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UX s a nat
| ke to say there are a ot of
nats on a team,

| waRkeTnG | B

ART |

PROGRAMMING | |

| ProDucTiON
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e Cven design hats

| ouests

| BAauaNcE |

| NammaTvE |

Lo |

| LEVELS |

| swmews | | PROGRESSION |

| MONETIZATION |
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 And sometimes they are split up differently

| BAauaNCE |

| ProcRession | | U | | uests |
| wonerzamon | [ wes | | UX | | svsews | [ wermame |
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_WNo wears wnat Nat’s

e |U's easy to get resentful over who owns what,
e [Nere s g lot of confusion over what UX means
e And what game design means, for that matter
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« And why not? [hey have a lot in common,

e A problem is presented

e [Nhe user has to figure it out

e [Nhen has to decide what to do about it

e [Nen has to actually execute some actions
e And hopefully get a response
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FEEDBACK

| MENTAL MODEL
STATE CHANGE
* | 00k at a standard loop, we al
KNow this one,
ACTUAL MODEL

INTENT (RULES)

| INPUT VIA TOOL
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AddINg dete

e Sut IT's really not detailed
enough, Let's break this down a

DIt

INTENT

. R ™

BLACK BOX
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AddINg dete

e Sut IT's really not detailed

enougn, Let's break this down &
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AddINg dete

e SUT IT'S really not detalled enougn, Let's break this down a bit

INTENT

AFFORDANCE

INPUT

ACTION
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BLACK BOX
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AddINg dete

ed enougn. Let's break this down a dDit

e SUT IT'S really not deta
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| I “» BLACK BOX




S

AddINg dete

ed enougn. Let's break this down a dDit
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ach of these s its own "game”
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INPUT
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ach of these [s its own "game”

| FeEDBACK |
INTENT | | AFFORDANCE
| MENTAL MODEL STATE CHANGE |
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| \| <
/ =

]
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—l INTERT (RULES)

INPUT VIA TOOL /
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ach of these s its own "game”
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ach of these s its own "game”
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ach of these s its own "game”

INTENT AFFORDANCE INPUT ACTION BLACK BOX
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Came |svstem] design

e |3kiNg a step back a moment..,

INTENT

~

AFFORDANCE

INPUT

PR

ACTION

11

R

BLACK BOX
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wWhat goes ir hlack hoxes?

o« Complex problems
o« PSPACE-Complete problems

o W OrC \‘HI TiOr
e lerrtor
o LIV projo

. Resource managemen
e tasier problems, for younger ages
e Social problems
o Iruct
 Hierarchy BLACK BOX
e Mentorship
e Physical mastery problems
e Uxygenation
e AUTONOMIC resSpPoNSses
* Chance

#GAMEUXSUMMIT ‘17 / TORONTO



y D@S@E

e Ul design I1s usually about
transparency instead... the
oppaosite of black boxes

AFFORDANCE INPUT

e SBUt there IS crossover nere to a

the domain of UX designers m
i
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Ul crossinc o UX esiar

e INstead,
consider
cach Ul as its
own little
game.. Its
own 10op

e "tvery button
S a3 game’

@ -
l

T

INTENT

AFFORDANCE

INPUT

S | I | N
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Ul crossing into UX

@— -
l

e INstead,
consider
cach Ul as its
own little
game.. Its
own 1oop,

e "Cvery button
S a3 game’

Jesian
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4—-_| STATE CHANGE
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INTENT

AFFORDANCE

INPUT

ACTION
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Narrative gesigr
[t IS sOrt of like Dlack
Doxes too,

As feedback comes back, it
©Ofter wranned neyrnnols, | MENTAL MODEL

FEEDBACK

STATE CHANGE |

\

ACTUAL MODEL
(RULES)

INTENT

INPUT VIA TOOL
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Narrative design

* We normally encounter these in order, thougn not always
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Narrative desigr

These symbols form thelr own game or puzzle, their own thing with “play” to them,
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Narrative desigr

Assembling these mentally 1s another game, and puzzle pieces that fit together In
many ways provide interpretability — aka art

&
oL

r®
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So where does UX git?

