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Introduction
Titanfall 2 (TF2) [1] is a first-person shooter developed Respawn Entertainment. Many of the developers at Respawn previously worked at the company Infinity Ward who developed games in the Call of Duty series including Modern Warfare 2 (MW2) [2]. In this report will compare both games UX design to see where the developers have learnt and improved from their previous work.
Analysis of Modern Warfare 2s UX
Modern warfare 2 [2]s home screen is simple. It has 3 large buttons that for selecting the campaign, multiplayer or special ops the 3 main game modes of the game. These large buttons make it clear which mode you are selecting.
[image: Call of Duty Modern Warfare 2 (2009) - Main menu Title screen OST (Full  Version) - YouTube]
The images Make it easier to see which game mode is which at a glance. The special ops button has two characters to show that the mode is made for two or more players. The campaign has only one character to show that its single player only and the multiplayer has three characters facing different directions to show the player verses player nature of the mode. This is a good use of visual design that emphasises what each game mode is about making it easier for players to select the mode they want. It also has the benefit of having them 3 different colours to clearly identify them from each other.
The mission select options are where Titanfall makes some of the biggest improvements.
[image: A person holding an object

Description automatically generated]
This menu is very word heavy but doesn’t make the wording confusing. This menu keeps it simple using simple terms the user can still clearly understand what each option does. However, this screen doesn’t give the option just press the B button on the controller to go back to the main menu. This is inconsistent with the rest of the menus and slows down navigation when switching from the single player to multiplayer or Special Operations.
[image: A screenshot of a video game

Description automatically generated]
One thing that’s not good about the UX in the campaign mission selection is the dividing of the campaign in to acts. Although this does give the story structure it divides up the mission selection in to 3 different screens which, as seen in the image above leaves the screen with a large about of empty space which could have been used to display more missions meaning the user would have to navigate less menus and overall declutter the screen. This is an issue a lot of the interface has in MW2. It heavily relies on text and doesn’t use enough images to support what it is telling the user. Many apps use visuals to reinforce text presented. For example, the app Facebook [3] uses both images and text to show its layout. It has a small menu at the bottom with a few little Icons with supporting text underneath.
[image: A close up of a logo

Description automatically generated]
These small icons help the user quickly find the option they want at a glance and something similar could have been attempted in the MW2 UI.  A small cog could be used after the options button and other similar small icons such as a house for the menu button or an arrow for a resume button.
The next part of Modern Warfare 2s UX I want to analyse is the Heads Up Display or HUD that the player sees when in game. This is essential to the user experience and needs to be designed well to clearly convey information to the player whilst they are playing.
[image: A video game of an object in a cave

Description automatically generated]This is the HUD the HUD that the player sees whilst in the multiplayer of MW2. It Displays all information that the player might need to see whilst in a multiplayer match.
At the top left of the players screen is the Mini map. This allows players to see their location in relation to the map as indicated by the yellow arrow. It also displays team mates as green arrows and enemy’s as red dots. This feature allows players to quickly assess where they and their teammates are by quickly glancing to the top left of the screen. The vibrant colours on the black and white map clearly pop out and are therefore much more visible to the player.
The bottom left of the screen is the game information. This displays all the relevant information to the player about their current game. This includes the game time remaining, the team they are on and the score of both teams.
Finally, is the ‘loadout’ information in the bottom right corner. This is information about the player and what the player is carrying. This includes the Current weapon, the weapons remaining ammunition and any throwable items the player may have. The ammunition counter features a visual indication of the ammunition left by having white lines that change to red when nearly empty. This is a brilliant addition to the HUD as it uses a visual and a number to show the player the information they need as quickly as possible. The change in colour when low on ammunition is also a brilliant choice. When this happens, it catches the players attention and reminds them that they need to reload.
This in game HUD is overall quite well designed. All the elements are arranged around outside of the screen so not to block too much of the player’s vision. They are also relatively small and only display the most essential information. Any farther information is displayed in menus. This focus on essential information focuses the HUD and keeps it as clutter free as possible to save space and remain unobtrusive to the player.
Overall, the UX of Modern Warfare 2 is well designed. It uses simple layouts with appropriately named menus that don’t confuse the user in to clicking on the wrong menu by mistake. The visual design of the menus is simplistic with a still artwork in the backroad and all buttons just being text. This makes the menus blend in to and look very similar to each other. The in game heads up display is very clear and doesn’t bombard the player with too much information only keeping it to the essentials.

