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1. Introduction
Loading screens aren’t what players first think of when it comes to video games, and they are a source of annoyance or boredom for many players. Many often see it as an opportunity to check their phone in-between levels or walk away from their gaming console, but if you take the time to sit through this transitioning screen, you may find information or details that would otherwise be overlooked. They can contain tips for the game ahead, immersive visuals, music or impressive animations. 
A loading screen in video game terms refers to the visuals shown by a computer program whilst the game is initialising, as data is transferred from the disk to the RAM (1). This includes necessary assets the game needs to run, such as models, textures and sounds. The design of a loading screen plays a role in establishing player expectations and setting the tone for the coming gameplay, narrative, and aesthetic. But how important are they really? In this project, I will be exploring a history of video game loading screens, all the different types, how and why they evolved, and putting my research into practice as I create my own.
I will be exploring different types of loading screens, the benefits of each one as well as the downsides, and creating my own. The splash screens I will make will be similar in style, created in a 2D medium using Clip Studio Paint, where they will be hand drawn and brought to life through layer separation and Adobe After Effects. I will create 3 splash screens for a hypothetical relaxing farming simulator Video Game called ‘Hot Crop Run’. One screen will feature a loading bar, one will be a lore/tips screen, and one will be an interactive clicker minigame. My hope is that through each of these unique screens, some will be perceived as loading faster than others, even when I test users on these fake screens which will all be the same length.
To test users on these screens fairly, I will be creating a 2D side-scrolling platform game alongside it with 3 different levels to match my 3 loading screens. This will ensure there is enough distraction for my testing group when it comes to data collection later down the line.
The theme for the game is farming, so I will create a character that looks like they belong to the environment they are set in, whether through their clothing, colour palette or other relevant details. I will have this design completed with a 2D orthographic view reference sheet to give a clear base when I am designing the splash screens between levels.
2. Literature Review
[bookmark: _Int_VqZEqAtw]Once seen as nothing but a technical necessity, loading screens have grown and evolved over the years and have become a meaningful part of game design. As video games continue to grow in complexity, we must first look to the genesis of their creation to find out how these waiting screens have kept up over the years.
[bookmark: _Int_WAQOgvxM]The history of loading screens begins with the rise of technology and video games as a whole in the early 1980s, when cassette tape-based systems like the Commodore 64, ZX Spectrum and Amstrad CPC and floppy disks hit the shelves. Cassette systems, like the name suggests, used audio cassette tapes to store their games. Starting a game on these systems would have been a very time consuming and technical process, as games loaded from cassette tapes and floppy disks offered a limited read speed. For these systems to work, the user would need to insert a cassette or floppy disk, type in a specific command and then wait several minutes for the data to transfer into RAM. Games came on multiple disks, meaning the game was unable to load all the information into its RAM at one time. This would force you to swap disks out every now and then, with the frequency depending on the type of game and how many disks it came with. [2]

[image: ]
ZX Spectrum (left), and a Commodore 64 (right) [2]

Once the 90’s rolled around, the optical disk era began, mainly with the rise of CD-ROMs in the early 1990s. This was a huge shift in the Video Game industry, as these new disks allowed for a massive increase in storage capacity, leaving behind the need for the tedious process of cartridge swapping [1] – though this also meant that there were more frequent mid-game loading screens, and developers needed to find creative solutions to keep their players engaged. 

There are several different types of loading screens, each with differing levels of interactivity and function.




















Static Loading Screen ↴
These screens are the simplest type of loading screen, featuring a still image or brand logo along with a ‘loading’ message. They are the least demanding and can work on any platform, but they offer minimal distraction which can lose player attention.
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A screencap from the ‘Dark Souls’ loading screen [3]

	PROS
	CONS

	· Quick to make
· Inexpensive
· Low processing demand
· Consistent branding opportunities through logos
	· Boring and repetitive feel
· No player engagement
· Can make loading times feel longer if not visually interesting enough




Progress Bar/Indicator ↴
An animated bar, spinner or other graphic that displays how much of the game is loaded. These give the player visual feedback to let them know the game is working.
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A screencap from the ‘Minecraft’ loading screen [4]

	PROS
	CONS

	· Gives reassurance that the game is loading
· Gives a rough idea of how long the wait will be
· Simple implementation
	· Can be a source of player frustration if the bar freezes
· Doesn’t provide entertainment


Tip/Lore Screen ↴
These screens teach players on new mechanics and lore without having to play through a tutorial. Tips can be easily updated and swapped out, giving plenty of space for variety. It can also feel quite productive, as the player learns new information on the game ahead.
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A screencap from the ‘Skyrim’ loading screen [5]

	PROS
	CONS

	· Makes loading times feel productive.
· Easy to swap out tips.
· Can teach new game mechanics without a tutorial.
	· Can be repetitive if the tips don’t change enough.
· Players may miss information depending on how quickly the loading time is.




