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What are "UI" and "UX"?



User Interfaces (Ul)

e How players interact with your game
o What they look at
o What they click
o What they do




User Experience (UX)

e How players feel when playing your game
o More subjective
o What makes your game feel smooth or
good




User Experience

J

User Interface




What Ul and UX components does
your game use?

e.g. Decisions you've made to make your game look or feel good.



Fomts  READABILITY

Words
Pl



The obvious advice:

"Don't use Comic Sans MS"



The obvious advice:

"Don't use Comic Sans MS"

... But you could do worse.

At least it's easy to read!



Font Choice

Legibility is important!







Ol eutd yow want to read an entire tuborial caticene
i it was wiillew in cansive? CC few wends might be akeay,
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WOULD YOU WANT TO READ AN @NTIRE TUTORIAL CUTSCENE
I IT WAS WRITTEN IN THIS RONT? IS THIS AN R OR A B OR AN F?
WHAT IS A? CAN YOU IMAGING HOW PAINRUL THIS WOULD Be?




Keep text simple and legible!

Pick an easy to read font over one that's harder to read, even if it fits the

mood of your game!
(Unless you're doing a typography based puzzle)




Font Colour

Legibility is important!







Character Dialogue

[—



Fixed Dialogue Boxes

Usually at the top or
bottom of the screen.

Doesn't obscure main
visual focus.

| gotta admit, | really love that one The dialogue is usually

Pl the main focus and
requires active

stuff and then something happens. @ attention.

show where all those people do the

Game: Animal Crossing New Leaf




Floating Dialogue Boxes

There is naught to fear here.
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attention.
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Game: Final Fantasy XIV



Character Portrait Dialogue Colours
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Games: Maplestory 2 (Left), Mabinogi (Right)




Deciding on how to display dialogue

e How important is the dialogue?
e |sthe dialogue the focus of your game?
e Do you want to try force players to read it?




Assume players won't read!





https://youtu.be/20F6RsihU3c?t=517
http://www.youtube.com/watch?v=20F6RsihU3c&t=517

Playtest your text choices!



Control Schemes



Easiest to reach!
Most used
interactions here.




Teaching Controls to your Player

[ N
Let the player use the
new control with other

controls they've learned

.

Let the player practice

Introduce new control
the new control

J




Playtest your controls!



Example: Opening an Inventory




Example: Opening an Inventory

Games: Don't Starve (Left), Animal Crossing (Right)




Heads Up Display



Inventory in HUD Inventory not in HUD
Players have to constantly Players only occasionally
check their inventory ‘ access their inventory.
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Games: Don't Starve (Left), Animal Crossing (Right)




Map in HUD Map not in HUD
Players have to constantly Players only occasionally
check their map access their map.

Press A while holding + Z5 Spawn Point
«.» to Super Jump.

Games: Mario Kart (Left), Splatoon 2 (Right)




Keep HUDs Simple!




HP / Damage Gauge Displays
e Lives?
e Large number/HP amount?

e Some other number?

Games: Legend of Zelda (Left), Pokemon (Middle), Super Smash Bros. (Right)




HP / Damage Gauge Displays

Players should be able to see roughly how they're
doing without having to read!




HP / Damage Gauge Displays

YYVveve




HP / Damage Gauge Displays

3/5



HP / Damage Gauge Displays



HP / Damage Gauge Displays

10232/13000



HP / Damage Gauge Displays

10232 / 13000



HP / Damage Gauge Displays




HP / Damage Gauge Displays

Colours are a wsual cue
too!



Other Visual Cues
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Game: Overwatch




Other Visual Cues




Other Visual Cues
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Game: Don't Starve




Targeting Ul

Games: Overwatch (Left), Splatoon 2 (Middle), League of Legends (Right)




Simple HUDs let players focus
on the game!



Cameras



Deciding on how to display dialogue

e st Person vs. 3rd Person

o 1st Person: More immersive and more motion
sickness
o 3rd Person: Occlusion and camera positioning

e Keep motion sickness in mind!




Occlusion: 3rd Person Perspective




Occlusion: 3rd Person Perspective




Occlusion: 3rd Person Perspective

_______




Game: Tales of Zestiria


https://youtu.be/WDimte-mnPM?t=18
http://www.youtube.com/watch?v=WDimte-mnPM&t=18

Playtest your Camera Settings!



