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| This lecture

Recap!

e Whatis UX?
What is UI?
Different types of Uls \ ,-
How Ul varies on different platforms 7/
UX design principles
User Research

Next time:
e Onboarding (tutorial)
e Accessibility in small projects




Who am I?

Anna Hogberg Jenelius
Any pronouns

Indie Game Developer/Consultant
Games since 2011
Indie/consultant since 2015
Valiant Game Studio since 2017
Credit on 50+ games

Based in Stockholm, Sweden
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What is UX?

e User Experience
e The full experience of the user, from first
contact to the last:

How is the player introduced to new mechanics?
How does the player interact with the game?
How do they know if they are playing as
intended or not?

Do they know how to improve?

How does the game minimize frustration for the
player?

Accessibility, allowing anyone to play.

e Arguably, Ul is part of the UX

Example: Bad color choices can make the game
hard to play

Example: Some fonts are easier to read than
others

An integral part is User Research

The Difference between

Interaction Design { g : Visual Design
Wireframes Colours
Information Architect ¢ ) 2 Graphic Design
User Research Layouts

Senarios | Typography

HUMAN-FIRST APPROACH HUMAN-FIRST APPROACH TO
T0 PRODUCT DESIGN DESIGNING THE AESTHETIC
EXPERIENCE OF A PRODUCT
l APPLICATION:
Physical and digital products APPLICATION:
Digital products only
FOCUS:
| The full experience from a FOCUS:
user's first contact to the last | Visual touchpoints that allow
users to interact with a product

CREATES:

Structural design solutions for
pain points that users encounter
anywhere along their journey

CREATES:
Combinations of typography,
color palettes, buttons,

with the product animations, and imagery
RESULTS IN: RESULTS IN:

Products that delight users Products that delight
with their effectiveness users aesthetically



https://www.eskimoz.co.uk/ux-design/
https://careerfoundry.com/en/blog/ux-design/the-difference-between-ux-and-ui-design-a-laymans-guide/

What is Ul?

e User Interface
e Weuseitto S

Options

o Display information
o Interact with the game
e Many different types of Ul!

Magicka 1
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Head-up Display (HUD)
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Sea of Thieves
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Dialogue

1 like watching soap-making videos on the Internet.
Love me some word jumbles.
I learned how to juggle once.




4Map i B Inspiration & Dialogue 6 Tutorials
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Quest Journal

Hide Completed

<@ CHTHONICGOoDs  OLYMPIANGODS ~ OTHERSOFNOTE  THEUNDERWORLD  INFERNALARMS >
S

E,

 Main Quest The Urge

~ Personal Quest Objectives:
“The Urge
v Completed Quests. @ Be yourself! Think dirty thoughts!

Nyx "...Take one look at himand | think any questions of his parentage are soon Escape the Nautiloid (Complete) ! + Special, yes, special, aren't you? Ssh, don't fight it. You know what you need to do. Take up that
ZAGREUS 4 resolved. He never seemed to like it much, there, growing up within Lord Hades' Rescue the Ilithids’ Captive (Complete) ! kS co whacydu co bewi: s as bicathing. You el bester afier
well-appointed house. One day | took him on as a disciple, under orders from Lord.
it Hades; the Master worried that his heir lacked any firm direction in his life. And,
Hypnos indeed, Zagreus took well to the martial ways, and | am proud to say now that he
THANATOS was my student. He was not insubordinate with me, as was his
Perhaps my own lack of decorum from back when | was his apparent age made it
QECZERR easier for me to reach him. He learned quickly, exhibiting his father's strength,
ALECTO and even greater dexterity. Yet, h howed. i
TeIRONE more than his fighting prowess. Forgive me, O gods! You are not known foryour
kindness. Yet, thisson of the Lord had
CHAOS . dth i L

[ LEARN MORE BY DISCOVERING MORE OF THE STORY... |

Baldur’s Gate 3



Loading screen

Equip Load :
When you carry more of your maximum equipment load, your dodge rolling will become slower and ; 7 HIT "G" TO TOGGLE THE GRID ON AND OFF IN BUILD MODE.

clumsier

If you exceed your maximum equipment load entirely, Joi will be unable to roll acall. =&

The Sims 4




How does the Ul relate to the game world?

-----

Is the representation visualized
in the game space?

No Yes

non-diegetic spatial

Is the
representation
existing in the
fictional world?

diegetic




How does the Ul relate to the game world?

