8 PLAYERS FOUND

6
Legendary Slayer BR
Skyline

NEXT MATCH

CONTENT ROTATION MATCHMAKING

View Last PGCRView Content Rotation Roster12
Player Options Invite FriendsLeave MatchmakingSpartan Hub

[PLAYLIST NAME] INTERMISSION  :25
8/8 PLAYERS CONNECTED

6
Legendary Slayer BR
Skyline

NEXT MATCH

CONTENT ROTATION MATCHMAKING

View Last PGCRView Content Rotation
Roster12

Player Options Invite FriendsLeave MatchmakingSpartan Hub

[PLAYLIST NAME] INTERMISSION  :00
8/8 PLAYERS CONNECTED

6
Legendary Slayer BR
Skyline

NEXT MATCH

CONTENT ROTATION MATCHMAKING

View Last PGCRView Content Rotation Roster12

SETTING UP [PLAYLIST NAME]
RE–BALANCING TEAMS

View Last PGCR

6
Legendary Slayer BR
Skyline

NEXT MATCH

CONTENT ROTATION MATCHMAKING

Player OptionsSpartan Hub View Content Rotation

SETTING UP NEXT [PLAYLIST NAME] MATCH
ACQUIRING MATCH ASSETS

Roster12

6
Legendary Slayer BR
Skyline

NEXT MATCH

CONTENT ROTATION MATCHMAKING CONTENT ROTATION MATCHMAKING

View Last PGCRPlayer OptionsSpartan Hub View Content Rotation

MY TEAM

Roster12

SETTING UP NEXT [PLAYLIST NAME] MATCH
ACQUIRING MATCH ASSETS

6
Legendary Slayer BR
Skyline

NEXT MATCH

ENEMY TEAM

CONTENT ROTATION MATCHMAKING

View Last PGCRPlayer OptionsSpartan Hub View Content Rotation

[PLAYLIST NAME] READY 6
Legendary Slayer BR
Skyline

NEXT MATCH

WHAT YOU SEE
(GT: thejigglesmith)

WHAT YOU SEE
(GT: thejigglesmith)

WHAT PLAYERS IN THE
LOOP-IN-PROGRESS SEE
(GT: IntermissionGT01)

Duration: max seconds TBD (45-75).

Indicate that thejigglesmith is connecting to a Lobby.

Slot icon status is null/empty.

Next match assets start to load immediately in background
for players who carry over. Might need message around this.

2 players have left the Matchmaking Loop, so
the game immediately starts to backfill 2 slots

Empty slot icon status is null/empty.

thejigglesmith’s Play Group is now connected to Intermission Loop.

Displays Intermission Timer and Player status (found/connected icons)

Hide Next Match Info until after Teams are revealed

NOTE Matchmaking players could join an Intermission Loop at any
point during the Intermission Countdown!

Slots are backfilled, Slot icons updated to reflect status
(found or connected)

Do not reveal backfilled players until Teams are revealed

Do not reveal backfilled players to existing LOOP players until
Teams are revealed.

If any players back out during this time, backfill will immediately occur.

Do not reveal players in LOOP to Party Group until Teams are revealed.

Wait on this screen until all players are Connected. When that oocurs,
continue to next frame.

Intermission Timer expires, reaches zero.

If all players are Connected, update Status string, wait a beat
then move to next frame.

If the minimum number of players are Connected, update Status string,
wait a beat then move to next frame.

If the minimum number of players are NOT Connected, everyone
will continue waiting on this screen until the minimum number
of players are connected after which point, continue to next frame.

After 3 minutes, if the game cannot match the minimum
number of players required (CONNECTED STATUS), it will
abort matchmaking and return the player to the Hopper
Menu with an Error Message explaining the time out.

Duration: 1 second.

Players are LOCKED IN, cannot back out of matchmaking.

INVITE FRIENDS option removed and disabled if all slots are full

Animate player slots to TEAM positions.

Status update: Balancing Teams w/Spinner.

Next Match Assets start loading.

Status update: Re-Balancing Teams w/Spinner.

Reveal Next Match Info.

Once all players have loaded the match assets the match is ready
to begin, initiate transition to Game Intro.

All Level 1 UI should be force closed and no longer accessible.

Close down rest of Front End content (excluding this screen).

Disable user input for ALL players. Remove button prompts,
disable highlight on Player Slot.

Wait a beat before removing “READY” string so it registers with players.

All players continue to next frame SIMULTANEOUSLY.

This is the beginning of the TRANSITION to GAME INTRO.
Cue Audio to slowly start building up.

Replace Playlist visual representation with Blimp Shot from
upcoming match.

Transition is now in full swing to GAME INTRO.

Musical transition cue swells and is building up to a climax.

Duration: 1-2 seconds.

All players wait here until they have all completed loading match assets.

When match assets are almost completed (% TBD), alert players who have
any Level 1 UI screens open (Spartan Hub, Player Options, Active Roster,
EE/PGCR) via the enabled STATUS PANEL that their menu will be closing
in 3-2-1 (w/audio).

If they do not have any Level 1 UI open, do nothing.

Duration: 1 second.

Reveal MY TEAM players.

After team positioning animation is complete, remove
Balancing Teams message.

Players who are starting or in the process of loading match assets
will see ACQUIRING MATCH ASSETS w/Spinner message.

Once asset load is complete, remove ACQUIRING message and
replace with “READY” message.

Duration: 1 second.

Reveal ENEMY TEAM players

[PLAYLIST NAME] READY 5
Team Slayer
Midship

NEXT MATCH

MY TEAM ENEMY TEAM

 thejigglesmith
STAG

Komicone
STAG

ninjacatpuppet
STAG

EJIRO
STAG

top pocket man
STAG

PixelKings
STAG

JunkMunky
STAG

TeriyakiSnowman
STAG

SETTING UP [PLAYLIST NAME]
ACQUIRING MATCH ASSETS

Player OptionsSpartan Hub

6
Legendary Slayer BR
Skyline

NEXT MATCH

View Content Rotation

CONTENT ROTATION MATCHMAKING

Roster122

SETTING UP [PLAYLIST NAME]
BALANCING TEAMS

Player OptionsSpartan Hub

 thejigglesmith
STAG

Komicone
STAG

View Content Rotation

CONTENT ROTATION MATCHMAKING

Roster122

SETTING UP [PLAYLIST NAME]
ACQUIRING MATCH ASSETS

Player OptionsSpartan Hub View Content Rotation

CONTENT ROTATION MATCHMAKING

Roster122

SETTING UP [PLAYLIST NAME]
ACQUIRING MATCH ASSETS

Player OptionsSpartan Hub View Content Rotation

CONTENT ROTATION MATCHMAKING

Roster122

[PLAYLIST NAME] READY 6
Legendary Slayer BR
Skyline

NEXT MATCH

 thejigglesmith
STAG

Komicone
STAG

--

--

--

--
--

--

--

--

--

--
--

--

Roster12
Player Options Invite FriendsLeave MatchmakingSpartan Hub

[PLAYLIST NAME] INTERMISSION  :40
6/8 PLAYERS FOUND

6
Legendary Slayer BR
Skyline

NEXT MATCH

SEARCHING FOR 2 PLAYERS



CONTENT ROTATION MATCHMAKING

View Last PGCRView Content Rotation

----

MY TEAM

ENEMY TEAM

IntermissionGT05
STAG

IntermissionGT06
STAG

  