Camera Effects

Cinematography




Zooming In

Game: Tales of Vesperia




Slow Motion

Game: Breath of the Wild




Freezing

Game: Super Smash Bros. Ultimate




Screen Shakes




Sound



Sound
e Mood








http://www.youtube.com/watch?v=iz7wtTO7roQ

Sound

e Mood
e Ambience



Sound

e Mood
e Ambience
e Space



| love this game, but can we admit, footsteps have gone to shi " (seirrornitesr)
submitted 1 year ago * (last edited 1 year ago) by ‘

It used to be so useful and it's now a joke. (Nb4 get a better headset: I play with Astro A40's and a mixamp)

Edit for clarification: -Footstep audio range has been greatly reduced, not giving you much time to react and easily
losing players past 5-10 ft. range when tracking footsteps. -Crouch walking/running is loud and does not give much
incentive to play stealthy as players can still hear you clearly when crouch walking/running. -difficult to gauge how
much noise you're actually making when moving. I sound quiet through my headset but apparently am stomping
around like an elephant to other players...even when crouch walking. -when crouch walking/running, your own
footsteps continue playing after you have stopped moving -footsteps sound like they are coming from a couple feet
behind you
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http://www.youtube.com/watch?v=8y7hqSrQzCA

Simlish

2 Sul Sul 71 Hello
2» Oh Feebee Lay! A 1I'm Hungry!
2 Nooboo 71 Baby
> Lalo 1 Milk
2> Checkmar 51 Checkmate
» Za Woka Genava 51 think you are hot
2» Ooh Be Gah 71 Very Good!
2 Woofum 1 Dog
2 Dag Dag 51 Goodbye
» Xor 71 Be
» Choo wagga choo | 151 Something in the
choo! way!
2 Whippna Choba 51 This is cool!
Dog!
2 Sulsul! Plerg 71 Hello! Can | do
Majah BIiff? something else?
2 Sherb 11 Shake
2 Gerb Woof Em 51 Come Here
2 Sass Awrful 11 That's Awful!
» Badeesh / Vadish 51 Thanks

2 Blursh!
Meshaloob! Blursh!

1 Excuse me! Get out
of my way!






http://www.youtube.com/watch?v=0L47TdPhRpE

Sound

e Mood

e Ambience

e Space

e Character Voices




Colours



Colour Blindness




Colour Blindness




Brightness




Brightness



Brightness




Brightness



Brightness







Perception




Perception

LD




Perception
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Gestalt Psychology

"The whole is something else than the
sum of its parts." (Kurt Koffka)




Law of Proximity
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Law of Similarity
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Law of Closure




Law of Continuity





http://www.youtube.com/watch?v=nuH6dIcgaoU

Law of Common Fate




Awareness



http://www.youtube.com/watch?v=Ahg6qcgoay4

Animations



Animations




Animations




Animations




Animation Curves
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Putting Stuff Together



Guiding Players

s"FJ— 1k 0% |5
S Press ( X) to absorb the light!

| 3
Tutorial - General info

Second most readily available
source of healing is your
waterskin. When used, it
recovers part of your missing
health, and can be refilled in
occasional water fountains.
There is always at least one
fountain per chapter.

fAs you descend UEEPEI’ into the
dungeon, ambient lighting becomes
less and less noticeable, limiting
your field of vision. To counter
this, you can use torches
scattered around the dungeon.
They decrease your stealth
though,

Scrolls can be very powerful
then used correctly. Some of
them can lead to/your quick
demise if used incorrectly. There

BT






http://www.youtube.com/watch?v=YNSm4e3KmQ0&t=108

Guiding Players
















When there's no sound,
try counting to yourself
to keep the beat.



http://www.youtube.com/watch?v=c7lyjfI7WGg&t=50

Guiding Players

Text

Contrast

Outlines, overlays, highlights
Animation

Special effects

Sound




Guiding Players

Text

Contrast

Outlines, overlays, highlights
Animation

Special effects

Sound




Guiding Players

Text

Contrast

Outlines, overlays, highlights
Animation

Special effects

Sound




Guiding Players




Guiding Players




Feedback



Animation Feedback



http://www.youtube.com/watch?v=7IYL5-vEZBc&t=32

Animation Feedback



http://www.youtube.com/watch?v=7IYL5-vEZBc&t=32



https://twitter.com/turdl33/status/1060773730236932097?lang=en
https://twitter.com/turdl33/status/1060773730236932097?lang=en

"Correct Action” Feedback




"Incorrect Action” Feedback
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Rhythm Game Feedback
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Game: osu




Rhythm Game Feedback



https://youtu.be/FdUhPG69PTo?t=176
http://www.youtube.com/watch?v=FdUhPG69PTo&t=176

Ul & UX

e Art and technical details make a game.
Good Ul and UX make a game good!

e Pay attention to Ul and UX!

e Playtest a /ot!




