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Friendly Reminders
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ようこそ
More on this later...

أهلاً و سهلاً 

Welcome
Willkommen

Japanese

Arabic

English

German

SpanishBienvenido
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London

Los Angeles
~5,500 Miles
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What is…

UX

UI

User Experience

User Interface

Player Feedback=
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HUD
Core Gameplay

FE
Frontend, Menus
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Design is not Linear

Form & 

Function

Art Direction

Cognitive Design
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Yeah… but why?









LOOK HERE 

TO CLEAR VISION
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1 Getting Your Bearings
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Touch Sight

Design for the 5 Senses
Getting Your Bearings

Sound Taste Smell



Art Direction for AAA UI1

Touch

Common Sense(s)
Getting Your Bearings

Sound Sight
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1Console Wars

Getting Your Bearings

Knowledge

Data Gathering
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Touch - Input Methods (for AAA)
Getting Your Bearings
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Input Methods (for AAA)
Getting Your Bearings
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Sound
Getting Your Bearings

50% of the Experience
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Sight / Vision
Getting Your Bearings

Our Focus…



Art Direction for AAA UI1

1Knowledge

Getting Your Bearings

1.1 Console Wars

Data Gathering
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How our eyes work
Getting Your Bearings

Cone Distribution (Fovea)



PERIPHERY

Blue-Yellow

& Luminance

sensitivity

FOCUS AREA

Red-Green 
sensitivity



SECONDARY 

INFORMATION

CRUCIAL 

INFORMATION

SECONDARY 

INFORMATION
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Perception Sequence
Getting Your Bearings

Shape Color Form
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ContinuityClosure SimilarityProximity

First, Gestalt Theory...
Getting Your Bearings

Figure-Ground Enclosure Symmetry



ContinuityClosure Figure-GroundSimilarityProximity Enclosure Symmetry
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Help / Hints

?

& Some Usability Principles
Getting Your Bearings

Unique Items

7
3 Levels Deep Affordances

State Changes

Focus Area

Page Flow



States Flow

?
Help3 Levels Deep

7
Items Affordances Focus
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Cheat Sheets
Getting Your Bearings

Figure-Ground EnclosureProximityClosure Continuity Similarity SymmetryG
E

S
T

A
L
T

U
S

A
B

IL
IT

Y

States Flow

?
Help3 Levels Deep

7
Items Affordances Focus
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Visual Harmony

Design for…

Effective Perception 

Getting Your Bearings
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1Data Gathering

Getting Your Bearings

Hardware

Knowledge
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Align with Design
Getting Your Bearings

User journey - what's best?
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Treasure Hunting - References
Getting Your Bearings
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2 The Process
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2The Grid

The Process

Typography

Shape Language

Iconography

UI Representation

2D Artwork

Engine Knowledge



20-Column Grid



Golden Ratio Grid
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21:9 16:9

Aspect Ratio
The Process

4:3



Safe Frame (~90%)

16:9

Keep important 
info within this 
border
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Negative Space

The Process
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Alignment & Anchoring
The Process
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2Typography

The Process

The Grid

Shape Language

Iconography

UI Representation

2D Artwork

Engine Knowledge
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▪ Legibility / Readability

▪ Branding / Style & Tone

▪ Limit font variations (2 max)

▪ Trends / Timelessness

▪ Localizations

▪ Pricing / Budget

Look at the Bigger Picture
The Process
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The 6ft Rule

The Process
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Counters
The Process

This is the best text.

This is the best text.

Freestyle Script

This is the best text.

Open Sans

This is the best text. This is the best text.

This is the best text.

This is the best text. This is the best text.

This is the best text. This is the best text.