IntermissionGT05
STAG

IntermissionGT03
STAG

IntermissionGT06
STAG

thejigglesmith
STAG

Komicone
STAG

MY TEAM ENEMY TEAM

 thejigglesmith
STAG

Komicone
STAG

IntermissionGT03
STAG

IntermissionGT06
STAG

IntermissionGT01
STAG

IntermissionGT02
STAG

IntermissionGT03
STAG

IntermissionGT04
STAG



IntermissionGT05
STAG

IntermissionGT06
STAG

IntermissionGT01
STAG

IntermissionGT02
STAG

IntermissionGT03
STAG

IntermissionGT04
STAG



IntermissionGT05
STAG

IntermissionGT06
STAG

IntermissionGT01
STAG

IntermissionGT02
STAG

IntermissionGT03
STAG

IntermissionGT04
STAG



IntermissionGT05
STAG

IntermissionGT06
STAG

IntermissionGT01
STAG

IntermissionGT02
STAG

IntermissionGT03
STAG

IntermissionGT04
STAG

IntermissionGT01
STAG

IntermissionGT04
STAG

IntermissionGT05
STAG

IntermissionGT02
STAG

IntermissionGT01
STAG

IntermissionGT01
STAG

ENEMY TEAMMY TEAM



IntermissionGT05
STAG

IntermissionGT03
STAG

IntermissionGT06
STAG

thejigglesmith
STAG

Komicone
STAG

IntermissionGT01
STAG

IntermissionGT04
STAG

IntermissionGT04
STAG

IntermissionGT02
STAG

IntermissionGT02
STAG

ENEMY TEAMMY TEAM



IntermissionGT05
STAG

IntermissionGT03
STAG

IntermissionGT06
STAG

thejigglesmith
STAG

Komicone
STAG

IntermissionGT01
STAG

IntermissionGT04
STAG

IntermissionGT02
STAG

IntermissionGT04
STAG

IntermissionGT05
STAG

IntermissionGT02
STAG

IntermissionGT01
STAG

MY TEAM ENEMY TEAM

 thejigglesmith
STAG

Komicone
STAG

IntermissionGT03
STAG

IntermissionGT06
STAG

IntermissionGT04
STAG

IntermissionGT05
STAG

IntermissionGT02
STAG

IntermissionGT01
STAG

MY TEAM ENEMY TEAM

 thejigglesmith
STAG

Komicone
STAG

IntermissionGT03
STAG

IntermissionGT06
STAG

MY TEAM

 thejigglesmith
STAG

Komicone
STAG

IntermissionGT03
STAG

IntermissionGT06
STAG

IntermissionGT04
STAG

IntermissionGT05
STAG

IntermissionGT02
STAG

IntermissionGT01
STAG

MY TEAM ENEMY TEAM

 thejigglesmith
STAG

Komicone
STAG

IntermissionGT03
STAG

IntermissionGT06
STAG

IntermissionGT04
STAG

IntermissionGT05
STAG

IntermissionGT02
STAG

IntermissionGT01
STAG

Intermission Timer continues counting down to zero.

Even if all players are Connected, players wait for the Timer to expire.

All players are Connected. Update Status string, wait a beat
then move to next frame.

Players who have not started loading match assets being to do so now.

Players who are found but not connected have a distinct icon/state.

Players who are connected are represented with distinct icon/state.

MATCHMAKING STARTS

All Play Group members Level 1 UI changed to
Matchmaking screen after the previous frame’s
countdown concludes.

Players who are in a Level 1 UI (Spartan Hub,
Player Options, Active Roster, EE/PGCR) will have
the STATUS PANEL activate and indicate current
matchmaking status (ie: “#/8 Spartans”).

After 30 seconds of no connection, the matchmaking
ticket will be thrown away and a new ticket issued,
re-starting the Search.

After 3 minutes, if the game cannot match the
minimum number of players required (CONNECTED STATUS),
it will abort matchmaking and return the player to the
Hopper Menu with an Error Message explaining the time out.

UPPER CONTENT:
• Number of players based on Hopper are represented
  by player slots.
• Play Group members revealed, are navigable and can
  access PLAYER OPTIONS menu.

LOWER CONTENT:
• Provides up to date matchmaking status.
• When the max number of players has not been met,
  indicate action string
  (ie: Searching for # players). Reinforce current total (#/#)
  and number of players currently searching for.
• HELP BAR content updates based on matchmaking status
  and UPPER content panel.

INTERACTION
• Player can navigate through Playlist Information while
  matchmaking is in progress (impacts UPPER CONTENT only).
• Can access Spartan Hub, Active Roster, Player Options,
  PGCR/EE. Doing so enables the STATUS PANEL.

HOPPER MENU

Background imagery and foreground content
correspond to and change based on which
Hopper List menu item is in focus

Player presses [A] button on a Hopper List
menu item.

For Play Groups of 2 or more: Open STATUS PANEL,
indicate that players are being brought into
Matchmaking and include a 3-2-1 that at the
conclusion of they will be brought to the
Matchmaking screen.

Go to TRANSITION FLOW

TRANSITION

EVENT FEED AREA

[PLAYLIST NAME] ROTATION #3

[MATCH TYPE] ON [MAP NAME]
SCORE TO WIN  |  TIME LIMIT

[Match Type] objective description goes here EVENT FEED AREA EVENT FEED AREA

LOADOUT INFO

10 EVENT FEED AREA10

LOADOUT INFO

ROUND # ANNOUNCEMENT

3 EVENT FEED AREA

RUNNING OR STANDING START

GO!

1 EVENT FEED AREA

GAMEPLAY

EVENT FEED AREA

Fully transitioned to first stage of GAME INTRO.

Full screen BLIMP SHOT

Display EVENT FEED

Reveal all MATCH DETAILS as camera continues to move Cut to POINTS OF INTEREST.

Could be between 1-3 total depending on match type and map.

Enable LOADOUT INFO and COUNTDOWN TIMER

Player can access their LOADOUT MENU at any time throughout
the GAME INTRO until the RUNNING/STANDING START from hereon
in by pressing [Y].

Reveal MY TEAM ENSEMBLE.

TBD if YOU are always in the same spot or if
it changes from match to match.

Includes Gamertags, Service Tags and CSR icons.

If it is a round-based match, display the ROUND #
ANNOUNCEMENT screen.

If it is NOT a round-based match, skip this step, go to next frame.

User Input is disabled, Loadout-related content removed.

Running or Standing start depending on the match type.

Camera transition to backs of Spartan’s heads.

Countdown timer 3-2-1-GO!

Gun up, HUD flickers to life.

Gameplay begins.

Go to POST-GAME LOOP

Duration: max seconds TBD (45-75).

Next match assets start to load immediately in background
for players who carry over. Might need message around this.

Players can back out of matchmaking at any point during the INTERMISSION
window. Backfill will occur immediately.

2 players leave the Matchmaking Loop, so the game immediately
starts to backfill 2 slots (1 ticket).

Empty slots are represented with a distinct icon/state.

Players who are found but not connected have a distinct icon/state.

Players who are connected are represented with distinct icon/state.

Intermission Timer expires, reaches zero.

If all players are Connected, update Status string, wait a beat
then move to next frame.

If the minimum number of players are Connected, update Status string,
wait a beat then move to next frame.

If the minimum number of players are NOT Connected, everyone
will continue waiting on this screen until the minimum number
of players are connected after which point, continue to next frame.

After 3 minutes, if the game cannot match the minimum
number of players required (CONNECTED STATUS), it will
abort matchmaking and return the player to the Hopper
Menu with an Error Message explaining the time out.

Once all players have loaded the match assets the match is ready to begin,
initiate transition to Game Intro.

All Level 1 UI should be force closed and no longer accessible.

Close down rest of Front End content (excluding this screen).

Disable user input for ALL players. Remove button prompts,
disable highlight on Player Slot.

Wait a beat before removing “READY” string so it registers with players.

All players continue to next frame SIMULTANEOUSLY.

This is the beginning of the TRANSITION to GAME INTRO.
Cue Audio to slowly start building up.

Replace Playlist visual representation with Blimp Shot from
upcoming match.

Transition is now in full swing to GAME INTRO.

Musical transition cue swells and is building up to a climax.

Duration: 1 second.

Reveal MY TEAM players.

After team positioning animation is complete, remove
Balancing Teams message.

Players who are starting or in the process of loading match assets
will see ACQUIRING MATCH ASSETS w/Spinner message.

Once asset load is complete, remove ACQUIRING message and
replace with “READY” message.

Duration: 1 second.

Reveal ENEMY TEAM players

All players wait here until they have all completed loading match assets.

When match assets are almost completed (% TBD), alert players who have
any Level 1 UI screens open (Spartan Hub, Player Options, Active Roster,
EE/PGCR) via the enabled STATUS PANEL that their menu will be closing
in 3-2-1 (w/audio).

If they do not have any Level 1 UI open, do nothing.

Backfill ticket issued to fill empty slots. Slot icons updated to reflect
status (found or connected)

When players are found, reveal their “presence” by displaying a FOUND
or CONNECTED icon state.

Do not reveal backfilled players until Teams are revealed

Intermission Timer continues counting down to zero.

All players are connected (update Status Icons).

Status message: Remove SEARCHING FOR X PLAYERS string, replace
with ACQUIRING MATCH ASSETS and SPINNER if background loading
is still ongoing.

Even if all players are Connected during Intermission, the game will not
lock everyone in until the timer expires.