There are a lot of ways to define experience,
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MENTAL A Map of Game

MODEL ’

[

“PLAY”
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FEEDBACK

SIMULATION

AUTHORED STORY
FUN (N ~ INTUITION PERFECT ]
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EXERLE STATE VIEW
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OBJECTIVE
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LUDIC ARTIFACT BUX
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practices models INTERA |} PROBL networks
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“So where does UX sit?

e [Nere are also experiences players seek which aren't even the ones that
we designed

e Meditation

Comfort

Practice

Speedruns

Mods or hacks or glitch play
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S0 where does UX sit?

e [he job of UX s to make sure the learning can happen!

e |Ne crank that turns the wneel

UX
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A NAaptic example

ATV

LA TN

. T /’\‘ }:/ Q @ ’/’\ ;: \\/: |

NN AV N/

tightly tied to haptics




A NAaptic @gé__mw

SELECT BEST PATH

Cognitive
problem

MODIFY FOR
AVOIDANCE

=y

STEER ON PATH

e N adriving game, where to drive is the higher order problem [winning 1S

the highest, not shown)
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A haptic example
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A haptic example
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A h@@“@ @:}Z‘é}ﬂw ﬁ

MODIFY FOR
SELECT BEST PATH AVOIDANCE STEER ON PATH

Cognitive
problem

* Sest possible curve path 1s of course constantly blocked. So at a tighter
cognitive loop, you engage In avoldance
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A Naplic examole

MODIFY FOR
SELECT BEST PATH AVOIDANCE STEER ON PATH

Haptic
problem

e SUt the tightest game loop Is the loop of the controls, which IS a massive
autonomic and reflex challenge.
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S

A NAaptIc example

* |Nis gets called game fee
sometimes. 1he way in which
tight naptic loop controls relate
to your actions

e [Nere are best practices nere
that are not Ul

l I

INTENT AFFORDANCE INPUT

S | IS | N
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A haptic @xarﬁm _

@—
l I

INTENT AFFORDANCE INPUT

e SUt they are also not just black
Dox challenges. Some of 1t 1S
tied to human reaction times

o ~)60OMS TOr CONSCIOUS reSpoNse

e l[ess for autonomic

o Often sub loms on visual
nerception

S | IS | N
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MODIFY FOR

CTBEST AVOIDANCE

STEER ON PATH

Cognitive
problem

e [0day's UX solution to this Is to remove the highest order cognitive game
oy providing a "ghost track” to follow,
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Different loops for different goals

* [Nis loop serves particular learning purposes — reflex, training, reaction
time

* |Ne opjective IS to train the autonomic system as much as possiple
e Jften these sorts of games have many veros
* Generally, they dont have a ot of "play” to them though,
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]

5,478 different positions
255,168 possible games
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T 1S range of motion”
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But it s also ambiauity

The hero slew the dragon and saved the
kingdom.

For sale: baby shoes. Never worn.
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Hard financial times?

Sold by the father?

A painful memory?
Marriage OK?

Baby shoes A miscarriage?

A stillbirth?
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o Agency Is defined by the
number of verps, of Inputs

S(OISIRIN
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o Agency Is defined by the
number of verps, of Inputs

e Play Is defined by the number of
answers

S(OISIRIN
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e Great Ul I mapping of input to
answer,

 Ureat UX many inputs, one
answer

e Great games? Une to many”
e NOt that fast,.,
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(Games may have many Durposes

e BeCcause the |essons we are
Uvmg 0 tTeacn may e quite Cw agency | ich agoney
vari@d\ g~ olay | chipey

LOw agency High zcency
Low C ey Low pay
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e

(bames mav nave many

e Different games may fall on ver\Photopia
different areas in this model, Journey

Dear Esther

Sandbox MMO

Dishonored

Minecraft

Wii Orchestra

GTA

Call of Duty

CYOA Wii Sports

Candy §rush Super Mario Bros.
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_(Games may have many

e In fact, these can be genres,  Photopia

ATUCATS Journey

Sandbox MMO

Sandoox
Dear Esther
Dishonored

MTorsive gameo
Minecraft

GTA

Call of Dut
Arcece garrg

Wii Sports

CYOA

Candy §rush Super Mario Bros.
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(Games mav nave many ournoses

e [Nese work for different effects
on users, but all of them neeo
QOOdLJX. Cmcany InTuition