Art Direction for AAA UI2

▪ Multilingual Support

▪ Arabic, Asian, Cyrillic, Greek, 

Hebrew, Latin

▪ Numeric Ranges

▪ Diacritical Marks

▪ Glyphs & Special Characters

Extended Characters
The Process
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Font Families
The Process
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Font Weights

Lighter

The ProcessThe Process

Heavier

Large Text Smaller Text
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Font Variations

This is a font variation

The ProcessThe Process

This is a font variation

This is a font variation

This is a font variation

This is a font variation

This is a font variation

This is way too many font variations
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SerifSans Serif
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Please Don’t…

The Process
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…Stretch Text
The Process
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Text Usage
The Process

This is the best text. Look how big this text is – it’s huge! Top quality text.

This is the best text. Look how big this 
text is – it’s huge! Top quality text.

Text Box

Text Box

Word wrap, 60 - 120 characters 

per line, left-aligned, rag right 

for easy reading

Overflow
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Text Usage Localizations
The Process

-انظروا كيف كبيرة هذا النص هو . هذا هو أفضل نص
.نص عالي الجودة! انها ضخمة

Text Box

Dies ist der beste Text. Schau, wie 
groß dieser Text ist - es ist riesig! 
Hochwertiger Text.

Text Box

Additional 40% more space for 
longer localizations (German, Turkish)

Overflow

Be conscious of right-to-left 
formatting for Arabic, Hebrew
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Infamous
The Process

WWWWWWWWWWWWWWWW



Art Direction for AAA UI2

Infamous Gamer Tag
The Process

WWWWWWWWWWWWWWWW[WWWW] 99

Clan Tag Rank Gamer Tag

Rank Icon

Gamer Tag Info
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Do you want to play a game?

The Process
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What the Font!?

The Process
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What the Font!?

What did you do?
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What the Font!?

Impact
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What the Font!?

Hi-5! We did it!
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What the Font!?

Times New Roman
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What the Font!?

Yum rope tastes wow
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What the Font!?

Lobster
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What the Font!?
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What the Font!?
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What the Font!?

Papyrus
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What the Font!?

Comic Sans
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2Shape Language

The Process

The Grid

Typography

Iconography

UI Representation

2D Artwork

Engine Knowledge
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Shape Language
The Process

Primitives / ShapesDots / Lines Negative Space
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Brushes / TexturesPatterns Signature Elements

Shape Language
The Process
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Shape Consistency
The Process
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2Iconography

The Process

The Grid

Typography

Shape Language

Color Psychology

UI Representation

2D Artwork

Engine Knowledge



Art Direction for AAA UI2

▪ Minimum screen size

▪ Simple + Varied

▪ Squint Test

▪ 1” x 1”

Iconography 
The Process
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Construction Lines / Grids
The Process

Construction Grid Construction Lines Final Icon
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Icon Specs
The Process
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Optical Balance / Adjustment
The Process
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Optical Balance / Adjustment
The Process
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Optical Balance / Adjustment
The Process
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Silhouettes and readability
The Process
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Meaning & Ambiguity
The Process
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Icon Treatment
The Process



Art Direction for AAA UI2

Game Time!

The Process
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Universal Soldier Icon

The Process
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Universal Icon
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Universal Icon

▪ Shield

▪ Protected

▪ Secure



Art Direction for AAA UI

Universal Icon
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Universal Icon

▪ Network

▪ Connections

▪ Terminals
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Universal Icon
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Universal Icon

▪ Life

▪ Health

▪ Love
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Universal Icon
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Universal Icon

▪ Repair

▪ Settings

▪ Customization
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Universal Icon
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Universal Icon

▪ Refresh

▪ Reload

▪ Timer based
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2Color Psychology

The Process

The Grid

Typography

Shape Language

Iconography

UI Representation

2D Artwork

Engine Knowledge
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▪ Branding

▪ Direction 

▪ Era / Tone

▪ States (component)

▪ Base color

Color Psychology
The Process
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50  1 Shade of Grey
The Process
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Color Blindness
The Process

Color Blind FoveaNormal Fovea



Art Direction for AAA UI2

Types of Color Blindness
The Process

Red BlindnessGreen Blindness Blue Blindness
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Color Blindness
The Process