Animated/Cinematic Screen ↴
These screens have animated characters, effects and backgrounds to bring the world to life. These screens are very visually appealing and can be a great source of immersion.
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A screencap from the ‘Muse Dash’ loading screen [6]

	PROS
	CONS

	· Visually entertaining
· Keeps immersion
· Looks professional
	· Can be expensive to create, as it requires more art and animation.
· Harder to run on low-end devices.
· No interactivity


Interactive Screen ↴
These screens let the player do something whilst they’re waiting, like a mini-game, skirmish, or training mode. These loading screens are great at capturing your attention, as it actively engages the player, distracting them from the load.
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A screencap from the ‘Tekken 5’ loading screen [7]


	PROS
	CONS

	· Active engagement
· Adds more value through practice
· Can become a memorable part of the game
	· More complex to code
· Can be buggy or cause lag whilst the game is loading the next level



Seamless/Hidden Loading Screen ↴
These screens are carefully hidden, masking behind in-game actions like slow walking down long corridors, elevator rides or upon opening doors. These are a clever way of making the loading screen seem like part of the game, as players may not even notice them, hence eliminating frustration.
[image: ]
A screencap from the ‘Resident Evil’ loading screen [8]

	PROS
	CONS

	· Natural feel without the immersion breaks of traditional loading screens
· Players don’t notice the loading happening
	· Requires well thought out level design
· Can cause map design limits
· Might feel repetitive if hiding loads always looks the same


Following my exploration into these various types of loading screens, I took the advantages and disadvantages of each into account. It is important to consider what separates a good screen from an ineffective one, and which methods are best at keeping the player’s attention. There are many variables to think about, not only with functionality or keeping player engagement, but also with how demanding they are, how time consuming they can be to create, the immersivity and how well they fit with the game’s overall aesthetic and how informative they are.
Based on these examples above, a good loading screen is more than functionality. It should engage or distract the user with meaningful animations that connect with the game, showing purpose. 

The sources above lead me to consider how I could design loading screens that not only served its function but also felt integrated with the style of the rest of the game. Being a basic platformer, it would need to make sense for the screens to be very simple and light on resources, as to not exclude potential mobile users from experiencing smooth gameplay. Something that surprised me during my research was how many types of loading screens can seem repetitive. When making my tip/lore screen, I will need to ensure there are enough tips so that they don’t repeat, as that could make it seem predictable and dull.


3. Case Studies
[bookmark: _Int_CUYNbyXg]The psychological impact loading screens have on users has become an increasing concern since they first appeared, not only in Video Games, but in all applications and programs. A man named Steven Seow explored this further back in 2008, in his book titled ‘Four Factors of Perceived Wait Time’, where he explains how design can influence how long a wait feels through strategic user interface design. Studies like these in the field of human-computer interaction show that how long a wait feels is more important than how long it really takes, with this concept being officially named ‘Perceived wait time’. Seow urges that providing users with clear feedback whilst they wait helps to reduce uncertainty on whether their program is working properly and establishes user expectations, which is why it is essential that users are either distracted or occupied during these transitioning screens. [9]
Building upon Seow’s research, Fiona Fui-Hoon Nah’s study called ‘A Study on Tolerable Waiting Time: How Long Are Web Users Willing to Wait?’ investigates similar instances, delving into the amount of time is tolerable for the average user. This is dubbed ‘tolerable waiting time’. Her findings suggest that user feedback such as progress indicators can prolong tolerable waiting time and make them more patient. Specifically, this study indicates users are willing to wait no more than 2 seconds for information retrieval tasks, which emphasises the importance of immediate feedback in our digital age. [10]
In 2018, a similar study to my own project was conducted by a group of academics at Umeå University. Their paper was titled ‘The Users' Time Perception: The effect of various animation speeds on loading screens’ and aimed to investigate how differing speeds of animations on loading screens affected the perceived wait times. They collected a group of 24 people between the ages of 20 and 29, setting them up with three identical android apps. The only difference between each of these apps was the speed and colour of the spinner. There was a white spinner with a slow rotation, a red one with a medium rotation, and a blue one which was the fastest of the three. The applications all had a set loading time of 10 seconds, and after each person used the apps, the data was collected. [11]
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The participants answered a series of questions, such as which app felt like it had the shortest waiting time, which had the longest, and which they preferred.  