Accutoration Entrainrment
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lecnniogues per effect

* | OOSE SYMBOLIC RELATIONSHIPS * NP PROBLEMS
* LAYERED SYMBOLOGY  MULTIPLAYER
* AMBIGUITY OF REFERENTS * (ORTHOGONALITY (DISPARATE GAMES IN ONE)
« ANACOENOSIS: ASING AUDIENGE FOR OPINION, e SIMULATIONS
PRESENTING MULTIPLE OPINIONS o SIGNS AS TOKENS (RPGS, DIXIT)

* SURREALISM, ACAUSALITY

e RHETORICAL REPETITION «  STAGECRAFT: CUTSCENES, TRIGGERS, CONTROL
« REPLAY FOR ACHIEVEMENTS « STRING OF PEARLS
* FRAMES, LABELS « SCAFFOLDING
« IMPOSE WORLDVIEW THRU VIEWPOINT * SPEED AND REFLEX TRAINING
CHARACTER « SELECTIVE AGENCY (NO CHOICES)
« OTHERING « TROPES

* HIGH CAUSALITY
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jAQLW Mnle

e NNk Of the type of game that
much of AAA IS centered
around, as well as a chunk of

the indie community — you nave « RHETORICAL REPETITION
systems with actually relatively « REPLAY FOR ACHIEVEMENTS
few verbs * FRAMES, LABELS
« IMPOSE WORLDVIEW THRU VIEWPOINT
* [Ne Dlack poxes are typically . Cgﬁ:é%?
derivative or familiar, reducing e HIGH CAUSALITY

the cognitive load
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A_quadrant example

* A low verp low play might be a
Neavily narrative game, maybe
fairly linear,

* [Nese serve different purposes,
because a huge part of the
game Is about lack of choices, ACCULTURATION
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 Actual anapnora

e Repeated story elements
e Self-similar plot structures

« Mechanically forced repetition
e STUTT like game replay faor
achievements
e A Map you run over again and
again
e [Ne use of repetitive action In
Howling Dogs or Cart Life
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e ADopNesis and paralipsis
e Bringing Up the 0pposing
VIEWDOINTS Just In order to dismiss
them

e |he use of labelling In order to
Ccause groups or ideas to be
narrowed down and stereotypeoc
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Ne empatny exploft

* [he imposition of a worldview by making a sympathetic protagonist
whose actions always follow a given agenda’s code

o We see this a lot In action movies, where the nero does all sorts of horrendous
things and we cheer for him

e [°' pErson action games do the same

e [Nhe key tactic here is to make the teacher/character seem similar to the
Dlaver, We are deeply vulnerable to people we see as similar to ourselves

e S0e also ethopoeia,
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1 he empatny explolt




Jthering

e Casting a group as "not of my
tripe,” usually througn labels
that In some way deny thelir
nuManity

e This Is how fantasy MMUs invoke
colonialism, usually unawares

o \ery widely used within games
 Fomale characters
e NON-human enemies

i e e i
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B el

Jthering

e« Contrast to All Quiet on the
western Front..
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gn causality

/

e \When causality IS made explicit, that Inculcates the notion that the cause
this time may be the SOLE reason why a given thing could happen

e | Inear narratives
e F4lse choices In narratives

* YOU Can do this In higher agency games still; just have the dynamics of
the system point towards a given gutcome

e This was the paolitical critigue of SImCity's liberal bias
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High causality .
e \When causality IS made explicit, that Inculcates the notion that the cause

this time may De theeall roasa il s give n tone g 110 Nappen
e Linear narratives e | 2

