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TRUST IN UX



WHO AM I?

Erik Ortman
Lead UX Designer on Battlefield in Stockholm
At EA DICE for 8 years



”UX IS HERE TO SAVE YOU!”



”UX HAS YOUR BACK!”



3 practical ideas you can use when 
struggling to build trust for UX in the 
game dev process.

UX Concept Design

Small Impactful Changes

Emotional Targets

HOW TO GET THERE?



UX @ DICE

UX User Experience Design



UX @ DICE

UX User Experience Design

User Research

UR



UX @ DICE

User Experience Design

User Research

CI Consumer Insights

UXUR



IS THERE (STILL) A PLACE FOR
UX DESIGNERS IN AAA GAMES?
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AAA resources ≠ (Automatically) great UX
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UI?



UX 
DESIGN UI ART

TECH 
DESIGN UI CODE



BREADBOARDS



UX CONCEPT DESIGN





The “Napkin Sketch”

The seed - factions facing off as a backdrop for 
menu navigation

Used to spark a conversation

Brought visibility to the idea

Raised more questions than answers



Sketch with UI

Quick 3D scene with assets posed

Enough UI to feel interactive without 
becoming a UI feedback session



Getting excited

Gave the visuals some love (helps to have a UI 
Art Director that is also a 3D ninja!)

Added movement and music









Your concepts can turn into the product if 
you take them too far.

Find the sweet spot

RISKS



SMALL IMPACTFUL CHANGES



In games, most people who make UX decisions are not UX Designers



BATTLEFIELD 1 - PROLOGUE



BATTLEFIELD 1 - PROLOGUE

• Make players feel something unique
• Experience different gameplay aspects
• Promise of great adventure vs. horrors of war





TESTING



TESTING

• Players did everything to stay alive
• When they died, they tried to reset
• Frustrating, Unintuitive & Confusing



TESTING

• Players did everything to stay alive
• When they died, they tried to reset
• Frustrating, Unintuitive & Confusing

The fix…









Build trust by showing why small changes can have great impact



CREATIVE LEADERSHIP TRUST

• Making the right product
• Ensuring we stay on vision

Find a Shared Language



EMOTIONAL TARGETS



“ENGAGE-ABILITY”

• Motivation
• Emotion
• Game Flow



“ENGAGE-ABILITY”

• Motivation
• Emotion
• Game Flow

Emotions are complex



EARLY DIRECTION

• Design Pillars
• Style and Tone
• Player Motivations



DIRECTION EMOTION UX GUIDELINES

“An open world worth 
exploring”

“As a player I feel
Invited to explore”

• Allow for Experimentation
• Avoid restrictive paths
• Keep cognitive load low



UX Concept Design

Impactful Small Changes

Emotional Targets



THANK YOU
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