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A Discard A

Professor b Game artist

J0l0 | 1996
Teach 3d modeling, environment art, character
animation, game design. art, Ul, VFX, aka all the
stuffs.
Cut funding to projects. l
Shut down studio.

# Take a short rest, cuz, 1 have 3 jobs and kids.
¢ Work on my board game projects:

Alien Petshop, Ogres Dinner, The Maze
¢ Shuffle Life Happens deck.

tunﬁiliuné

N

y ( _GDC@ GAMZ= DEVZLOPERS CONFERENCE | July_19-23,'20'z1 | #GDC21

-








http://www.ogrecrossing.com/

Four Aspects of Visual Design

1. Function vs Aesthetics
2. Visual Hierarchy

3. Affordances

4. Compelling Visuals
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Function vs Aesthetics
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Function vs Aesthetics, a Continuum
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Die Ms Word Die!!
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You may prevent up to 3 +6 damage +3 speed
damage after battle. +1 damage
If you win a battle using
Heat Ray, the encounter
card is trashed.
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+8 damage to combat
against planets.




Function vs Aesthetics

BLACKSMITH

Bui a structure
ata <2 discount.
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Occam’s Razor

e Simple,
clean
design is
preferred

e Favor
simplicity,
legibility

Build a structure

Earnf4 ata <2 discount.
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Intentional Design

e Every mm of visuals on a product is treated
to reinforce visual goals.

e This does not mean ‘texture everything’
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Great Design

e edge weight varies
and deckled (and
not straight)

e Aspirational

C
il
o |l

naracter
ustration

ustrated icons

(almost like digital
RPG icons)

e Whitespace to
reduce noise and
isolate figure

-




Function vs Aesthetics: Abstract games

e Abstract games can look
beautiful too

e The Veneer of visuals and
theming makes the puzzle
compelling.




Make the Puzzle Pretty




Visual Hierarchy
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Visual Hierarchy

e The ordering of elements from
most to least important

o Visual weight and emphasize
provide that ordering
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Visual Hierarchy: Contrast

e almost any visual quality can have
contrast

o It's a tool to emphasize design
elements
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Information Hierarchy

e Cost

« Name &4
o Ability text o
o Discard/Keep




Contrast

Squint test
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Contrast and simplification
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ATTACK B @ SEETHE FUTURE gAThck
WY DEPLOY THE THOUSAND-YEAR BACK HAIR FEAST UPON A UNICORN ENCHILADA AND AREN THE BEAR-D-DACTY,
) GAIN ITS ENCHILADA POWERS

{ PRIVATELY VIEW THE TOP }
THREE CARDS OF THE DECK

END YOUR TURN AND FORCE THE
NEXT PLAYER TO TAKE TWO TURNS
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Affordances
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Affordances
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Affordance in Digital Games




Affordances
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Affordances
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Graphic Design reduces Cognitive Load

o Affordances
e Visual Hierarchy
e Occam’s Razor

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



Compelling Visuals
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Compelling visuals =The Look and the Content

e aka the art style

e Art direction ensures a visual ruleset is
established and followed through
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What is an art style?

o the selective application of art and graphic
design elements to achieve a cohesive,
purposeful look.

e Art elements: color, line, texture, form, shape;

o Abstraction is a key visual quality
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Aesthetic Needs?

e Attract your
target audience

e IMmerse

players in Mood
and Theme




Audience

° Age7
e Weight of the
game?

e What other
media or
games do they
enjoy?
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YEAM UP. GERR UR LEVEL UP
TRKE'EM DOWN!

R GAME BY RAPHAEL GUIT oN, GUILLOTINE
JEAR-BAPYISYE LULLIEN & MICOLAS RAOULY GCAMES




Audience

e Other Media?
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Mood & Theme

o Content
e Colors

e Style and
exaggeration
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Immersion and Aspiration
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We Imagine
this




Aspirational Imagery

o Establish our identity
e I want to be that!
e IMmersion
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Immersion

e Narrative

BlEeneve: one of your runes = When you overcome a At end of game, gain:
shows a result ::rf or challenge by 1 or less, A ; 2 for each E

Eﬂ""‘- | & gain‘. ‘5 1 /for each /" or ﬂ‘



Aesthetics

e Communicate the mood
o Enthrall your audience

e Support the
gameplay/theme/narrative

e Reduce cognitive load
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Visual Design through a UX Lens

Universal Principles
of Design

o Universal Principles

of Design
William Lidwell, Jill Butler, Kritina
Holden
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A DISCUSSION OF VISUAL DESIGN FOR BOARD GAMES
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Thank You!
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