* False choices In §
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* Uf course, the hardest UX to
create Is actually when you have
mMany verps and much play, the
and of sandboxy games wnere
JUst the density of affordances
means that everytning I1s
confusing..,
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Ne naragest Ux

e Here IS where working with
consistent paradigms becomes
critically iImportant

* NP PROBLEMS
 MULTIPLAYER
* ORTHOGONALITY (DISPARATE GAMES IN ONE)
e SIMULATIONS
* SIGNS AS TOKENS (RPGS, DIXIT)
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A tuning checklist

* | USe a little checklist for tuning. .,
* Sroken Into four categories:

FUN: items that pertain to black box structure, aka Hard Fun/Visceral Fun

DELIGHT: items that pertain to feedback systems, aka Easy Fun

SOCIAL items related to human interactions, aka Social Fun

-LOW. items related to engagement, larger scale structure
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|

Do you have to prepare for the challenge? Select loadout for an encounter
..where prep includes prior moves? Tackle the trash mobs after the big boss
...and you can prep in multiple ways? two different valid raid teams for a boss
Does the topology of the space matter? layouts of the level matter
...does the topology change? the enemy can block areas
Is there a core verb for the challenge? A one-word verb like "defeat” or "intercept”
...can it be modified by content? equipment affects the combat
Can you use different abilities on it? aka, can you make choices, like say different attacks
...will you have to in order to succeed? will mashing a single button fail, like in a fighting game
Is there skill to using the ability? Using timing, or aim, or some other intrisic player skill
...or is this a basic Ul action? Pressing “combine”
Are there multiple success states? Hitting for a critical hit versus a normal one
...with no bottomfeeding? You can't farm low level mobs
...and a cost to failure? You can die or miss
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Jellgnt o .

The grappling indicators in Arkham Asylum; the cursor change on
an interactive object; the click sound when clicked

The sound for a door opening is different than the sound for
dropping an item
The pulling of a trigger on the controller pulls a trigger in the

Does every action have affordances and feedback?
...Where the feedback is contextual to the action?

...and where it matches reality in action and reaction?

game
...and is tightly linked narratively? The feedback for an explosion looks like an explosion
...anhd is multimedia? You get the sfx and the visual effect and maybe more

Petville pets are instantly cute; Bioshock levels are instantly

Does it elicit instinctive reactions: creepy; swords are instantly swingable

...mix organic and artificial? Having both maximizes aesthetic appeal
...can players affect it, even if only briefly? Ripples when walking in the water; knocking over barrels
Are there surprises? Disturbing the butterflies in the grass in SWG; "Zug zug"

bullet hole decals when you shoot; actually being able to eat that

. -
...that are familiar or expected: apple; the guitar riffs in Brutal Legend

..that are grace notes? Flushing the toilet in Half Life 2

Does it invite thought? Moral dilemmas (Bioshock), mysteries (Limbo)...
...such as story-creation? The wisp language in UO
...or philosophy? The rebuilding of the city in Flower

UXSUMMIT ‘17 / TORONTO
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Is the task complex in a mathematical sense?

...where a simple heuristic can get you by at first anyway?
..isit fun?

Does the task have rising and falling pacing?

...where the ebb points rise over time?
...and the peak points rise over time?

...and ebbs are never boring?

...and peaks are never too hard?
...and you know what the next goal is and how close?

Does the task have positive feedback?
...every ten seconds?
...but variably?

...is it delightful?
Is the task chunk-driven after initial learning?

...and new tasks are only added after the previous is chunked?
...and new tasks are not orthogonal?

= B el

Solving for the right pick up group for a dungeon is a tough
problem.. Look up NP-hard problems

"tank nuker healer" will get you by for a while but isn't optimal
See all the items in the "fun" checklist

You don't just fight bosses; there's "breathers" and periods of less
challenge

"easy" at higher levels of gameplay are equivalent to boss fights
earlier on

Bosses get tougher over time

You never have a level where you can just kill everything without
thinking about it

You never hit a spot where you're stopped cold or need a strategy
guide (Ninja Gaiden bad, racing game compensation good).
Waypoint systems; XP bars; etc

everything you should give feedback -- when you move, you can tell
you are succeeding.