Roster12

SETTING UP NEXT [PLAYLIST NAME] MATCH
ACQUIRING MATCH ASSETS

6
Legendary Slayer BR
Skyline

NEXT MATCH

ENEMY TEAM

CONTENT ROTATION MATCHMAKING

View Last PGCRPlayer OptionsSpartan Hub View Content Rotation

[PLAYLIST NAME] READY 6
Legendary Slayer BR
Skyline

NEXT MATCH

MY TEAM ENEMY TEAMMY TEAM ENEMY TEAMMY TEAM

POST-GAME MATCHMAKING LOOP

[PLAYLIST NAME] INTERMISSION  :60

Roster12
Player Options Invite Friends View Last PGCRLeave MatchmakingSpartan Hub

8/8 PLAYERS 6
Legendary Slayer BR
Skyline

NEXT MATCH

CONTENT ROTATION MATCHMAKING

View Content Rotation

Game is over!

GAME OUTRO plays (Conclusion fanfare, winning team ensemble, scoreboard)

Load Matchmaking screen on Level 0 UI.

Exit Experience loaded into Level 1 UI (in front). It will obscure
the Matchmaking screen.

GAME OVER!

EVENT FEED AREA

[PLAYLIST NAME] INTERMISSION  :55

Roster12
Player Options Invite FriendsLeave MatchmakingSpartan Hub

5/8 PLAYERS 6
Legendary Slayer BR
Skyline

NEXT MATCH

CONTENT ROTATION MATCHMAKING

View Last PGCRView Content Rotation

--

--

Roster12
Player Options Invite FriendsLeave MatchmakingSpartan Hub

[PLAYLIST NAME] INTERMISSION  :53
6/8 PLAYERS FOUND 6

Legendary Slayer BR
Skyline

NEXT MATCH

SEARCHING FOR 2 PLAYERS

CONTENT ROTATION MATCHMAKING

View Last PGCRView Content Rotation

----

Roster12
Player Options Invite FriendsLeave MatchmakingSpartan Hub

[PLAYLIST NAME] INTERMISSION  :30
8/8 PLAYERS FOUND

6
Legendary Slayer BR
Skyline

NEXT MATCH

CONTENT ROTATION MATCHMAKING

View Last PGCRView Content Rotation
Roster12

Player Options Invite FriendsLeave MatchmakingSpartan Hub

[PLAYLIST NAME] INTERMISSION  :00
8/8 PLAYERS CONNECTED

6
Legendary Slayer BR
Skyline

NEXT MATCH

CONTENT ROTATION MATCHMAKING

View Last PGCRView Content Rotation Roster12

SETTING UP [PLAYLIST NAME]
RE–BALANCING TEAMS

View Last PGCR

6
Legendary Slayer BR
Skyline

NEXT MATCH

CONTENT ROTATION MATCHMAKING

Player OptionsSpartan Hub View Content Rotation

 IntermissionGT01
STAG

 thejigglesmith
STAG

Komicone
STAG

ninjacatpuppet
STAG

top pocket man
STAG

JunkMunky
STAG

TeriyakiSnowman
STAG

 thejigglesmith
STAG

Komicone
STAG

ninjacatpuppet
STAG

top pocket man
STAG

JunkMunky
STAG

TeriyakiSnowman
STAG

 thejigglesmith
STAG

Komicone
STAG

ninjacatpuppet
STAG

top pocket man
STAG

JunkMunky
STAG

TeriyakiSnowman
STAG

 thejigglesmith
STAG

Komicone
STAG

 thejigglesmith
STAG

Komicone
STAG

ninjacatpuppet
STAG

EJIRO
STAG

top pocket man
STAG

PixelKings
STAG

JunkMunky
STAG

TeriyakiSnowman
STAG

 thejigglesmith
STAG

Komicone
STAG

ninjacatpuppet
STAG

top pocket man
STAG

JunkMunky
STAG

TeriyakiSnowman
STAG

SETTING UP NEXT [PLAYLIST NAME] MATCH
ACQUIRING MATCH ASSETS

Roster12

6
Legendary Slayer BR
Skyline

NEXT MATCH

--
--
--
--

CONTENT ROTATION MATCHMAKING CONTENT ROTATION MATCHMAKING

View Last PGCRPlayer OptionsSpartan Hub View Content Rotation

MY TEAM

 thejigglesmith
STAG

Komicone
STAG

ninjacatpuppet
STAG

IntermissionGT01
STAG

 thejigglesmith
STAG

Komicone
STAG

ninjacatpuppet
STAG

top pocket man
STAG

JunkMunky
STAG

TeriyakiSnowman
STAG

IntermissionGT01
STAG

IntermissionGT02
STAG

 thejigglesmith
STAG

Komicone
STAG

ninjacatpuppet
STAG

top pocket man
STAG

JunkMunky
STAG

TeriyakiSnowman
STAG

IntermissionGT01
STAG

IntermissionGT02
STAG

 thejigglesmith
STAG

Komicone
STAG

ninjacatpuppet
STAG

top pocket man
STAG

JunkMunky
STAG

TeriyakiSnowman
STAG

IntermissionGT01
STAG

IntermissionGT02
STAG

Go to TRANSITION FLOWDuration: 1 second.

Players are LOCKED IN, cannot back out of matchmaking.

INVITE FRIENDS option removed and disabled if all slots are full

Animate player slots to TEAM positions.

Players who have not started loading match assets being to do so now.

Status update: Balancing Teams w/Spinner.

Next Match Assets start loading.
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information architecture map, turok
propaganda games  —  2007

NO Return to Pause Menu.

YES To Main Menu

Pause Menu

Save Progress (Single Player Only)

Quit Mission Confirmation Y / N

PAUSE MENU

Settings

Controls - 360

Restart

(saves to slot, Mem Card Access icon)

HD SD

P1

HD SD HD SD

Controls - PS3

HD SD

HD SD

HD SD

Confirmation Popup Y / N Loading IndicatorMemory Card Access Indicator

SDHD SDHD

HUD

Hit Indicators

Small Large

Sniper RPG

W
EAPON

 SCOPES

Mission Objectives Text

Progress Indicator

Action Indicator

W
EAPON

 SW
ITCH

Weapon Switching Single Player - Single WieldSingle Player - Dual Wield Multiplayer - Single Wield Multiplayer - Dual Wield
Accomplishments Game Invites

PS3 Specific

Attack Icon Dodge IconDino Mauling Icons

Chapter Markers

Objective Indicator

AM
M

O DISPLAYS

Standard

Dual Wield

Bow - Single

Bow - Double

Flamethrower

Railgun

W
EAPON

 PICK U
P 

/ SW
AP

Left Both Right Pick Up Weapon Pick Up Ammo

M
U

LTIPLAYER

Timer Only

Status Messages

God Text / Commentary

Flag Status Lives Remaining - Team

Beacon (Flag) C4 Bomb Power Core

HUD Icons

Target Info

Spectator

Team ID

Screen Positioning

SDHD

W
EAPON

 PLAYBACK

Railgun Auto Shotgun Sniper

ICON ART
Weapon Art Profiles Commentary IconsRank Icons

Group 1 Group 2 Group 3 Group 4 Group 5 Group 6 Group 7 Group 8 Group 9 Group 10

Level 1 Level 2 Level 3 Level 4 Level 5

Team / Death Icons

Wolf Pack Whiskey Co. Death

Extras

Credits

Downloads
(Xbox Marketplace Blade)

XBOX MARKETPLACE
TUROK 

DOWNLOADABLE 
CONTENT BLADE

SDHD

SDHD

SDHD

Controls - 360

Settings

Options

Accept Changes popup Y / NAutosave On / Off 

SDHD

SDHD

Controls - PS3

SDHD

SDHD

SDHD SDHD

Achievements/Accomplishments

Personal Multiplayer Stats

Stats

Leaderboards

SDHD

SDHD

SDHD

SDHD

CUSTOM 
MATCH

QUICK 
MATCH

CUSTOM 
MATCH

HD SD

HD SD

Stats Post Game:
Personal Multiplayer Stats

Stats Post Game: Kills Screen

GAMEPLAY

Stats Post Game: Game Score

Stats In Game: Death

GAME OVER

Stats In Game

Stats In Game: End of Match Loading

Unload 
Game, 

Load FE

Start next round 
(if applicable)

