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https://medienwissenschaft.uni-bayreuth.de/wp-content/uploads/assets/Lehre/2016/GuA2016/Folien/13a-GUI.pdf



In the game narrative?

GUI Taxonomie

Fagerholt, Lorentzon (2009): Beyond the HUD - User
In the game world? Interfaces for Increased Player Immersion in FPS Games

Need for Speed: Hot Pursuit Dead Space

http:/ /www.gamasutra.com/view/feature/ 4286 /game_ui_discoveries_what_players_.php2print=1

http:/ /www.gamasutra.com/blogs/AnthonyStonehouse/20140227/211823/User_interface_design_in_video_games.php


http://www.gamasutra.com/view/feature/4286/game_ui_discoveries_what_players_.php?print=1

Gute Beispiele

6 examples of Ul design that every game developer should study

http://www.gamasutra.com/view/news/289637/6 examples of Ul design that every game developer should study.php

P seec Spiral Menu in Beyond Good & Evil

https://gamedevelopment.tutsplus.com/tutorials/game-ui-by-example-a-crash-course-in-the-good-and-the-bad--gamedev-3943


http://www.gamasutra.com/view/news/289637/6_examples_of_UI_design_that_every_game_developer_should_study.php
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The key takeaway from
Clash Royale’s slick design is
that information should be
surfaced and as readily
accessible as possible, and
that it's no fun having to wait
just to load one of a huge
number of discrete menus.



Halt-Life 2

Half Life 2 shows us that HUDs don't
have to be afterthoughts, or an
unfortunate necessity that detracts
from a game’s art. Instead, they can
actually be additive (even beautiful).
They also don’t need to rely purely on
visual elements to convey information.



Hearthstone

Integrating your HUD in @
way that feels like an
integral part of the game
instead of an additional
layer cluttering the screen
lets players focus on the
important stutf: gameplay.




Overwatch

The more information
you can pack info a
small area and still
retain legibility, the
better.




Assassin’s Creed

Sometimes the mark of
a strong design
philosophy is how well

a game plays with no
HUD ot all.




Dead Space

Dead Space teaches us that next-
level design can be successfully
infegrated into something that
other games treat as really banal
and secondary. Done well, a HUD
stops feeling like a HUD, and just
feels like an intrinsic piece of the
game world.



Schlechte Beispiele

https:/ /gamedevelopment.tutsplus.com/tutorials/game-ui-by-example-a-crash-course-in-the-good-and-the-bad--gamedev-3943
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Mass Effect

http:/ /gamedesignreviews.com/reviews/mass-effect-interface-fail /
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UI Arten

Menis
Visualisierungen
HUD
Intradiegetische Ul

Hybride Interfaces /
Second Screen

Arktika
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Visualisierungen

Anders Johansson: Navigation Tools for The Division
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Hybride Interfaces
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Bedienung

http:/ /history-computer.com/ModernComputer/Basis/mouse.html 1967



Multi-Touch Gesten

https:/ /www.pinterest.de/soziotech/multi-touch-gestures/2lp=true
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Hand Gesten
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https://www.youtube.com/watch?v=PJqbivkm0Ms

Hick’s Law Fitt's Law

Die Zeit um ein Interfaceobjekt

?éeORealéffoﬁsée”VSfeégf urln ca. auszuwdhlen (Klicken, Driicken) hdangt ab
X Vr\/nshlur'l'e I'ehker'f oppiung von der Entfernung zu dem Objekt sowie
er Vvanimoglichkerren. von dessen Grofle.
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Rafkin: Human Computer Interface


http://en.wikipedia.org/wiki/Fitts's_law
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Fitt's Law

Fitts” Gesetz sagt aus, dass die Pulldown-Meni-Umsetzung
unter Macintosh finfmal schneller ist als die Meni-
Umsetzung unter Windows, und dies konnte nachgewiesen
werden. Fitts’ Gesetz sagt aus, dass die Windows-Taskleiste
Benutzern dauerhaft und unnétig im Weg stehen wird, und
dies konnte nachgewiesen werden. Fitts’ Gesetz indiziert,
dass die Punkte, auf die auf einem Computerbildschirm am
haufigsten zugegriffen werden, (aufgrund ihres »stiitzenden«
Verhaltens) die vier Ecken des Bildschirms sind, und dennoch
scheinen sie von allen Designern um jeden Preis gemieden zu
werden.

http://meiert.com/de/publications/translations/asktog.com/firstprinciples/


http://meiert.com/de/publications/translations/asktog.com/firstprinciples/
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Visuelle Gestaltung

Beispiele

Pinterest

https://www.pinterest.de/nerealism/game-ui

https://www.pinterest.de/pin/285415695110525817/

Games Inspirations

http: / /aamesinspiration.com

GUI Bloopers

http: //web.cs.wpi.edu/~dcb/courses/CS3041/Blooper-examples.html

\:.’/' Really CANCEL this item?