Something needs to be giving you an update all the time

But not so regularly that it becomes ignorable; see Treasure
Madness' rewards

See the Delight checklist

After you master jumping in a platformer, it becomes second nature,
and instead you are using the tool of jumping to solve higher order
problems

We don't make you learn jumping and shooting at the same time
You layer shooting on top of jumping; they are complementary
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S0CIA

Do you need other people?
...because they contribute something unique?
...and you have a clear role?
...and you feel regularly needed by them?
...are there regular prompts for it?
Do you have a rich growing profile?
...and you have clear relative status?
...and personalization?
...and you can see other people’s clearly?
Does the activity promote regular rituals?
..that have pageantry?
...and public presence?
Does the activity promote altruism?
...and reciprocity?
...are there regular prompts for it?
...can you teach?
Does it promote tribality?

...and is there membership in more than one?

...can you gloat?

i e . i I

Viral mechanics; grouping; etc

Teams; economic exchange

Classes, positions on a sports team

Interdependency, where you can enhance others' success
Neighbor prompts, or stuff in the mechanics that calls for help
Character sheet, profile page

Levels

Equipment/clothing
Dollhousing/decorating, avatars
Appointment gameplay; leveling up celebrations
Levelling up visuals, graduation ceremonies
Visible to others

Gifting, grouping, donation rooms, etc
Social indebtedness: return gifts, etc

Nag screens, incentives
Mentoring/sidekicking

Group membership like guilds

Class membership, guild+city+tag, etc

Taunt systems
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_A salling snip
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A salling snip

e |Urn radius indicator
e \/clocity Indicator.
o Acceleration indicator
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Jnicorn Cnaser

* FOrthcoming party card game,

e BSut... | had to shelve 1t for
YEARS

* Why? ‘647‘
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_lﬂwggrm(zhager

e Uriginal black box design was exactly the same, but the experience was
very different,

%
« ™
a
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e [gke the red cards I-4 from &

deck
e ANd the other player gets the I- a fw
4 black cards, - O
L‘
. /
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e Play on four stacks,
e Un vour move
e Play a higher card than what Is
there
[

e Ur move acard from one stack 1o

o | | / ///
another, if It 1s going on something
i [ /

~
—

Nigher
e Urreplace a 4 and everything
Jnder it with a 1, If yvou have one,
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Z//%//% e UR by getting the top all yvour color

 UR by preventing the opponent from having a move
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* Jriginally designed with discs,
Not cards!

* WNhiCh meant you could not see

what was under the top on a g O
—

stack..,
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liny Castle

e BUL neither discs nor cards are

Ntrinsic to the black box design,

e Really, this 1s actually a tricky
Ittle math problem
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liny Castle [cards ar discs

—

N\

L0 L
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liny Castle

e Moat
o \Wall

e [Ower
e [Urret

e Changes legibllity in more than
one way




S e

liny Castle as g castie

LoD L

> Previously hidden
context
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Y consequence

e [Ne hidden context was
deducible previously,

e SUt that just adds cognitive load
as a memory puzzle.

* Which is not what the game is g
about —

e [Ne "side view" exposes the
strategy of replacing a stack
hased on what resources it
returns to players’ hands,

o Which existed, but was hard,
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lactiity

e A new UX costs us easy read of
the board,

e NUumbers Is way easier 1o grok off
the bat

e [Nough Most players get over this
quickly..,

e Plus | could mark the castle
nleces with numbers anyway.
e SUt buys us whole new forms of
Dlay
e Creative
e Agsthetic
e Narrative




JI, UX, Game, Narrative

e AS g director, | wear all these hats, in the ena,

T —

* SUL being able to disassempble games Into these constituent Dits gives
me the apllity to make the very real tradeoffs between user experience

and game design

INTENT

AFFORDANCE

INPUT

ACTION

Il 2

BLACK BOX




 Game system design IS about creating problems for the user to solve,
and getting them to understand the "maching” behind the problem, often
at an intuitive level [t 1s about revealing complexity

* Ul design 1s about making the tools for solving the problem pe very
ODVIOUS,

e UX design Is about nelping players solve the right problems, which usually
means hiding complexity. Which also implies. understanding what the
game 1S for, what the complexity It teaches actually I1s
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