Back to Last 
Visited LOBBY

Spectator

IF ZERO 
LIVES 
LEFT

DEATH
GAME OVER

Multiplayer

Stats In Game
M2

Winning Result
M4

FIND GAME

HD SD

Ranked Match Lobby
L1

START GAME

HD SD

Private Match Lobby
L2

Team ID (Team Matches Only)

Min 1 Max 16 Team-Based

Multiplayer Lobby Party List variations

HD SD

Choose Match Type Choose Play List

Public and Ranked Lobby Menu Options

L1

HD SD HD SD

Select Map (DL Content)

Advanced Options

Select Map

Select Weapon Set

Select Score

Select Time

Select Lives

Choose Match Type Choose Game Mode

Private Lobby Menu Options

L2

HD SD HD SD

HD SD HD SD

HD SD HD SD

HD SD HD SD

HD SD

Matchmaking - Configuring Game

HD SD

Matchmaking - Grouping Start

HD SD

Matchmaking - Grouping Finish

HD SD

Loading Game

HD SD

HD SD

HD SD

M2

HD SD

M2

HD SD

HD SD

M2

HD SD HD SD

M3

SD

SD

Received - Have Some

Received - None (Empty)

PS3 Invites Lobby Overlay

Send

HD SD

HD SD

HD SD

Not Ready

Ready

Lobby - Client Ready States

HD SD

HD SD

Singles Match Ranked

Team Matches Unranked

Singles Match Unranked

Team Matches Ranked

M2

Stats In Game - By Match Type

HD SD

HD SD

HD SD

HD SD

Singles Match Ranked

Team Matches Unranked

Singles Match Unranked

Team Matches Ranked

M3

Stats Post Game - By Match Type

HD SD

HD SD

HD SD

HD SD

HD

HD

GamerTag - Straight Win

Wolfpack - Straight Win

Whiskey Co - Straight Win

M4

Winning Result - Variations

SDHD

SDHD

SDHD

Ranked Submenu

Player Submenu

HD SD

HD SD

QUICK 
MATCH

HD SD

Player Match Lobby
L1

FIND GAME

Storymode

Load Game Difficulty Load Chapter

Credits

if finished game 
all the way 

through

Loading Screen

Loads 
next 
level

Level is 
completedGAMEPLAY

New Game Difficulty

HD SD

Death Screen

NO UI -- FX ONLY

Continue

HD SD

HD SD HD SD HD SD

HD SD

HD SD

Main Menu

Demo Loop

Main Menu TransitionAutosave NoficationBVG Logo Build Press Start

PREVIOUSLY 
SAVED PRO-
FILE EXISTS?

BOOT START
Loading Epic Games Logo Build

Select Storage Device
(Xbox Blade)

SELECT STORAGE 
DEVICE

SD HD

NO

YES

PLEASE REFER TO SAVE/LOAD DOCUMENTATION

Propaganda Logo Build

HD SD HD SD HD SD HD SD HD SD

HD SD

HD SD HD SD

DUPLICATE SCREEN

KEY

POPUP / OVERLAY YES

PREVIOUSLY 
SAVED PRO-
FILE EXISTS?

QUERY / CHECK

RESULT DIRECTION

Loads next “level” FLOW CONTINUATION

GAMEPLAY

contains stats/
awards NOTES / COMMENTS

GAMEPLAY

ACCESSIBILITY BASED ON SETTINGS

CONTINUITY NODES

FRIENDS
LIST

FRIENDS LIST POPUP

UNIQUE SCREEN

VARIATION SCREEN

NON-INTERACTIVE

MULTIPLAYER ONLINE ONLY

ACCESSIBLE ANYWHERE

FULL-SCREEN MOVIE

SHORTCUT MENU DESIGN
(not an actual full screen)

NEW SCREEN ADDED
SINCE LAST UPDATE

CONFIRMATION Y / N POPUP 
OVERLAY

M1

OVERLAY MENU

SINGLE PLAYER OFFLINE ONLY

W
EAPON

 RETICLES

Auto Shotgun Bow - Accuracy Bow - Shooting Handgun Minigun

Railgun RPG SMG Dual Wield

Sticky Gun

Rocket Turret

Fireblade

FE FLOW CHART
LAST UPDATED: JULY 25, 2007
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CAPTIVE. Full screen menus that take control of all user
input, accessed via a CONSOLE UI or via the VISOR.

Exists in both the environment or the VISOR. Accessible by interacting with a CONSOLE
or by enabling the VISOR menu system. All user input a�ects menu navigation.

Menus or Prompts that appear overtop
a UNIQUE SCREEN or SCREEN UPDATE.

Overlay or HUD content

TRADITIONAL UI -- CAPTIVE

OSIRIS RELEASE Flow
�rst pass 09.04.2014

Unique Screen

Popup /
Alerts

Vignettes

UI that exists to indicate storytelling moments or game state changes.

Mission Start

Cinematic

OTHER

Mission Start

Vignette
NAME

Cinematic
NAME

Overlay /
HUD Content

While in a match, if the player leaves the party
via the Platform App, they will automatically
be removed from the game.

When this occurs, the game will force quit
them out of the match and load the front end
in the background, Quitter’s Exit Experience
in the foreground.

Upon returning to the Osiris
ERA they will be greeted with a error dialogue
informing them that they were penalized for
leaving the game early. It is possible that
this can trigger a temporary ban as well
(messaging would be required).

Title Screen
(Press Start)

Attract Mode
Video

343i  Logo
Bumper

Microsoft
Games Logo

Bumper

Legal 
Agreement

ESRB

Load

Yes

No

No

Problem?

Yes

Yes

Dismiss

No

No

New MOTD
since last

login?

New unlocks
since last

login?

Shell
Login

Error
ALERT

BOOT
SEQUENCE

Idle Time
Out?

Yes

Yes

North American
Market?

No

Button input recognized or video �nishes

Player presses

UNIVERSAL FRONT END WIDGETS

Help Bar XBar

Title Bar Bumper Nav

Error Popups

Status Panel

Connecting to
Microsoft Servers

Noti�cation

Unlock
Noti�cation

At what point during the BOOT �ow can we begin loading 3D Environment
geo (before arriving at TITLE screen)?

ESRB
     • “Inappropriate for Children” message
     •  Needs to be on screen for 4 seconds, non-skippable

Problems can include (but are not limited to):

     - Not logged in (opens SHELL UI)
     - Ban check
          - How long before a Ban Check gives up (up to 30 seconds?) (ASK PETERBU)
               - Allow the player to keep going through the �ow, interrupt them, message issue if check comes back positive. Preferred.
               - Interrupt the �ow and force people to wait until it’s done? Prefer No.
     - Failure to Connect to server (can occur anywhere at anytime)

ENTITLEMENT CHECK
    - launching title before live
    - launching title after expiration
    - Player does not have ACE disc in drive
TALK TO PETERBU about where exactly this check should be

Also Accessible:
• X-Bar
• Active Roster
• Spartan Hub
• Help Button Bar

Any unlocks achieved via ACE or MERCURY
since last Osiris log in.

Occurs only the �rst time something is
unlocked.

Use the video from the current week
or promotional trailer (TBD)

Main Menu

Arena Warzone

M

Launch SRA

Campaign

Arena Menu
Theater Lobby

Client Screen

Live Theater Forge Channel Bulletin

Find Game

Error ALERT

 Select

No

Yes Problem?

JOIN FRIEND is accessible
from ACTIVE ROSTER

indicate how many friends
are playing Campaign at
the moment somewhere?
Active Roster X button
reinforced?

joining on a friend will
incur the OVERWRITE
AUTOSAVE WARNING.

Continue
Start New
Load Game
Matchmaking
Custom

Hopper List

No

No

Yes

Yes

MATCHMAKING

1

Shot of Map

3 Matchmaking
Screen

Match Info

Team Intro

Points of
Interest

Change
Loadout

Start

Gun Up

HUD Initialization Build-On

Spartans Running

Countdown
Finishes
“START”

Gameplay Over

Invite Friends

GAME OUTRO

ROUND TO ROUND

Status Panel
turned ON

No

Yes

NoNo

Lives
Remaining?

Suicide?

Breakout
Match?

Yes

Yes

NoNo

YesNo

YesNo

Yes

Yes

No

Round-Based
Match?

Round-Based
Match?

Problem?

Full
Scoreboard

Ragdoll Cam
(3rd POV death)

Full Scoreboard

Death Cam

No

Yes Suicide?

Death Cam

Dead

Gameplay
Over?