[image: ][image: ][image: ]
The results were interesting, as in figure 2, 50% of these participants thought the blue (fastest animation) loaded quicker than the others, despite all the apps having the same set time of 10 seconds of wait time.
It is also noteworthy to mention that the red application was the most preferred, despite the blue one seeming the fastest. This could point towards an essential element in user experience design, as it suggests there is a balance that must be followed between speed and aesthetics. It is possible that the fast blue spinner caused users to feel more overwhelmed, as they may have associated the visual overload of the abnormally fast spinner with feelings of anxiety, especially if the animations were sharp or flickering.
This study suggests that there is a fine line in speed for animated spinners that maximises user satisfaction, and that though priorities lie within decreasing perceived wait times, it is worth also considering the importance of maintaining visual comfort to avoid overwhelming users, negatively impacting their user experience.
Similarly to this study, I came across another study from 2023, which included animations in loading screens. ‘Mobile-Application Loading-Animation Design and Implementation Optimization’ goes into detail on how design and animation can affect user experience in mobile apps, wait time perception and app performance. This study was broader than the last and explored options outside of the classic spinner, including but not limited to, text animations, progress bars with percentages, logo animations and circular indicators.
The academics gathered a control group of 30 participants, varying in ages from 18 to 45+. The guise was an app supposedly created for ordering coffee, and 8 different types of loading screen were developed alongside it. These volunteers interacted with each animation on mobile, though each animation only lasted for 5 seconds. After this, they rated their experience based on not only individual perceived duration, but aesthetics and interest. 
[image: ]
One of these animations shown was a coffee cup filling with coffee, going along with the theme of the app. The results show that not only did these immersive animations reduce perceived wait time, but users also reported feeling more engaged during them, finding them quite pleasant. The participants heavily favoured animations that were visually interesting or matched the brand. Abstract animations like plain spinners and progress bars were seen as neutral or even boring, a more corporate feel that didn’t pair as nicely as the themed coffee animations. Also, like the previous study, users reported liking the fastest animations the least, which ties into their discomfort. [12]

4. Methodology
The idea for my project is an experiment, which will test users on three different types of loading screens. As previously discussed, several case studies such as "Improving Perceived Performance of Loading Screens Through Animations," [13] point to the idea that interactive loading screens are crucial for keeping player engagement. My project with consist of a playable 2D side-scrolling platform game made with Unreal Engine 5, similar in playstyle to the old retro style platformers like ‘Super Mario’ [14]. The game would be a foundation for the testing, as the three loading screens between the levels will be the true experiment that I will be testing users on with a google form for them to fill out at the end. The survey will ask each person what they thought about the game, and which loading screen loaded the fastest. Each screen will be fake, a video that plays, each of the same length, but with different animations and levels of interactivity that will hopefully pose as a distraction for the wait, giving the illusion of a shorter wait time.
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A one-page GDD for my initial game design, a racing game

Initially, the idea I had was to create a 3D first person racing game. I was excited about this concept as I enjoy racing games and had some ideas of what kind of gameplay elements I could incorporate, especially with this kind of gameplay being quite fast paced, which would juxtapose nicely with the breaks in-between. However, after doing some research on this genre and how it would work in Unreal Engine 5, I found very little resources I could use, and there were no official templates I could build off. Being new to both 3D modelling and Unreal Engine, building everything from scratch without guidance from the proper sources would have been far too time-consuming, especially when my focus was on the loading screens rather than the game itself. 
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A one-page GDD for my final game design, a 2D pixel platformer

After reviewing all my options, I settled on my final idea of the 2D side scrolling platformer. Unreal Engine 5 offers a strong foundation for 2D games thanks to the Paper2D plugin, and there were a variety of tutorials and sources online that I could follow. Choosing a simple game such as this seemed more reasonable, not only for the number of resources, but because it was a simple game structure that many are familiar with which means less time learning and more time playing. I found a website called CraftPix.net, which had a library full of free pixel assets, which I quite liked, as I could keep a consistent design theme throughout by picking which assets I wanted. I also have prior experience creating 2D assets and animations, and I felt more comfortable approaching the project once I had chosen this theme.





