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What is a loading screen?

1/26/2025

              

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 (REF).

This includes necessary assets the game needs to run, 

such as models, textures and sounds.

[ 1 ]

Loading screens first appeared with the rise of home 

consoles in the 1980's. They were used to load game 

data from floppy disks or cartridges.

These screens were often simple progress bars or 

static images with minimal interaction. They were 

seen as having one primary function – to mask the 

time it took for games to load data.
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It's Just a loading screen.
Why should I GIVE A CRAP?
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HOW DID WE FIX THIS?

- Distractions

- Minigames

- Visuals

THE MAIN PROBLEMS WITH EARLY LOADING 

SCREENS

- Long wait times.

- Lack of interaction.

- Confusion about loading status

Nobody wants to sit through a loading screen.
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In 2019, a university study was conducted where 
participants were instructed to test different sites 
and ‘see which loaded the fastest.’

The purpose of this study was to test whether 
animated spinners or loading bars influenced a 
user’s perception of the wait and to see which 
designs were the most effective.

The results showed that loading screens with no 
animations made the user perceive the program as 
taking longer to load when compared with loading 
screens with animations – even though all loading 
screens took the same amount of time.



Why should I GIVE A CRAP? Pt 2.
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• 1) Loading screens give time to rest & refocus 

during intense gaming sessions.

• 2) They provide art, lore, & helpful tips that 

enhance immersion in the game world.

• 3) Loading screens create anticipation & mark 

progression, adding structure to games.

[ 4 ]
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A loading screen from Red Dead Redemption 2

A loading screen from Fortnite with a helpful tip
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BASIC PLAN
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✓ Create a basic platform game 5-10 minutes in length with 3 levels.

✓ Add a variation of different loading screens between levels.

✓ Test users on the effects of the loading screens.



What have I done so far? 



January - Planning and pre-production

Find examples of games with strong 

narrative driven loading screens.

Create a simple GDD.

Choose tools for design, create 

moodboards, sketch ideas for game and 

loading screens, list and gather assets.
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GOALS:

✓Research topics & data collection

✓Plan the game

✓Plan practical work
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GDD – Initial Idea

Why didn't I choose this idea?

- The scope was too large.

- There are no templates for racing 

games.

- Difficulty finding tutorials and 

resources.

- Very little experience in 3D and 

Unreal Engine.
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GDD – final idea
Why have I chosen this idea?

- Consistent theme and aesthetic, reinforces 

narrative.

- Realistic scope.

- Plenty of resources and tutorials.

- Previous experience with pixel animations.

- Better to focus on loading screens.

[ 7 ]
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What's next?



FEBRUARY - prototyping

Use CSP  to create some prototype 

loading screens based on sketches.

Start creating the game's core 

mechanics in unreal engine.
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GOALS:

✓Design prototypes for loading 

screens.

✓Begin building the game.



MARCh - production
Finalise the game ensuring there are 3 

levels with 5-10 mins of gameplay.

Create final loading screens and 

replace the prototypes.

Playtest the game multiple times, fix 

any bugs that are found.
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GOALS:

✓ Finish the game.

✓Update prototype loading screens.

✓Playtest.



APRIL – bug fixing and playtests

Make a survey with questions 

relating to my hypothesis and give it 

to 10-15 willing participants.

Analyse player feedback and adjust 

the game and loading screens 

accordingly.
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GOALS:

✓Create a survey.

✓Make refinements.
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GANTT CHART



Thank you for listening!
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