Player Respawns

Respawn Flow

Match Result
Conclusion

Match Result
Conclusion

Full
Scoreboard

Winning
Death Cam

Winning Team
Ensemble

Player can change their
loadout any time in this green area.

If overlay is open when
CHANGE LOADOUT window
expires, menu will be closed

and no changes applied.

GAME
INTRO

Ignore cancel request,
carry on with path

Cancel backout request,
carry on with path

Searching to �ll remaining slots

Unload non-essential Front End assets

Update Slot Statuses

Update Slot Statuses

Yes

No

Yes

Matches
Found?

Match
Full?

No

Yes

Yes

No Yes

No

Joined a
ROUND TO ROUND

match?

No

Yes

Yes

No

Game Assets
Loaded?

Level 1+
UI open?

In a Play
Group 2+?

No

Yes

Con�rm?

Disable backout button

Switched to GAME TEAM chat

Disable all user input

Status Panel

Leave Play Group
Warning

DIALOGUE

STATUS PANEL
Only available during Matchmaking
when player accesses Spartan Hub,
Active Roster, Player Options,
EE or PGCR.

Change
Loadout

Player can change their
loadout any time in this green area.

If overlay is open when
CHANGE LOADOUT window
expires, menu will be closed

and no changes applied.

Loading

Player AND/OR Party continues in matchmaking Player AND/OR Party removed from matchmaking

Load Hopper List

BACKGROUND
Matchmaking

FOREGROUND
Exit Experience

BACKGROUND
Main Menu

Hopper List

1
GO TO

Matchmaking

3
GO TO

Exit Experience

EE
GO TO

Exit Experience

EE
GO TO

Intermission Timer Starts (shown in STATUS PANEL)

FOREGROUND
Exit Experience

Spartans Standing

Request
Successful?

Hold to Quit Matchmaking

Player presses
to Quit Matchmaking



Yes

Backout
Enabled?

No

No

Yes

Yes

Request Fail can occur if the
player attempts to back out just
before back out is disabled,
with communication to server
timing.

Game Assets start loading
in background

Spartan Hub, Active Roster,
Player Options, Exit Experience,
PGCR

Could be up to 30 seconds before
match is loaded and ready to go

Full
Scoreboard

Invite
Friends

Player Card

Menu

View Gamer Pro�le
Open Slots,

Joinable?

When is the full
scoreboard NOT
accessible?

Desired
functionality?

FULL
SCOREBOARD

Error
ALERT

Problems can include (but are not limited to):

     - Party too big
     - Ban check
          - How long before a Ban Check gives up (up to 30 seconds?) (ASK PETERBU)
               - Allow the player to keep going through the �ow, interrupt them, message issue if check comes back positive. Preferred.
               - Interrupt the �ow and force people to wait until it’s done? Prefer No.

No

Yes

Matches
Connected?NoYes

30 seconds
elapsed without

Connection?

No

Time Out
ERROR

Balance
Teams

Reveal
MY team

Reveal
ENEMY team

Reveal
Match Info

Level 1+ UI Closure
Noti�cation Countdown in Status Panel

Fade to black: 1.6 seconds of black

Unload remaining FE content

Matchmaking status and
Intermission Timer represented

[A] Select might be disabled
depending on Problem Type

Delays start of Exit Experience.
EE begins after the ALERT is dismissed
by the player

Includes END OF GAME medals
& Round Scoreboard

Includes END OF GAME medals

TBD

Hold

GAMEPLAY

X Y

Matchmaking Aborted

Cancel & Issue New Ticket
for remaining open slots

Update Slot Statuses

Yes

Yes

Yes

No

No

No

3 minutes
elapsed without

min players
connected?

Min # of Players
Connected?

Max # of Players
Connected?

Yes

Yes

No

No

Yes

No

Intermission
Timer Enabled?

Intermission
Timer Expired?

Force close any Level 1+ UI

Already in a
Chat Party?

Spartan Hub, Active Roster,
Player Options, Exit Experience,
PGCR

Play Group members: Open Status Panel
“Matchmaking Started By [Gamertag]” with Countdown

Countdown complete: Force Transition Play
Group members to Matchmaking Screen

excludes Spartan Hub,
Active Roster, Player Options,
Exit Experience, PGCR content

ROUND TO ROUND matchmaking
players are revealed to each
other immediately. Back�lled
players are withheld

Player who initiates Matchmaking goes straight to the
Matchmaking screen. Only Play Group members get
a 3 second warning before being brough to it.

Matchmaking Cancelled

Submit Request

CANCEL
MATCHMAKING

2

2a

Join In Progress
Screen

Yes

Connect to Match

Unload non-essential FE UI

Start Loading Match Assets

Play Group members get Status Panel
warning, taking you to JIP screen

Reveal Teams & Match Info

Match Asset Load Complete

Unload remaining FE UI

Status Panel Level 1+ UI closure warning

No

No No Yes

Breakout
Match Type?

Can
Player Spawn?

Game Intro
Stage?

Yes

No

Matchmaking
Stage?

Match in
Progress

Stage?

Variant of Matchmaking
screen

Submit matchmaking ticket

Match
Full?

GAMEPLAY
COUNTDOWN

3rd PERSON
POV

Round #
Anncouncement

No

Yes Round-Based
Match?

Countdown
Clock Starts

@ 14

Round Result
Conclusion

Yes

Timer
Expired?

Transition to
1st PERSON

Follow Cams
(Spectate)

Breakout
Chase Cam

X
GO TO

Chase Cam

Y
GO TO

Breakout Spawn

Z
GO TO

Yes

No

End of
Match Stage? Yes

Yes No

Running
Start?

Player Spawns

Spartan Hub, Active Roster,
Player Options, Exit Experience,
PGCR

Drop player into “live” End of Match place

Wait on JIP screen until Game Intro stage

RESPAWN SCREEN

Drop player into “live” Round to Round MM / EE / PGCR screen place

JIP

what am i looking at here? there are no
players to spectate on??? free cam default?

Player removed from current Play Group

Z
Countdown
Timer Starts

@ 5
Yes

Rounds
Remaining?

Match Over

Follow Cams
(Spectate)

Send noti�cation to other
Play Group members’ XBAR

can this be separated from PLATFORM?
ie: tie this to whether they successfully remove
themselves from matchmaking (see: failed attempt)

In a Play
Group 2+?

can i auto rejoin a play group if:
i spectate full match, player leaves, i join?

Release UBER Flow

Warzone Terminal Flow

2

2a

Join In Progress
Screen

Yes

Connect to Match

Unload non-essential FE UI

Start Loading Match Assets

Play Group members get Status Panel
warning, taking you to JIP screen

Reveal Teams & Match Info

Match Asset Load Complete

Unload remaining FE UI

Status Panel Level 1+ UI closure warning

No

No No Yes

Breakout
Match Type?

Can
Player Spawn?

Game Intro
Stage?

Yes

No

Matchmaking
Stage?

Match in
Progress

Stage?

Variant of Matchmaking
screen

Breakout
Chase Cam

X
GO TO

Chase Cam

Y
GO TO

Breakout Spawn

Z
GO TO

Yes

No

End of
Match Stage? Yes

Yes No

Spartan Hub, Active Roster,
Player Options, Exit Experience,
PGCR

Drop player into “live” End of Match place

Wait on JIP screen until Game Intro stage

RESPAWN SCREEN

Drop player into “live” Round to Round MM / EE / PGCR screen place

JIP

what am i looking at here? there are no
players to spectate on??? free cam default?

 Link

Launch external app or deep link within osiris

Bulletin
(MOTD)

Story 1 Story 2 Story 3 Story 4 Story 5

deep links can include:
- linking externally to launch Channel
- linking internally to start matchmaking
- linking internally to purchase a req pack
- etc

PREVIEW
GAMEPLAY

No

No

Yes

Yes

Shot of Map

Match Info

Team Intro

Points of
Interest

Change
Loadout

Gun Up

HUD Initialization Build-On

Spartans Running

Countdown
Finishes
“START”

PREVIEW
GAMEPLAY

Gameplay Over

Invite Friends

GAME OUTRO

No

Yes

NoNo

Lives
Remaining?

Suicide?

Breakout
Match?

Yes

Yes

NoNo

YesNo

Yes

Yes

No

Round-Based
Match?

Round-Based
Match?

Full
Scoreboard

Ragdoll Cam
(3rd POV death)

Death Cam

No

Yes Suicide?

Death Cam

Dead

Gameplay
Over?

