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1. Function vs Aesthetics
2. Visual Hierarchy
3. Affordances
4. Compelling Visuals

Four Aspects of Visual Design



Function vs Aesthetics



Function vs Aesthetics, a Continuum

Info only

Info plus visuals



Die Ms Word Die!!



Function vs Aesthetics



● Simple, 
clean 
design is 
preferred

● Favor 
simplicity, 
legibility

Occam’s Razor



Intentional Design
● Every mm of visuals on a product is treated 

to reinforce visual goals.
● This does not mean ‘texture everything’



● edge weight varies 
and deckled (and 
not straight)

● Aspirational 
character 
illustration

● illustrated icons 
(almost like digital 
RPG icons)

● whitespace to 
reduce noise and 
isolate figure

Great Design



Function vs Aesthetics: Abstract games
● Abstract games can look 

beautiful too
● The Veneer of visuals and 

theming makes the puzzle 
compelling.



Make the Puzzle Pretty



Visual Hierarchy



● The ordering of elements from 
most to least important

● Visual weight and emphasize 
provide that ordering

Visual Hierarchy



● almost any visual quality can have 
contrast

● It’s a tool to emphasize design 
elements

Visual Hierarchy: Contrast















● Cost
● Name
● Ability text
● Discard/Keep

Information Hierarchy



Contrast
Squint test



Contrast and simplification

x







Affordances



Affordances



Affordance in Digital Games



● EXPLAIN THESE

Affordances



● EXPLAIN THESE

Affordances





Before



After



Graphic Design reduces Cognitive Load

● Affordances
● Visual Hierarchy
● Occam’s Razor



Compelling Visuals



Compelling visuals =The Look and the Content

● aka the art style
● Art direction ensures a visual ruleset is 

established and followed through



What is an art style?
● the selective application of art and graphic 

design elements to achieve a cohesive, 
purposeful look. 

● Art elements: color, line, texture, form, shape; 
● Abstraction is a key visual quality 





Examples



Examples



Aesthetic Needs?
● Attract your 

target audience 
● Immerse 

players in Mood 
and Theme



Audience
● Age?
● Weight of the 

game?
● What other 

media or 
games do they 
enjoy?



Examples





Audience
● Other Media?



Examples



Examples



Mood & Theme
● Content
● Colors
● Style and 

exaggeration



Examples







Immersion and Aspiration

We Imagine 
thisWe see this



Aspirational Imagery

● Establish our identity
● I want to be that!
● Immersion



● Narrative

Immersion



Aesthetics
● Communicate the mood
● Enthrall your audience
● Support the 

gameplay/theme/narrative
● Reduce cognitive load



Visual Design through a UX Lens

● Universal Principles 
of Design
William Lidwell, Jill Butler, Kritina
Holden







Thank You!
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