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Problem Statement

here was very little UX consideration in our tools.
And... you guessed the results.




Cognitive load refers to the used amount of
working memory resources.

Processing Power

*Minimize cognitive load, Nielsen Norman Group
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Paper map Turn-by-turn direction

From Sea-Tac Airport and
Northbound I-5

When leaving the airport, follow the
signs onto Interstate 5 North. Follow I-
5 North into the city and take the
Seneca Street Exit. Follow Seneca down
and take a right on 1st Avenue.
Continue on 1st Avenue for 10 blocks
and turn Left on Wall Street. Go down
the hill to the Waterfront, cross over

the railroad tracks and Alaskan Way and

Cognitive Load




High Cognitive Load

More “figuring it out”; More working memory resources

Low Cognitive Load

0 Cognitive Load? |




Why

do | care?
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How

do we reduce the cognitive load?
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#1 Make the most of familiarities

Link to the publication: https://link.springer.com/article/10.3758/s13423-015-0889-1
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https://link.springer.com/article/10.3758/s13423-015-0889-1

“It's a device, Morty, that when you put it in your ear, you can enter people’s

dreams, Morty. It’s just like that movie that you keep crowing about.”




2 signin

£ 000

cene Time
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chief
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chief02

chief01

1. Associate animations to familiar elements (characters)

chief01
chief02

chief03

pilot

2. Present animations in a format users are already familiar with
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BEFORE AFTER
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#2 Standardize
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Show my refund so far > u (4, Search ) Help El

Wages & Income Deductions & Credits Health Insurance Other Tax Situations Federal Review

& turbotax

Deluxe

Now it's time for the fun part...

Pravious Taxes 9
2018 TAXES

Your tax breaks

My Info

Federal

State

Raview Mortgage Interest, Refinancing, and Insurance Not started m

(Form 1098)
File

Tax Tonls

Property (Real Estate) Taxes $0.00 Edit

Child and Dependent Care Credit Not started ﬂ




Gameplay Vignette Cinematics




What was it like to “export an animation™?

Step 1 Step 2

Gameplay Animation Settings Editor

Vignette Animation Settings Editor Composition Exporter

Cinematics Shot Assignment Tool Composition Exporter
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Step 1 Step 2

Gameplay Animation Settings Editor

Vignette Animation Settings Editor Composition Exporter

Cinematics Shot Assignment Tool Composition Exporter




Step 1 Step 2

Gameplay Animation Settings Editor

Animation Settings Editor Composition Exporter

Vignette

Cinematics Shot Assignment Tool Composition Exporter




Step 1 Step 2

Gameplay Animation Settings Editor

Vignette Animation Settings Editor g Composition Exporter

Cinematics Shot Assignment Tool Composition Exporter

M Composition Exporter — ] X

* ¥ Objects: Reset All

» ¥ Cameras:

Export -> Import Export Only Import Only Cancel
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D = 3

]

cin_kelly
cin_fred
cin_linda
cin_chief
cin_ar1

cin_ dmr
cin_sniper
cin_grunt
cin_prowler
cin_door1
cin_elevator
cin _door2
cin_supports a
cin_clamps
cin_boom a
cin_shotgun
cin_elite1
cin_jackal1
cin_container_med1
cin_box Ig1

cin_onicrate a1

bay 010

Gameplay

Vignette

Cinematics

bay 020

bay 030

Step 1

Animation Settings Editor

Animation Settings Editor

Composition Exporter

bay 040

Shot Assignment Tool

bay 050

bay 060

bay 070

bay 080

Composition Exporter

bay 090

bay 100

bay 110

bay 120

bay 130

bay 150

bay 160

bay 170



Step 1 Step 2

Gameplay Animation Settings Editor

Vignette Animation Settings Editor Composition Exporter

Cinematics Shot Assignment Tool Composition Exporter

M Composition Exporter — ] X

* ¥ Objects: Reset All

» ¥ Cameras:

Export -> Import Export Only Import Only Cancel
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Step 1 Step 2 Cognitive Load

Gameplay Animation Settings Editor . . .

Vignette Animation Settings Editor Composition Exporter . . . . .

Cinematics Shot Assignment Tool Composition Exporter . . . .
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What if...?

Cognitive Load

Gameplay .

Vignette E_ . .
Cinematics . .
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What if...?