Player Respawns

Respawn Flow

Match Result
Conclusion

Match Result
Conclusion

Full
Scoreboard

Winning
Death Cam

Winning Team
Ensemble

Player can change their
loadout any time in this green area.

If overlay is open when
CHANGE LOADOUT window
expires, menu will be closed

and no changes applied.

GAME
INTRO

Change
Loadout

Player can change their
loadout any time in this green area.

If overlay is open when
CHANGE LOADOUT window
expires, menu will be closed

and no changes applied.

Custom Arena
Lobby

Player AND/OR Party removed from matchmaking

Load Custom Arena Lobby

BACKGROUND
Main Menu

Exit Experience

EE
GO TO

FOREGROUND
Exit Experience

Spartans Standing

Full
Scoreboard

Invite
Friends

Player Card

Menu

View Gamer Pro�le
Open Slots,

Joinable?

When is the full
scoreboard NOT
accessible?

Desired
functionality?

FULL
SCOREBOARD

Error
ALERT

Problems can include (but are not limited to):

     - Party too big
     - Ban check
          - How long before a Ban Check gives up (up to 30 seconds?) (ASK PETERBU)
               - Allow the player to keep going through the �ow, interrupt them, message issue if check comes back positive. Preferred.
               - Interrupt the �ow and force people to wait until it’s done? Prefer No.

Delays start of Exit Experience.
EE begins after the ALERT is dismissed
by the player

Includes END OF GAME medals
& Round Scoreboard

Includes END OF GAME medals

Hold

GAMEPLAY

X Y

GAMEPLAY
COUNTDOWN

3rd PERSON
POV

Round #
Anncouncement

No

Yes Round-Based
Match?

Countdown
Clock Starts

@ 14

Round Result
Conclusion

Yes

Timer
Expired?

Transition to
1st PERSON

Follow Cams
(Spectate)

Running
Start?

Player Spawns

Z
Countdown
Timer Starts

@ 5
Yes

Rounds
Remaining?

Match Over

Follow Cams
(Spectate)

can i auto rejoin a play group if:
i spectate full match, player leaves, i join?

Full Scoreboard

Colors

Accessible from FRONT END only

3 Spartan Hub

Campaign
Overview

Career
Overview

Arena
Service Record

Current Season
Stats

Last Season
Stats

All Time
Stats

All Time
Mode Stats

Season
Overview

Playlists
1 - XX

Warzone
Service Record

Mission
Details

CAREER

Service Record
Selection

Medals

Challenges

Overview

Commendations

Codex

Service Tag

FILE BROWSER

REQUISITIONS

Challenges

Medals

SPARTAN HUBH

Is activated when the Spartan Hub is
enabled while Matchmaking.

Status Panel
Activated

STATUS PANEL

Emblems

Service Record

SPARTAN HUB

Weapons Enemies

Enemy Sub-Cat
Selection

Vehicles

Commendation
List

Game Type
Sub Cat Selection 

Commendation
List

Commendation
List

Commendation
List

Player Game Types

Commendations
Menu

Select Which SR to view

Career

Arena

Campaign

Audio
Logs

Artifacts

Artifact
Details

Audio Log
Details

Skulls
Gallery

Medal Gallery / Browser Cut for Release

Most likely cut for release. 
Challenges will only live on platform.

Being rescoped. Will have updated 
changes 10.21.2014

WHAT DO WE NEED TO ITERATE ON PAST PREVIEW
WHAT IS DONE AND DONT NEED TO REVISIT
WHAT IS STILL TBD AND IN THE AIR

make text, not outlines.

Forge
Service Record

Custom Game
Service Record

... ...

... ...

...

...

i dont think we’re doing this
only in game tutorialization.

out of scope

will this live only in theater?

Forge settings live in forge

Need to add audio pro�les

Flight invesrion is in controller settings

Spartan
Armor

Visor
(8 items)

Spartan ID

Helmets
(10 Items)

Body
(8 Items)

Armor FX
Death FX

Helmet
Skins

Armor
Skins

Stance

Foreground Background Colors

Assasinations Gender

Weapons

Weapon
Skins

Forge

...

We’ve worked on 
pieces of the service 
record which we can 
rehash for release.

Forge

No specs for commendations.

All sub categories will be treated as �lters. Example: Enemies is main category. Filters: All, Covenant, Forerunner

Season
Overview

Playlists
1 - XX

...

... ...

...

All Time Stats
Overview

Playlists Stats
1 - XX

... ...

We will be using same template as Current Season Stats 

and Last Season Stats. We will be displaying all time 

variables vs season speci�c.

POR is we’ll only be able to edit 4 weapons total, all UNSC. 
Can we have all content on one screen vs secondary 
screen dedicated to skins only?

Are we going to have this?

We will borrow o� of ARENA Service Record skeleton and 

build a warzone speci�c service record and swap 

necessary stats in favor of warzone speci�c ones.

...

are outlines, update to live text

Low hanging fruit. Simply 
need the �nal Camera 
Controls 

Live Theater
Settings

PAUSE MENUP

PAUSE MENUP

Main Menu

Hopper MenuArena
Exit Experience

M
GO TO

Load

1
GO TO

AEE
GO TO

Yes

Con�rm
Quit?

No

Yes

Con�rm
Quit?

No

End / Quit

Arena
Pause Menu

Foreground Background

Campaign
Exit Experience

1
GO TO

Campaign Menu

CA
GO TO

CA
GO TO

CEE
GO TO

Foreground

Other players continue as normal

Background

Load

Yes

Con�rm
Quit?

No

Quit

Live Theater
Pause Menu

Commendations

Commendations

Controller
Settings

Controller

Audio / Video
Settings

Audio Video Settings

ARENA

Campaign
Pause Menu

CAMPAIGN

LIVE THEATER

WARZONE

FORGE

Accessible from IN-GAME only

Game
Mode

Arcade Mode?

No

Yes

Yes

No Save?

NoYes Overwrite?

No

Yes

Yes

No
Overwriting

Existing Save?
Accept?

Early Quit
Warning

DIALOGUE

Con�rm Quit
DIALOGUE

No

Early Quit
trigger a

temp ban?
Yes

Change
Teams

Change Teams

Ban Flow

B
GO TO

Tutorial

Tutorial

can we indicate if quitting now will TRIGGER a ban immediately?

Custom matches only?

End / Quit

Commendations

Commendations

Controller
Settings

Controller

Audio / Video
Settings

Audio Video Settings

Invite
Friends

Invite Friends

Early Quit
Warning

DIALOGUE

Hopper MenuWarzone
Exit Experience

Load

1
GO TO

WEE
GO TO

Yes

Con�rm
Quit?

No

End / Quit

Warzone
Pause Menu

Foreground Background

Commendations

Commendations

Controller
Settings

Controller

Audio / Video
Settings

Audio Video Settings

Early Quit
Warning

DIALOGUE

No

Early Quit
trigger a

temp ban?
Yes

Change
Teams

Change Teams

Ban Flow

B
GO TO

can we indicate if quitting now will TRIGGER a ban immediately?

Camera
Settings

Camera Settings

Audio / Video
Settings

Audio Video Settings

??

Campaign Menu

Save Prompt
Menu

Load

Con�rm Overwrite
DIALOGUE

Write Save

No Save Warning
DIALOGUE

Yes Yes

No

Co-Op
Game?

Remaining Players prompted
to choose characters, someone

MUST be Locke

Select
Character

Was Player
LOCKE?

COMMENDATIONS TAB

XP Meter Increase
Animation

XP Earned
List

XP Rewards
Remaining?

Yes

Reveal
Rewards

Commendations

Commendations

No Rewards
Message

NoRewards?

Yes

No

Yes

No

Yes

CSR Tier Meter
Increase

Tier Promotion
Fanfare

Show CSR
Information

No
CSR

Promotion?

Yes

No

Yes

CSR Promotion
Fanfare

XP Bar
Increase?

CSR Tier
Increase?

Tier
Promotion?

No
XP Cap

Previously
Reached?

Yes

XP Cap Message integrated on screen

NoLevel Up?

Yes

Level Up
Fanfare

YesXP Cap
Reached?

No
XP Cap

Message

EXIT EXPERIENCE
(ARENA MM)EE

Show
Quali�cation

Status

Yes

Quali�ed
for CSR?

No

HEAD TO HEAD
COMPARE TAB

also know
n as PG

CR

Show even if there
are no rewards?