[image: ]A Gantt chart displaying my project details and deadlines
To ensure I stayed organised and on task in this project, I created a schedule in the form of a Gantt chart. The Gantt chart gave me a visual timeline that mapped out tasks along with their respective deadlines, giving me appropriate time to prepare for each stage of the project. I estimated how long it would take for each task, allocating that time on the chart with a few days to spare in-between for any hiccups encountered along the way.
[image: ][image: ]A screenshot of my Google Drive files containing all my collected game assets and backup files
After using the Gantt chart to establish my timeline, I started to prioritise gathering sources together for my game. Making the game from scratch would have been a time-consuming task, so instead I opted for free to use tiles and sprites and decided to reuse a pixel art character I had made before.
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A screenshot from the ‘CraftPix’ website [15]
This Google Drive allowed to easily access whatever I needed across multiple devices, and it also ensured that I had backups of my project to return to, in the case of emergencies. My assets were kept in neat folders, each with labels and organised into their own respective subfolders, which made it very easy to grab what I needed at different stages of the game development process.
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Sprite sheet of the in-game enemy sprite [16]

Alongside the creation of my Google Drive, I began my creative process with my designs by sketching out a few thumbnail ideas. By researching existing loading screen and splash screens, I was able to get a grasp on the correct composition that would look the most visually appealing. Thumbnail sketches are essential in any design process, especially with a big project such as this one. Keeping it small and simple allows for big changes without feeling too guilty about it. They allowed me to visualise different concepts before committing to more detailed work.

[image: ]
Loading screen concept thumbnails
[image: ]Character reference sheet
This is my character reference sheet for the main playable character, Daisy. It includes three orthographic views, front back and side. Though this appears nowhere in the game itself, it was important I had a set reference sheet when making my loading screens for the sake of sizing and consistency. By having a sheet with multiple angles, it allowed me more flexibility when creating loading screens, whether she was idle or interacting with objects and her environment.
Her design resembles a cow, with the bell around her neck, a tail, fluffy ears and horns. This ties in with the theme of my game, which takes place on a farm and has the character collecting various crops as they progress through. I wanted the main character to reflect the tone of the world, making her appear playful and charming with the cartoonishly big head and eyes and smaller body. The cow-like appearance ties her to her environment and sets up some lore, whilst her humanoid appearance keeps her expressive and relatable to the player. Her silhouette is exaggerated; the dramatic hair swoop and the bowtie makes her instantly recognisable letting her stand out over various backgrounds.



[image: ]
Layer separation in Clip Studio Paint [17]

Using Clip Studio Paint, I was able to separate the layers within my artwork. Layer separation allows for more flexibility when it comes to animation and would help me later down the line.
Firstly, I started with an idea I had sketched up previously. By referencing the sprites and character reference sheet I had on hand, I carefully lined and coloured each part, separating which parts I’d like to move onto another layer. I organised the characters, backgrounds, and any other moving parts, labelling each one as I went along. This process is tedious, but much less so than animating everything by hand, which would have cost a lot of time.
[bookmark: _Int_ufnOT1b1]Instead of animating directly in CSP using frame-by-frame animation, I came up with a solution that would be much less time consuming, bringing them into Adobe After Effects. Since the layers were separated, I was able to quickly animate the videos together using simple effects like ‘wiggle’ which brought some life to my artwork. Once these artworks were compiled into separate 8 second videos, I was able to implement them into the game, with the exception of the minigame screen, which I programmed myself in Unreal.
THE GAME ↴
[image: ] [image: ] [image: ]
TileSet Editor in UE5
One of my first steps in game development was to create the TileSet for my character to stand on, using a free source that matched my game theme on CraftPix [15]. Since these were made for pixel games, they were already the correct size. The highlighted blue tiles in the centre image are the collision boxes, which I painted over every tile that would need it. These collisions tell the game that the character can stand on them. I also cropped the slopes down with the single tile editor, which prevented characters from walking above the ground where there wasn’t any visible tile beneath. These slopes needed adjustments when it came to testing the map, as the character wouldn’t glide up them very seamlessly, but this was an easy fix as all I had to do was bring the collision box down slightly, allowing the slopes to blend into the floor.
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TileSet Editor in UE5
I used the Tileset to create the map, adding in slopes, jumps and pits to make the level more interesting, taking inspiration from the classic Super Mario [14] games from the 1990’s.
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Screenshots from the finished gameplay
These screenshots are examples of the main character within the game world. Though many of the assets are from different creators, I did my best to find ones that matched the theme of my game. The character sprite is hand drawn and animated, with vibrant colours that stand out in her surroundings. The UI is simple, including a working healthbar and timer function that provide visual aid to the player as they complete the level.