Protanopia

Deuteranopia

Tritanopia

Normal
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2UI Representation

The Grid

Typography

Shape Language

Iconography

Color Psychology

2D Artwork

Engine Knowledge
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MetaSpatial

UI Representation
The Process

DiegeticNon-Diegetic



Art Direction for AAA UI2

▪ Flat Overlay

▪ Removed from game world

▪ Typical menu / HUD

Non-Diegetic UI
The Process
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▪ In-world

▪ Character seen

▪ Projections (The Division)

Diegetic UI
The Process
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▪ FX trails

▪ Character outlines

▪ Environment pathways

(Last of Us)

Spatial UI
The Process
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▪ No spatial representation

▪ Screen FX

▪ 2D overlay (blood / 

desaturation)

Meta UI
The Process
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▪ Standard UI elements in many 

games do not necessarily = 

good UI

▪ Exhibit A:  ‘The (Banana) 

damage indicator’

▪ 2D representation for a 3D 

event

Let’s Get Controversial
The Process
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22D Artwork

The Process

The Grid

Typography

Shape Language

Iconography

Color Psychology

UI Representation

Engine Knowledge
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▪ Rendered game assets / levels

▪ Wallpapers / screenshots

▪ Photography

▪ Textures

▪ Dashboard / Background imagery

▪ Banners

▪ Thumbnails

▪ Avatars / Profile images

2D Artwork
The Process
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2D Artwork
The Process



2D Artwork
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2Engine Knowledge

The Process

The Grid

Typography

Shape Language

Iconography

Color Psychology

UI Representation

2D Artwork
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▪ UI capabilities

▪ New tech / features

▪ Exploit the system

▪ Performance

▪ Documentation 

▪ Collaboration 

▪ Testing / Experimentation

Understanding Limits
The Process
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▪ Overlays

▪ Blur

▪ Distortion

▪ Particle FX

Power of Shaders
The Process
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Shader Example 1
The Process

Scanline
Texture

Base UI

Art

Chromatic
Aberration

Glow / Drop
Shadow

Distortion
Effect

Drop 
Shadow

Base UI

Art

Blur
Effect

Chromatic
Aberration
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Shader Example 2
The Process

Scanline
Texture

Base UI

Art

Chromatic
Aberration

Distortion
Effect
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▪ Frontend Hub

▪ Levels

▪ Characters

▪ Props

Scenes
The Process
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Composition
The Process
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3 It's Hammer Time!
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Weapon of Choice
It’s Hammer Time

IllustratorPhotoshop After Effects
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Raster VS Vector
It’s Hammer Time

VectorRaster Polygon
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Mock-it-up!
It’s Hammer Time

16:9
1920 x 1080
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3Static Mockups

It’s Hammer Time

Motion Mockups

Interactive Mockups
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UI Components
It’s Hammer Time
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UI Component States
It’s Hammer Time
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Cheat Sheets
TIt’s Hammer Time

Figure-Ground EnclosureProximityClosure Continuity Similarity SymmetryG
E

S
T

A
L
T

U
S

A
B

IL
IT

Y

States Flow

?
Help3 Levels Deep

7
Items Affordances Focus



PERIFERY

PERIFERY

FOCUS AREA

PERIFERY



Headline

Menu Item 1

Hint Text / Buttons

Context Info

Menu Item 2

Menu Item 3

Menu Item 4



Headline

Menu Item 2

Hint Text / Buttons

Context Info

Menu Item 3 Menu Item 4 Menu Item 5 Menu Item Menu Item 1



He
ad

lin
e

Menu Item 1

Menu Item 2

Menu Item 3

Menu Item 4

Hint Text / Buttons

Context Info

Sub Menu Item 1

Sub Menu Item 2

Sub Menu Item 3

Sub Menu Item 4

Menu Item 2

Sub Menu Item 3



FOCUS AREA

PERIFERYPERIFERY

PERIFERYPERIFERY



Health / Armor

Weapon Info

Critical Info

Minimap

Objective InfoScore / Progression

Crosshair



Health / Armor

Weapon Info

Critical Info

Crosshair

Objective Info

Score / Progression
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▪ Title Page

▪ Front-end 

▪ Server / Lobby

▪ Customization

▪ Heads Up Display

▪ End of Round

Core UI Focus Areas
It’s Hammer Time



Title Screen



Frontend



Server / Lobby



Customize



Loadout



Heads Up Display



End of Round
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▪ No Holds Barred

▪ What’s the worst that can happen?