STATS TAB 

REWARDS TAB

EXPERIENCE TAB

Stats:
Enemy Team

Stats:
All Players

Player
Summary

Medals

Head to Head
Team Compare

Stats:
My Team

Shown one at a time

Player must play a minimum of 10
games per playlist to qualify for a CSR

inform how many games remain
for quali�cation

Show when cap is reached
for the �rst time

Reveal one item a time

No

PGCR acts like an overlay “in front” of other screens.

Press           to open or close at any time.

Rewarded
Req Packs

Open Req Pack
Experience

Open Req Pack

Yes

No

Remaining
Unopened
Req Packs?

multi-team matches
would allow player
to �lter each team

Req Store needs
to be integrated
here?

Link to related Spartan Hub >
Commendation in focus?

Need to add CREDITS portion

COMMENDATIONS TAB

XP Meter Increase
Animation

XP Earned
List

XP Rewards
Remaining?

Yes

Reveal
Rewards

Commendations

No Rewards
Message

NoRewards?

Yes

No

Yes

No

Yes

CSR Tier Meter
Increase

Tier Promotion
Fanfare

Show CSR
Information

No
CSR

Promotion?

Yes

No

Yes

CSR Promotion
Fanfare

XP Bar
Increase?

CSR Tier
Increase?

Tier
Promotion?

No
XP Cap

Previously
Reached?

Yes

XP Cap Message integrated on screen

NoLevel Up?

Yes

Level Up
Fanfare

YesXP Cap
Reached?

No
XP Cap

Message

EXIT EXPERIENCE
(ARENA CUSTOM)EE

Show
Quali�cation

Status

Yes

Quali�ed
for CSR?

No

HEAD TO HEAD
COMPARE TAB

also know
n as PG

CR

Show even if there
are no rewards?

STATS TAB 

REWARDS TAB

EXPERIENCE TAB

Stats:
Enemy Team

Stats:
All Players

Player
Summary

Medals

Head to Head
Team Compare

Stats:
My Team

Shown one at a time

Player must play a minimum of 10
games per playlist to qualify for a CSR

inform how many games remain
for quali�cation

Show when cap is reached
for the �rst time

Reveal one item a time

No

PGCR acts like an overlay “in front” of other screens.

Press           to open or close at any time.

Rewarded
Req Packs

Open Req Pack
Experience

Open Req Pack

Yes

No

Remaining
Unopened
Req Packs?

multi-team matches
would allow player
to �lter each team

Req Store needs
to be integrated
here?

Link to related Spartan Hub >
Commendation in focus?

Need to add CREDITS portion

COMMENDATIONS TAB

CREDITS HALF/TAB

XP Meter Increase
Animation

XP Earned
List

XP Rewards
Remaining?

Yes

Reveal
Rewards

No Rewards
Message

NoRewards?

Yes

No

Yes

XP Bar
Increase?

No
XP Cap

Previously
Reached?

Yes

XP Cap Message integrated on screen

NoLevel Up?

Yes

Level Up
Fanfare

Yes

No

Credits
Awards Remain?

YesXP Cap
Reached?

No
XP Cap

Message

EXIT EXPERIENCE
(WARZONE MM)EE

HEAD TO HEAD
COMPARE TAB

also know
n as PG

CR

Show even if there
are no rewards?

STATS TAB 

REWARDS TAB

EXPERIENCE TAB

Stats:
Enemy Team

Stats:
All Players

Player
Summary

Medals

Head to Head
Team Compare

Stats:
My Team

Shown one at a time

Show when cap is reached
for the �rst time

Reveal one item a time

No

PGCR acts like an overlay “in front” of other screens.

Press           to open or close at any time.

Rewarded
Req Packs

Open Req Pack
Experience

Open Req Pack

Yes

No

Remaining
Unopened
Req Packs?

Credit Reveal
Animation

Shown one at a time
Reveal
Credits

Commendations
Commendations

COMMENDATIONS TAB

CREDITS HALF/TAB

XP Meter Increase
Animation

XP Earned
List

XP Rewards
Remaining?

Yes

Reveal
Rewards

No Rewards
Message

NoRewards?

Yes

No

Yes

XP Bar
Increase?

No
XP Cap

Previously
Reached?

Yes

XP Cap Message integrated on screen

NoLevel Up?

Yes

Level Up
Fanfare

Yes

No

Credits
Awards Remain?

YesXP Cap
Reached?

No
XP Cap

Message

EXIT EXPERIENCE
(CAMPAIGN SCORING)EE

PG
CR

Show even if there
are no rewards?

STATS TAB 

REWARDS TAB

EXPERIENCE TAB

Stats:
My Team

Player
Summary

Shown one at a time

Show when cap is reached
for the �rst time

Reveal one item a time

No

PGCR acts like an overlay “in front” of other screens.

Press           to open or close at any time.

Rewarded
Req Packs

Open Req Pack
Experience

Open Req Pack

Yes

No

Remaining
Unopened
Req Packs?

Credit Reveal
Animation

Shown one at a time
Reveal
Credits

Commendations

PLAYER OPTIONSPOPO Player
Options

View Service Record Invite to GameInvite to Party & GameUnmute  Player Mute  PlayerSpectate Game

Service Record
(Spartan Hub)

SR
GO TO

Compare

Invite Sent Noti�cationInvite Sent Noti�cationUnmute Player Mute Player

View Gamer Pro�le Submit Player Rating

Yes

Space in
Party?

Join Game

Join in Progress

2
GO TO

Yes

No

Yes

No

In a Party & Game
Together?

Currently in
a Game?

Option DisabledOption Disabled

No

Option Disabled

Yes

No

Currently in
a Game?

Option Disabled

Yes

No

In a Game
Together?

Option Disabled

Follow Player

Now Following Noti�cation

Yes

No

Already
Following or

a Friend?
Yes

No

Is player
Muted?

Option Disabled

Submit
Player Rating

View Gamer
Pro�le

Accessible by selecting a player from any interactive list of players.

Live Theater

T
GO TO

Compare

C
GO TO

B

Ban Noti�cation

Ban Removed
Noti�cation

No

Yes

Yes

No

Ban in
E�ect?

Ban Expired?

PLAY Option DisabledContinue as normal

PLAY Option Re-enabled

Popup dialogue. Requires Dismissal. 

Popup dialogue. Requires dismissal. 

Status Panel:
Ban Status

Includes countdown timer.
Remains on screen at all times until ban is lifted/timer expires.
Until then ability to start a game is disabled.

BAN FLOW

 Active Roster From Front End



Player Options
Menu

PO
GO TO

A Active
Roster

O�ine Friends
Tab

Online Friends
Tab

Fireteam
Tab

ACTIVE ROSTER

Gamertag

Leave Play Group

Cancel Request

Yes

In a Play
Group 2+?

• Online Playing Halo 5
• Online Playing 343 Titles
• Online

A

No

Yes

Con�rm?

Leave Play Group
Warning

DIALOGUE

Player removed from current Play Group

Send noti�cation to other
Play Group members’ XBAR

Player can change Settings.
Individual Settings TBD.

Player can leave Fireteam from here.
Consider removing button shortcut from front end for this.

C

Depending on where the player accessed the PLAYER OPTIONS menu,
player can scroll through a list of players.

ie: Via Active Roster: scroll through active roster list
ie: Via Team PGCR: scroll through players in that match
ie: Via File Browser: can only view single player, not chosen from a list

COMPARE
FLOW

Compare
Player
Career

Playlist 2
(Slayer)

Summary

Playlist 1
(Breakout)
Summary

Playlist 3
(Strongholds)

Summary

Career Medals
Browser

LoadoutsSpartan

Individual TeamPower Weapons Powerups Combos Vehicles Randoms

Ordnance Boosts

Req Collection

Emblems Armor FX StancesHelmets Bodies Visors Assassinations
10 52515-20~1510205lots25-30~75~75 17, 3/4 L ~12

Primary
Weapons

Assault Ri�e

Battle Ri�e

Tactical
Packages

Support
Upgrades

DMR

SMG

Armor Mods
Secondary
Weapons

18(4,4-5)

(4,4-5)

(4,4-5)

(4,4-5)

18

?

My Packs

Store

My Packs

Opening
Experience

Pack Content
Browser

Preview
Item

Processing

Yes No

Item
Favorited?

Add FAVE �ag to item

Add Game Credits to user’s balance

Remove FAVE �ag from item

Close Pack Content BrowserRemove Item from list

Fave/Unfave Item Continue

Error
ALERT

No

YesProblem?