Analysis of Titanfall 2s UX
Titanfall 2s home screen features much smaller buttons than Modern Warfare 2s. It also makes the addition of a settings option from the main menu. This is a great addition as it stops the user having to search for the settings in another location [4] allowing them to more easily change features like audio and video settings, this is a great improvement over Modern Warfare 2 which makes you open other menus to access the settings.
[image: A screenshot of a video game

Description automatically generated]
TF2 also improves upon then home screen by including the small sub buttons under the campaign and multiplayer options. This allows the player to continue the single player from where they left off select a mission and start a new game all from the home page. The same can be said for the multiplayer option which allows you to select the standard multiplayer or frontier defence which is this games version of MW2s spec ops mode. All of this lowers the number of menus the user must navigate greatly simplify the layout making everything more findable and lowers the amount of time it takes for the player to get into the gameplay. Though it lacks the visual element of MW2 it doesn’t really need it as each button is clearly labelled and the lack of images allows room for the extra options like the settings bar. It also condenses the Co-operative game mode and competitive play mode into the one multiplayer bracket again reducing clutter on the screen.
Titanfall also makes another improvement when selecting a single player campaign mission. 
[image: Titanfall 2 Trophy Guide • PSNProfiles.com]
This game provides all the levels on one screen unlike MW2 and provides an image for all of them. Granted Titanfall 2 has a lot less levels than Modern Warfare 2, but it does keep them on one screen which allows the player to find the level they want a lot quicker. It also displays more information next to each level such as the highest difficulty you’ve passed the level on and the number of collectables you have in that level.
Looking at the in-game Heads up display We see similar information to what is shown in MW2.
[image: A video game screen shot of a yellow object

Description automatically generated]
The main differences between the two are the positions of the information.
The Mini map remains almost identical to how it was in MW2 with some minor tweaks to the colours to make important information like friendly and enemy players pop out more.
The Weapon display has been moved to the bottom left. It’s also been made smaller to take up less screen space, but I think this doesn’t lose any clarity and makes the screen les cluttered. One thing I will say is a downgrade from MW2 is the lack of a visual ammo counter. It is now just a number next to the weapon. This isn’t a massive change, but it does require that the player read the number rather than glance at a visual bar of ammunition counting down.
The score has also been moved to the top of the screen from the bottom left. It again has also been made smaller which reduces visual clutter.
I addition to the first-person mode Titanfall 2 also features ‘Titan Mode’ this is where your character enters a large mech called a ‘titan’.
When in your titan the HUD slightly changes.

[image: A screenshot of a video game

Description automatically generated]
The biggest difference in titan mode is the inclusion of the titan’s interior around the edges of the screen. This is a small but noticeable difference that clearly displays to the player when they’re in their titan.
The health of the Titans is also increased, and it takes a lot longer to kill one. There fore the players health is displayed below the team’s score. This is a simple line that displays the players health in segments. As the player can select multiple different titans with different health amounts the segments clearly show if your titan is one with more than average or less than average. This health bar also flashes when you take damage again clearly giving the player a notification when taking damage. It also becomes orange with warning stripes when on critically low health this is more information the player can use to make split second decisions like taking cover or exiting the titan.
Overall Titanfall 2s UX is designed extremely well. It improves in a lot of places like lowering the number of menus needed to navigate and adding more visual elements to buttons such as the pictures on the level select screen. The overall visual appearance is also massively improved in as there is now a video in the background of the main menu making it look more visually appealing and the font and selection buttons have also been designed to match the sci-fi aesthetic of the game.


Summary
Overall Titanfall 2 shows that the developers have learnt from their previous work and endeavoured to make it better. Neither game has particularly awful UX design whilst researching these games I was never confused on what each button would do for too long and quickly learnt both. That being said, Titanfall 2 does show its improvements in a few key areas that make it an overall a better experience from a user experience perspective. There are less buttons overall and options that could have been in one menu have been placed in to one. Titanfall uses much more visual design and takes advantage of the whole screen in most of its menus whereas MW2 has large empty spaces filled only with artwork of the games characters. The visual design of Titanfall 2s menus is also improved with more variety in fonts and colours. It also breaks up its layouts a lot more too. This leads to buttons being easier to identify rather than MW2s list approach.
Neither game has a bad UX but Titanfall 2 really does show that there is always room for improvement.
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