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Ripping off the band aid
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F



This morning 

my head exploded.

Can we add an 
option in the menu to 
use the old system?

The only thing 
I’m missing is…

But I’m used to 
Tools already!

Right now it's taking much 
longer to do anything in Tools



Perfect!

Great!

Good

Okay

Hooray for sensible 
controls! :D

The new navigation 
feels better.

navigation quickly 
became second 
nature :)

this change is very 
welcome :)



● PRO: Quick to get over with

● CON: Disruptive for a short period

● CON: Can collide with gamedev schedules

● CON: Requires tools support

● Communication before and on the day of launch

● Worked great for a small self-contained change

CONCLUSION



The dual environment

Scenario B









Days Hours



● PRO: No stress!

● PRO: Free beta testing

● CON: Comfort zones can drag the process

● Tailor communication to users

● Recommended for big changes

CONCLUSION



The slow evolution

Scenario C







● PRO: Users learn small bits at a time

● CON: It’s difficult to keep up

● For communicating, be available!

CONCLUSION



COMMUNICATION

PRO

Passive

Archived

Permanent

Accessible

Direct

Immediate

CON

Forgettable

Archived

Needs action

Outdated

Non-global

Dismissed

Email

Blog

Wiki

Videos

Meetings

Pop-ups



Take Away

CommunicatingDesigning
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Thank you!