[image: ][image: ]
Screenshot from the content drawer in Unreal Engine 5
The content drawer in Unreal Engine 5 is a hub for all assets and blueprints. Much like my Google doc, it was important I kept this tidy, labelling every folder. Each folder contains subfolders that are all named appropriately, and the assets that aren’t folders are as well. For example, my flipbooks start with the acronym FB, like FB_run for my running animation. This structure proved very useful when creating my game.

[image: ]Screenshot from the countdown timer blueprint function
This screenshot shows the blueprint for my countdown timer. This timer shows in the top right corner of the screen and counts down as the player clicks play. It gives them a time limit of 5 minutes to complete the level, giving them a visual reminder of how long they have left, and to give them an idea of how long to expect it to take. This time limit gives the player a sense of urgency, but the countdown being 5 minutes means they have plenty of time to reach the end without becoming overwhelmed. It also allowed me to experiment with the pacing of the level, and gives the loading screens between levels more substance, allowing for a cool down period. 

[image: ]Screenshot from my player blueprints

This is a part of my player blueprint. There were many events I needed to play at the start of the level, including the player health, the timer – which is tethered to the player and the player controller. For this, I needed to add a sequence after Event BeginPlay, which allows you to add as many events as you like. The player blueprint contols the main character’s movement and animations, and includes key mechanics such as walking, jumping, double jumping, dashing and environmental collisions. With each action, such as with the jump option, I set up input events to trigger flipbook animations. These animations were from another project that I did but proved useful in this game. To add the animations, I first needed to import the sprite sheets, which are a series of drawings on a page that when put together will create the animations. Each action needs a different flipbook, but for this game I kept it simple, only including around 4.
My main issue that I encountered when implementing these was with the dash function, as I was unable to get the flipbook to play at the same time as the action, however the function itself still worked, which was enough to at least have it be playable. The reason I implemented these functions was because I needed tips to add to one of the loading screens, and player actions are a good way of getting players involved in different mechanics.
I had to tweak a few functions once implemented, such as the launch character velocity rate and the double jump, as once I had created my map, they didn’t line up perfectly straight away. After a few playtests jumping off ledges and onto platforms, I was able to balance these out in a way that felt balanced but still enjoyable.

5. Analysis
[image: ]Loading Screen 1
My final ‘tip’ loading screen looked like this. Each moving part is separated, sitting on a different named layer, such as the plants in the foreground and the clouds in the background. The tips cycled through on the bottom left, giving players something to read as they wait for the level to load.  
[image: ][image: ][image: ]Loading Screen 2
My final ‘interactive’ loading screen looked like this. The carrots in the foreground are separate, as is the expression on the character’s face. This loading screen was an interactive clicker minigame, where if the player would tap on the screen, a carrot would fall into the basket, or, behind the flat image of the carrots in the foreground. When they tapped enough times, the picture would change, giving the illusion that the player is helping the main character fill her basket up with carrots.