Update Pro�le

 Select Pack

Equipped Status Icon moves to selected item

Equippable?

Yes

Already
Equipped?

No

Consumable?

Yes

Sell Preview Equip

Exit Experience
REWARDS
sequence

Store:
Categories Collection

Category
Submenu

Currency
Selection

Opening
Experience

Pack Content
Browser

Preview
Item

Purchase
Con�rmation

ProcessingProcessing

Real MoneyGame Credits

Yes No

Item
Favorited?

Currency
Selected

Yes

No Yes

NoPurchase?

Insu�cient
Funds (all)?

No

Yes
Bundle

Purchased?

Add FAVE �ag to item

Add Game Credits to user’s balance

Remove FAVE �ag from item

Close Pack Content BrowserRemove Item from list

Fave/Unfave Item Continue

Platform Transaction Processing

Error
ALERT

Insu�cient
Funds DIALOGUE

Xbox
PAYMENT
& BILLING

No

Yes

No

YesProblem?

Update Pro�le

Go to Xbox
Payment Info?

Other

Insu�cient Funds

Go to MY PACKS

 Select Pack/Bundle

Insu�cient
Funds DIALOGUE

Equipped Status Icon moves to selected item

Equippable?

Yes

Already
Equipped?

No

Consumable?

Yes

Sell Preview Equip

My Packs

MY PACKS: FRONT END CLOSING STATE

Yes

Front End
Shutting Down?

Yes

Closing Timer
Expired?

No

No

Yes

Yes

Opening
Experience

still in progress?

No

Yes

Pack
Content
Browser

open?

Packs can no longer be opened

“Open” menu option disabled

STATUS PANEL:
Front End Closing

Noti�cation
(w/Timer)

Transitioning to Game Play.

Force Close Pack Content Browser

Force Close Opening Experience

suppress Transaction Result
after this point until
transition to game
is complete

Shutdown FE
(including Status Panel)

Transition to Game from FE

GAME INTRO FLOW begins

“not enough time, come back
after your game is �nished”

3-5 second timer

Opening Aborted. Pack remains
available in MY PACKS upon return.

All Req Items are saved and usable
in next game.

Player is in MY PACKS menu,
opening a pack or viewing

Pack Content Browser

Player Attempts
to Open Pack?

Error
ALERT

STORE: CLOSING STATE

Yes

Req Store

Store
Closing?

Yes

Closing Timer
Expired?

Yes

Closing Timer
Expired?

Yes

Yes

No

Transaction
Result any time
after this point

Store
Status

Processing Transaction

STATUS PANEL:
Store Closing
Noti�cation

(w/Timer)

STATUS PANEL:
Store Closing
Noti�cation

(w/Timer)

STATUS PANEL:
Inform PACK

is waiting for them
in MY PACKS

section of store

STATUS PANEL:
Processing

Status 

STATUS PANEL:
Transaction Result 

Store Screen
Closed State

Return player to Req Storefront

No noti�cation

NOTE That players cannot
access MY PACKS when
store is closed

Only notify store closing when IN the store �ow.

Disable Store button in HUB

Return player to Req Storefront

Elsewhere

No

No

Matchmaking
complete?

Transaction
Result?

Transaction
Successful?

Yes

No

TOAST:
Inform PACK

is waiting for them
in MY PACKS

section of store

TOAST:
Transaction Result 

Transaction
Successful?

reverts to transaction
processing status

when noti�cation ends

suppress Transaction Result
after this point until
transition to game
is complete

Shutdown
timer expires

FE Shutdown
Noti�cation

Shutdown FE
(including Status Panel)

Transition to Game from FE

GAME INTRO FLOW begins

YesLIVE THEATER

S

T

Load
(Match Info)

No

YesError? Error Dialogue
Message

First Time using
Live Spectate?

Yes

View
Tutorial?

Player Chooses 
to Skip?

Yes

No

Tutorial Prompt

Tutorial

No

Tutorial Location
Message

Yes

No

Load
(Intro?)

• can only spectate after 30s into a match and
   ends 30s after match ends
• cannot spectate on a player you are FOLLOWING

Spectators are dropped into the most current
“live” position in playback (minus 30 second delay).

Variant of Matchmaking/JIP screen

PLAYERS
all players

POV
1st person
3rd person
free cam

INSET TOGGLE

Full Scoreboard

Chase Cam UI

Playback
Controls

Yes

No
Match 

elapsed initial
30 sec?

Spectate
starts in

Countdown

Timer shows remaining number of
seconds until initial 30 seconds of
gameplay has elapsed.

Transition

Playback Reaches Conclusion

Denote END OF CLIP in UI
The player can scrub back and forth from
here, or can quit by accessing the PAUSE
MENU at any time

SPECTATE
GAMEPLAY

possible at any time during the entire
SPECTATE experience

JOIN IN PROGRESS “POOL”

JIP Spawn Decision

2a
GO TO

Yes

Yes

No

No

A Player Leaves
Game Early?

More than
one player in

“queue”?

Yes

No
Allowed

to back�ll
open slot?

Back�ll
Noti�cation

ALERT

Player back�lls empty spot

Player selected randomly from queue

Player is “queued” on a Match via JIP

SPECTATING

For Release, will jump straight into
game (no load).
For Preview, will require a Load.

Need a JIP screen at all?????

This can potentially occur at
any point while the player is
spectating on a match.

This portion is going to pan out
over time as this comes online
and issues are discovered and
resolved.

could be a timer, “You will join
in 10 seconds” or press button
to skip timer and start
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beat. Need to represent this correctly.

* Arcade challenges are gone. Instead we 

have campaign replay.

call out codex stu�
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card until the Cooldown Timer expires.
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This is a single screen, scrolling through children screen using BUMPER navigation.
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Warzone
Terminal Flow
version 1.0
Oct 6, 2014
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343 STUDIO CORE VALUES ICONS v1

Gameplay First

r157 g190 b125

hex #9dbe7d

/no_container

/circle_outline

/circle_solid

Player Obsessed

r173 g141 b191

hex #ad8dbf

Iterate to Awesome

r181 g143 b103

hex #b58f67

Surprising Innovation

r254 g200 b108

hex #fec86c

Amplify Each Other

r106 g167 b208

hex #6aa7d0

Decide, Commit, Own

r113 g201 b194

hex 71c9c2

Give Back

r210 g104 b89

hex #d26859

studio core values
icons + posters, creative, illustration, concept
343 industries — 2018 
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web advertising services — 2002

web developer — 2002

halo waypoint - 2010
updated the original Halo Waypoint logo (left) to incorporate 
the simplified “Halo” master brand wordmark for Halo 4.

clothing design — 2013
video game developer — 2007
logotype used in final logo

video game title (collaboration) — 2022

identity
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TuNaVersE

dj artist music label — 2002

OLYMPUS
YOUR NAME HERE

video game developer — 2009 personal work — 2013

halo 6 internal production concept — 2017

e3 business card
343 industries  —  2010

V

BONNIE ROSS
GENERAL MANAGER, STUDIO HEAD  

bonnier@microsoft.com 425 706-5930

video game design consulting — 2013

identity
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ISLAND SALAD 
Avocado, Papaya, Strawberry, and Jicama Salad
Served on a Bed of Spicy Mezuna Lettuce with

Peppered Honey Lime Dressing

Roasted angus tenderloin 
Dry Rub, served with Chimichurri Sauce on the side

TWICE BAKED POTATO 
Baked and Stu�ed, and Rebaked with Sour Cream,
Butter and Chives Topped with Bacon and Cheese

SEASONAL JULIENNE VEGETABLE MEDLEY
Sautéed with White Wine & Fresh Herbs

Garnished With Grilled Asparagus

Assorted rustic breads 
Kalamata Olive, Sun�ower Poppyseed,

Sourdough, Rosemary and Oatbran
 Served with Plain and Herbed Whipped Butter

Cilantro lime chicken
Marinated Chicken Breasts in Cilantro and Spices

Charbroiled over Mesquite and Served with Island Salsa or
Champagne Tomatillo Sauce
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top: map, 2-color silkscreened embossed on card stock
bottom: photobooth template design and logo

top: invitation, 3-color silkscreened embossed on card stock
bottom: envelope, 1-color embossed on rear flap

top: faux chalkboard bar menu, large format print
bottom: dinner menu, inkjet on card stock
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