Cognitive Load

Gameplay .

|—
Narrative . .
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The Solution

2 A O

‘#5ort | TFilter

v [ Chief 3-130

™~ Chief v  shot @ 3 53
v Chief v  shot2 @ 100 130
v v camo01 0-153

v cam01  ~  shot3 @ o 49

v cam01 v  shotd @ 50 153




BEFORE AFTER

M Composition Exporter

» ¥ Objects: Reset All

Animation Tracks

» ¥ Cameras: Reset All

Options:

Export -> Import Export Only Import Only Cancel

Export Export (Experimental)

Shots

bay 010 bay 020 bay 030 bay 040 bay 050 bay 060 bay 070 bay 080 bay 090 bay 100 bay 110 bay 120 bay 130 bay 150 bay 160 bay 170

cin_kelly

cin_ar1
cin_dmr
cin_sniper
cin_grunt
cin_prowler
cin_door1
cin_elevator
 door2
_supports_a
_clamps
_boom_a
_shotgun
_elite1
cin_jackal1
cin_container_med1
cin_box g1

_onicrate_al




#3 Do the math for users
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Condition: After idling for 5 minutes...
Action: Play below animations based on its weight

ANIMATION WEIGHT
Sing 0.2

Yawn 0.3

Juggle 0.5

lteration 1

| Users would like the system to split the remaining weight value !

Y GOC" GAM= DEVZLOPERS CONFERENCE | July 19-23,2021 | #GDC21



Condition: After idling for 5 minutes...
Action: Play below animations based on its weight

ANIMATION WEIGHT
Sing 0.2

Yawn 1

Juggle 1

lteration 2
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Condition: After idling for 5 minutes...
Action: Play below animations based on its weight

ANIMATION WEIGHT
Sing 0.2

Yawn

Juggle

lteration 3

*Patented by Microsoft
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BEFORE AFTER

ANIMATION WEIGHT ANIMATION WEIGHT
Sing 0.2 Sing 0.2

Yawn 0.3 Yawn

Juggle 0.5 Juggle
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How do we reduce the cognitive load?

1.Make the most of familiarities

2.Standardize - emcmm

Condition: After idling for 5 minutes...
Action: Play below animations based on its weight

3.Do the math for users

lteration 3

ﬁ *Patented by Microsoft GAME DEVELOPERS CONFERENCE
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Jun Fu

Kenny Magnusson
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Nick Avallone
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Rob Miller
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Scott Andrews
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Thanks !

irene.zhu@microsoft.com

Irnz5599@amail.com

5 /irenezhu(



mailto:irnz5599@gmail.com
mailto:irnz5599@gmail.com

References

» Cognitive Load Theory and the Format of Instruction, Paul Chandler
* Minimize Cognitive Load to Maximize Usability, Nielsen Norman Group
» 100 things every designer needs to know, Susan Weinschenk

» Building knowledge requires bricks, not sand: The critical role of
familiar constituents in learning, Lynne M. Reder, Xiaonan L. Liu,

Alexander Keinath & Vencislav Poppv


https://ro.uow.edu.au/cgi/viewcontent.cgi?article=1133&context=edupapers
https://ro.uow.edu.au/cgi/viewcontent.cgi?referer=&httpsredir=1&article=1133&context=edupapers
https://www.nngroup.com/articles/minimize-cognitive-load/
https://www.amazon.com/Things-Designer-People-Voices-Matter-ebook/dp/B004X1V1CS
https://link.springer.com/article/10.3758/s13423-015-0889-1
http://Minimize%20Cognitive%20Load%20to%20Maximize%20Usability.%20Nielsen%C2%A0Norman%C2%A0Group

	Free Up the Cognitive Load 
UX in Animation Workflow��Irene Zhu
UX Designer, 343 Industries
	Slide Number 2
	Slide Number 3
	Slide Number 4
	Slide Number 5
	Slide Number 6
	Why 
do I care?
	Slide Number 8
	Slide Number 9
	Slide Number 10
	How 
do we reduce the cognitive load?
	#1 Make the most of familiarities
	Slide Number 13
	Slide Number 14
	Slide Number 15
	Slide Number 16
	Slide Number 17
	Slide Number 18
	Slide Number 19
	 #2 Standardize
	Slide Number 21
	Slide Number 22
	Slide Number 23
	Slide Number 24
	Slide Number 25
	Slide Number 26
	Slide Number 27
	Slide Number 28
	Slide Number 29
	Slide Number 30
	Slide Number 31
	Slide Number 32
	Slide Number 33
	#3 Do the math for users
	Slide Number 35
	Slide Number 36
	Slide Number 37
	Slide Number 38
	Slide Number 39
	Slide Number 40
	Slide Number 41
	Slide Number 42
	Slide Number 43
	Slide Number 44