▪ Dial it back

▪ Discuss

▪ Iterate

Worst Case Scenario
It’s Hammer Time
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3Motion Mockups

It’s Hammer Time

Static Mockups

Interactive Mockups
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▪ Animation / Motion Graphics

▪ Enhanced mockups

▪ Timing 

▪ Visual Impact

▪ Transitions

▪ Style

Motion Mockups
It’s Hammer Time
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▪ Principles of motion

▪ Motion Direction

▪ Concise / loose

▪ Sci-fi / cartoony

▪ Speed / Flare

Motion Mockups
It’s Hammer Time



CLEAN



EXAGERRATED



TECHNICAL



TECHNICAL

CLEAN

EXAGERRATED
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Motion Mockups
It’s Hammer Time



Art Direction for AAA UI3

Motion Mockups
It’s Hammer Time
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3Interactive Mockups

It’s Hammer Time

Static Mockups

Motion Mockups
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▪ Interaction / Prototypes

▪ Implementation 

▪ Functionality

▪ User flow / journey

Interactive Mockups
It’s Hammer Time
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Interactive Mockups
It’s Hammer Time

FlashExperience Design

Animate

In-Game
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Iterate
Iterate
Iterate
Iterate
Iterate
Iterate
Iterate
Iterate
Ship-it
Iterate
Iterate
Iterate
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One More Time!

It’s Hammer Time
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What the HUD is this!?

It’s Hammer Time
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4 Invisible Forces
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▪ Text spacing - 40% German / Spanish

▪ LtoR vs RtoL

▪ Legibility / Readability

▪ Font choice & extended character sets

▪ Arabic, Asian, Cyrillic, Greek, Hebrew, 

Latin

▪ Color meaning

▪ Symbols / offensive imagery

▪ Icons as substitute

Localizations
Invisible Forces
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▪ Platform specific requirements

▪ 4K vs HD vs SD

▪ Minimum text sizes

▪ Input Controllers

▪ Language support

▪ Region ratings

▪ Visually impaired

▪ Loading times

▪ User feedback

▪ Edge cases – Disconnection

Invisible Forces

TRCs / TCRs
(Technical Requirements Checklist)
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▪ Particles / VFX

▪ Character Animation

▪ Audio Cues (50% 

experience)

▪ Haptic Feedback

▪ Game states

Non-UI, UI
Invisible Forces
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▪ Poor Composition

▪ Confusing

▪ Mundane

▪ Rehash

▪ Inconsistent

▪ Unreadable

▪ Last gen

▪ Overload

Pitfalls
Invisible Forces
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5 The Finish Line



ART

FORM 

DESIGN

FUNCTION+

1. RESEARCH
Art Direction for AAA UI



Typography

BRAND

LEGIBILITY 

Shapes & Icons

IDENTITY

TREATMENT 

+
Color

LIMIT 

ACCESSIBILITY

+

2. VISUAL IDENTITY
Art Direction for AAA UI



Composition

FRONTEND

HEADS UP DISPLAY

Mockups

STATIC 

MOTION

INTERACTIVE

+

3. EXECUTION
Art Direction for AAA UI



Constraints

PLATFORM SPECIFIC

TECHNICAL REQUIREMENTS 

CHECKLIST

Localizations

TEXT OVERFLOW

REGIONAL SENSITIVITIES 

+

4. INVISIBLE FORCES
Art Direction for AAA UI



UI is like a Ninja
unnoticed to the player but when seen … executes beautifully



Thank You Omer Younas

@OmerYounas

omer.younas@dice.se

www.omeryounas.com


