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Client: MICROSOFT

Role: Product Designer, CREATIVE 
DIRECTOR

Project Type: Intranet Concept, 
ARCHITECTURE, BRAND STRATEGY

Medium: Digital, Web, MOBILE APP DEV

XBOX NEXUS 

MICROSOFT



The Xbox Game Pass ecosystem is massive, but its social experience? 
Fragmented. So I built Xbox Nexus, a mobile-first concept that combines party 

invites, chat, clips, and stats into one unified experience.

​


This wasn’t just a UI exercise. It was a community-focused design challenge: 
How do you make connecting with friends feel as seamless as launching a 

game?

The Challenge



The Problem: a gap in the market

01

No dedicated app for 
Xbox players to connect 

socially outside of gaming

02

Disconnected party 
systems, buried 

messages, and a lack of 
real-time interaction

03

Missed opportunities for 
clip sharing, discovery, 

and community building
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Project Goals: More Than Just a Makeover

XBOX NEXUS 6/16/2025

Build a True Social Layer 
for Xbox Players

Goal 1

Design for Real-Time 
Interaction

Goal 1

Design with Scalability in 
Mind

Goal 3



Our Solution: nexus

Live Activity Feed Dark Theme with Xbox DNA

Interactive Party 

System

Chat That Works Like 

You’d Expect

Clip Sharing That Feels 

Native

Profiles That 

Actually Matter
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USER PERSONAS

Maya — The Content Sharer

Location: Seattle, WA 
Occupation: Digital Marketing Student 

Gaming Style: Casual + Creative (Minecraft, 
Fortnite, Sea of Thieves)

James — The Weekend 
Warrior Dad

Age: 38 
Location: Chicago, IL 

Occupation: Project Manager 
Gaming Style: Co-op & Campaigns (Destiny 

2, Gears of War, Diablo)
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Tyler — The Squad Leader

Age: 27 
Location: Austin, TX 

Occupation: Software Developer 
Gaming Style: Competitive Multiplayer 

(Halo, Call of Duty, Apex Legends)



Information Architecture & 
Content Strategy

Discovery & Research

Persona 
Definition

UX/UI Design Development & 
Deployment

Post-Launch 
Optimization

Prototyping & 
Feedback

Training & Launch
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Design approach



Design System Highlights
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Best for organizations wanting to drive internal belonging, boost engagement, 
and use the intranet as a culture hub, not just a tool.

Modular Content Blocks



Consistent Visual Hierarchy



Custom Iconography & Image Styling



Flexible by Design



Accessibility First




the result
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XBOX NEXUS

A unified, community-first experience that finally connects the dots between 
gaming and social.

What We Delivered�

� A mobile-first experience that feels unmistakably Xbo�

� A complete design system, ready for scal�

� Interactive prototypes with real UX patterns and motio�

� A solution that bridges party invites, clips, chat, and profiles into one 

seamless flow
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