[image: ]Loading Screen 3
The simplest of the bunch was loading screen 3, which displays a progress bar on the bottom left of the screen. This one was a still image, which left the loading bar to fill as the player would wait.
Each of these screens are unique but have the same style and bright vibrant colours that match the theme of the game. There are hints of the gameplay and lore throughout them, as she’s always depicted either with a basket of flowers and veg, or running from the monsters that chase you in-game.
Once all these screens were implemented into my final game, I created a google form with a series of questions to ask volunteers. I attached pictures with each question to clarify. They were:
· Which level felt like it had the shortest loading time?
· Which level felt like it had the longest loading time?
· Which loading screen was the most engaging?
· Which loading screen felt the most immersive with the game’s theme?
· Which loading screen did you prefer?
· Was the tips/lore screen at the start helpful?
[image: ]
A screenshot from the survey
The survey was given to a group of 10 people varying in gender, all were ‘gamers’ and were between the ages of 21 and 28. The results were as follows.
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6. Evaluation
The findings from this survey aligned with my academic research, displaying how loading screens have a noticeable impact on how player’s experience a game. Level 2 was perceived as loading the fastest, whereas Level 3 was reported to take the longest. Players seemed to value the interactivity that came with Level 2’s minigame, as it was enough of a distraction to decrease the perceived wait time. Even though Level 3 had the visual aid of a progress bar, it seemed to be the least favoured out of the few. Level 1 was voted as the most immersive screen, as it displayed the gameplay in a fun and light-hearted manner. 
7. Conclusion
This purpose of this project was to explore how loading screen design can reinforce a game’s narrative and aesthetic identity. Concluding my project and research, I discovered that although they serve a primary function, there are many layers behind a loading screen, and all the different designs created over the years have been unique ways of dealing with them, whether that be with the hidden loading screens of ‘Resident Evil’ [8] or if they are embraced like the interactive ‘Tekken 5’ [7] screen. They can be a continuation of the world and lore, expanding your knowledge through helpful tips, or letting you explore another part of the game universe. Though all are different, they each aim to match their game’s aesthetic identities, which keeps players immersed.
My limitations in this project lie with my own understanding of Unreal Engine 5. There was more I would have liked to add, primarily thinking of the dash function, which I was unable to get the flipbook working for. I also had a very small control group, which could have changed the results from my survey, had it been a bigger pool of testers.
Overall, this project demonstrates that a well thought out loading screen can serve as a subtle but powerful narrative tool, and that there is a fine balance between function and aesthetics. When done correctly, a good loading screen can expand upon the storytelling of the game, rather than pause it.
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GAME DESIGN DOCUMENTS:
ONE-SHEET TEMPLATE

INTENDED
PLATFORMS

TARGET AGE / DEMOGRAPHIC OF PLAYERS

Suitable for all ages with non-violent gameplay, positive themes and a cartoony style.

INTENDED PEGI / ESRB RATING
PEGI 3 / E ESRB Rating.

VIMARY OF GAME STORY (FOC N GAMEPLAY)
simple 2D side scrolling platform game where the player must reach the end of the level
‘while collecting as many crops as possible. The player can jump and move left or right. Certain
‘golden crops can provide power-ups such as a speed boost or jump boost.

Fun aesthetic — This game is set on a farm, which helps bring a unique visual appeal not often seen
in typical platforming games..

Easy to learn controls — this game has only three movement options, left, right and jump, making it
‘easy to play for those new at games and accessible to those that may struggle playing other games
e

COMPETITIVE PRODUCTS / SIMILAR GAMES

‘Stardew Valley (ConcemnedApe), Celeste (Matt Makes Games), Super Mario Bros. Series (Nintendo)
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Which loading screen felt the most immersive with the game's theme?
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Figure 3. Results for the perceived longest wait time.
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Which loading screen was the most engaging?
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Wood elves are 50% resistant fo disease and poison. They can
use Command Animal to make an animal their ally, for a short
time.
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GAME DESIGN DOCUMENTS:

ONE-SHEET TEMPLATE

TSI Sunny Meadow Mayhem

Tenoer|

PLATFORMS

TARGET AGE / DEMIOGRAPHIC OF PLAYERS

Suitable for all ages with non-violent gameplay, positive themes and a cartoony style.

INTENDED PEGI / ESRB RATING

PEGI 3 / E ESRB Rating.

ORY (FOC N GAMEPLAY)

through a farm on three different levels, each getting progressively harder. The objective is to
‘complete each level before the timer runs out whilst collecting farm-themed items to add to your
final score. The mechanics are simple, the player must move forward, steer left/right.

Afun and light-hearted take on the usual chaotic, timed racing game experience. This game is more
‘stylised than realistic, providing a unique experience for those looking for a more laid-back gaming
=

COMPETITIVE PRODUCTS / SIMILAR GAMES

Mario Kart series, Forza Horizon series
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Figure 2. Results for the perceived shortest wait time.
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Which loading screen did you prefer?
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