Is the representation visualized
in the game space?

No Yes

Baldur’s Gate 3 ) ) ) | ) “a
No non-diegetic spatial The Last of Us

diegetic




Platform-specific Uls

e Different platforms have different
requirements
e Keep in mind while designing!
e PC vs. console
o Certification -
o Interaction @i o

Shedoshenet —— e
Lv3 High Half-Ef Cleric o 2etion @D BonusAcion @I Movement @adaap). Sp<llsiow GRIEY (BB Channel Divintty @) % Close

e Can't hover on consoles, how to layer : —
and display information?




Console Uls

e Some types of Ul “feel” better on
different platforms
o Lists on console
o Grids on PC
e |[f you use the same Ul design, players
may call it “a bad port”

The Elder Scrolls Ill: Morrowind

Oghma Infinium
Orders

Rahgot's Reply
Rislav The Righteous
The Locked Room

Torn Note

FAVORITES
ALL
WEAPONS
APPAREL

POTIONS

FOOD
INGREDIENTS
BOOKS

TREASURE MAP VIII
WEGHT () WALUE ()
Treasure Map Vil
KEYS Treasure Map X
Misc Valmir's Orders

EJRead (R]Drop [ F)Favorite Carry Weight 647 /685 Gold 87589
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Mobile Uls

No hovering

Large buttons

Hand may cover screen

Consider round buttons over square
Right-handed use most common, most

used buttons on right side
o Left-handed layout as option?
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VR

e Still a lot of experimentation

e How to know where the player is
looking?

e Tactile

e (Can use rays from controller
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MENU RESTART CONTINUE

Beat Saber



TL;DR

e UX s the entire experience of the player from
start to finish

e Uls come in many different forms

e Some part of the game world, others only
visible to player

e Ul needs to be adjusted to the platform










UX principles

e Design principles: Heuristics

e Nielsen:
o https://www.nngroup.com/articles/ten-usability-heuristics/

e Note that games may differ from other products
e Let's gothrough some | find helpful! 10 Usability Heuristics
oo 83 R
’ @D o) 66
o
b [ D:-]

Interaction Design Foundation
interaction-design.org



https://www.nngroup.com/articles/ten-usability-heuristics/

Visibility of System Status

e Show what the game is currently doing
e When the player acts, give immediate feedback
e Make the player’s understanding of the game
match what is in fact going on




Affordance

e \What do you instinctively want to do when
seeing an item, or Ul element?

We want to push buttons

We want to pull handles, push flat surfaces
How does the Ul element feel?

Less cognitive overload
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Recognition vs. recall

e The difference between remembering where
the ketchup is, and looking at the signs
Recognition > recall

Avoid relying only on text

Use familiar, clear iconography

Cognitive offloading
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Layering information

e Create hierarchies of information

e Only the mostimportant info should always be
visible

e Hide the rest in sub-menus

e Create logical connections between menu
items, making the info easy to find when
needed

e Again, helps with accessibility




Confirm choices

e “Arevyou sure?”
e Prevent miss-clicks
e Hint atintended playstyle

Capitial Gold storage is aimost; Full. Attack
angway?

Clash of Cl—a(s
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It looks like they are enhancing your abilities... They make you
even more emotionally savvy, no?

Vlad duSaad

Why were you sad?

Skip dialogue




User Research

e Most common: Playtesting

(@)

Observe people playing your game without
interfering

e Do this early!
e |n a perfect world:

O 0O 0O O O oo o O O

Clear questions from developers going in
Players - no relation to the developers

No contact with developers, just researchers
Neutral testing lab (not developer’s office)
No guidance on how to play

Recorded sessions

Thinking out loud

Interviews, no leading questions
Questionnaire

Results in written report, with severity and
suggested solutions

e Remember: If people don’'t understand how to
play your game, it's not their fault. It's yours.



https://www.linkedin.com/pulse/unlocking-new-realms-intersection-ux-research-accessibility-alntf/




TL;DR

e There are many UX design principles
(heuristics)
e Consider:
o Visibility of System Status
o Affordance
o Recognition vs. Recall
o Layering information
o Confirm choices
e User research




Questions? %

Anna Hogberg Jenelius
anna@valiant.se

VAL'ANTLN*

GAME STUDIO j=9



mailto:anna@valiant.se