| CK I Cancel |



https://www.pinterest.de/nerealism/game-ui
https://www.pinterest.de/pin/285415695110525817/
http://gamesinspiration.com/
http://web.cs.wpi.edu/~dcb/courses/CS3041/Blooper-examples.html

Interaktionsdesign

Affordance
Visibility
Mapping
Konsistenz
Feedback
Mentale Modelle
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Fluchtlinien
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Blicksteuerung

Figure 4.19 The eye movement starts at the large shape, Figure 4.20 This design is similar to that in Figure 4.19, but
moves to the medium shape, and then the curved line draws the the curved line now draws the viewer’s eye off the screen before
eye to the shapes in the bottom-right. it reaches the shapes in the bottom-right.



Reduktion




Typographie

https://medienwissenschaft.uni-bayreuth.de/lehre/vergangene-semester/sommersemester-2010/typografie-und-schrift/
Kennwort: typo

Das Ziel der klassischen Typogratie ist die gute Lesbarkeit von Text


https://medienwissenschaft.uni-bayreuth.de/lehre/vergangene-semester/sommersemester-2010/typografie-und-schrift/

Schriftarten

FontSbop
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Serif Georgia
Sans serif Helvetica
Slab serif Rockwell
Cursive Monotype Corsiva
DECORATIVE PHOSPAHTE
{”'ALLER ZERENE  Monoline Andale Mono
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BerUhmte Fonts
hitp: //www.100besteschriften.de/



http://www.100besteschriften.de/

Open Sans

Roboto (ll_l@ﬂ@ﬂ

Oswald

L ato Freie Schriften

500 Gui To Meet You Two: Free Ui
Droid Sans Resources For Game Developers

Roboto Condensed

Dafont
PT Sans

Font Squirrel

Source Sans Pro

Open Sans Condensed 1001 Fonts
l.ora

Google Font
Droid Serif

40 Free Fonts for Flat Design

Ubuntu

https:/ /conterest.de/google-fonts-kombinationen/
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Schriftschnitte

Myrida Pro Light Condensed

Myrida Pro Light Condensed Italic

Myrida Pro Condensed

Myrida Pro Condensed [talic

Myriad Pro Semibold Condensed

Myriad Pro Semibold Condensed Italic

Myriad Pro Bold Condensed

Myriad Pro Bold Condensed Italic

Myriad Pro Black Condensed

Myriad Pro Black Condensed Italic

Myriad Pro Light SemiCondensed

Myriad Pro Light SemiCondensed Italic

Myriad Pro SemiCondensed

Myriad Pro SemiCondensed Italic

Myriad Pro Semibold SemiCondensed
Myriad Pro Semibold SemiCondensed Italic
Myriad Pro Bold SemiCondensed
Myriad Pro Bold semiCondensed Italic
Myriad Pro Black SemiCondensed
Myriad Pro Black SemiCondensed Italic

Myriad Pro Light

Myriad Pro Light Italic

Myriad Pro Regular

Mpyriad Pro Italic

Myriad Pro Semibold

Myriad Pro Semibold Italic

Myriad Pro Bold

Myriad Pro Bold Italic

Myriad Pro Black

Myriad Pro Black Italic

Myriad Pro Light SemiExtended

Myriad Pro Light SemiExtended Italic
Myriad Pro SemiExtended

Myriad Pro SemiExtended Italic

Myriad Pro Semibold SemiExtended
Mpyriad Pro Semibold SemiExtended Italic
Myriad Pro Bold SemiExtended
Myriad Pro Bold SemiExtended Italic
Myriad Pro Black SemiExtended
Myriad Pro Black SemiExtended Italic
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Kerning

Typische Unterschneidungspaare:
Av, AV, Aw, AW, T, LV, Ly, Ta, To, Ty, Te, T., Va, Vo, V., Ya, Yo, Y., f, fl f
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T-Dickte
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EcHTE KapiTALcHEN  Qualititsschriften
PSEUD OKAPITALCH EN http:/ /bezalel .tuxen.de/articles/high_quality_fonts himl

NOrmaI Hamburgefonstiv 1. Upper and Lower Case Lefters
Slanted Hc’lmbUI‘gé‘fOHSl‘I'V 2. Lots of Unicode Symbols like Umlauts

|ta||C Hal’l”lbul”gefon S,tl'v 3. Regular, ltalic, Bold and Bold-italic Variants
4. Good Kerning

5. Ligatures

st st '
gOOd kern | ng 6. Serif, Sans-serif, Fixed-width Siblings
ft {t b ad ke m in g 7. Very-thin, Very-bold Variants
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Simple Color Scheme
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Button States

Standard Selected Active Active-selected Disabled



