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WHAT IS d@ L0aDIng SCreen?

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.

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 @ L0@DINg SCreen.
WHY SHOULD I GIVE A CRAP?

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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HOW DID WE FIXTHIS?

- Distractions
- Minigames

- Visuals



In 2019, a university study was conducted where

participants were instructed to test different sites Linnaeus University
and ‘see which loaded the fastest.’ Sweden

User votes for fastest and slowest animation

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.

B Fastestanimation W Slowest animation
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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 0
screens took the same amount of time.

Total user votes

No Spinner Loading Quote Detailed
animation bar animation
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WHY SHOULD I GIVE A CRAP? PT 2.
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. LOADING * 5 o inventory screen.
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A loading screen from Fortnite with a helpful tip

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.



BASIC PLAN

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.
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WHAT Have I DONE S0 Far?




January - pLanning and Pre-propucTion

GOALS:

Research topics & data collection

Plan the game

Plan practical work




GAME DESIGN DOCUMENTS:

—— ONE-SHEET TEMPLATE GDD _ In l.l.l aL IDea

L

Nrenper| Why didn't | choose this idea?

TARGET AGE / DEMOGRAPHIC OF PLAYERS The scope was too Iargeo
Suitable for all ages with non-violent gameplay, positive themes and a cartoony style.

There are no templates for racing

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

games.

SUMMARY OF GAME STORY (FOCUSING ON GAMEPLAY) ° ° ° ° °

This is a time-trial racing game with three levels. You play in third person as an animal racing DIffICUIty flndlng tUtorlaIs and
through a farm on three different lewels, 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 resources.

final score. The mechanics are simple, the player must move forward, steer left/right.

S —— Very little experience in 3D and
A fun and light-hearted take on the usual chaotic, timed racing pame experience. This game is more .

stylised than realistic, providing a unique experience for those looking for a more laid-back gaming Unreal Englne.

COMPETITIVE PRODUCTS / SIMILAR GAMES
Mario Kart series, Forza Horizon series




GAME DESIGN DOCUMENTS:

] DD - FINAL IDEA 3

GAMETITLE Ly

PC, phone Why have | chosen this idea?
INTENDED
R Consistent theme and aesthetic, reinforces
narrative.
TARGET AGE / DEMOGRAPHIC OF PLAYERS
Suitable for all ages with non-violent gameplay, positive themes and a cartoony style. Realistic scope.

Plenty of resources and tutorials.
INTENDED PEGI f ESRE RATING

PEGI 3 / E ESRB Rating. . . . . . .
Previous experience with pixel animations.

Better to focus on loading screens.

This is a 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 mowe left or right. Certain b [RAFTPIX.NET [ w o e ®
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 unigue 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 pames
with more buttons.

Skeleton\Warrior,

Q é&\! .—‘-\\. o HORIZONTAL
,{, ~ BATTLE

BACKGROUNDS

COMPETITIVE PRODUCTS / SIMILAR GAMES

Stardew Valley (Concerned Ape), Celeste (Matt Makes Games), Super Mario Bros. Series [Nintendo)

481 2D GAME SPRITES j £ 3840x2160px







WHATS NEXTe




FEBRUARY - PrOTOTYPING

GOALS:

Design prototypes for loading
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MARCH - PI'ODUCTION

GOALS:

Finish the game.

Update prototype loading screens

Playtest.

15



APRIL - BUG FIXING anD PLAYTESTS




Project Start: 01/01/2025

Current Date: 16/01/2025
Weeks in Progress:
Total Project Weeks: 16
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12-Feb 19-Feb 26-Feb 5Mar 12-Mar 19Mar 26-Mar 2-Apr

. ” ) S9-Apr 16-Apr
end date A ; 8 ] 10 11 12 13 14

15 16

PLANNING STAGE JANUARY

Find examples of existing loading screens 01/01/2025 1/5/2025

Find examples of research papers 01/01/2025 1/10/2025

Create a one page GDD 10/01/2025 12002025

Create moodhoards 10/01/2025 12002025

Sketch ideas for loading screens 10/01/2025 1/18/2025 s I -

Choose tools & programs 18/01/2025 1/31/2025 k] IS
PRE-PRODUCTION JANUARY

List assets needed 15/01/20325 1/25/2025 10 0%a

List sounds/music needed 15/01/2025 L/25/2025 10 024

Find free assets to use 20/01/2025 1/31/2025 11 0%

Find free sounds/music to use 20/01/2025 1/31/2025 11 024
PROTOTYPING FEBERUARY

Create any other necessary assets 01/02/2025 2/15/2025 14 0%

Design prototype loading screen 1 15/02/2025 211712025 2 0%

Design prototype loading screen 2 17/02/2025 2019/2025 2 034

Design prototype loading screen 3 19/02/2025 2/21/2025 2 0%

Begin building game base inunreal engine 21/02/2025 22812025 7 034
PRODUCTION MARCH

Build level 1 01/03/2025 310/2025 9 0%

Build level 2 08/03/2025 3/15/2025 7 024

Build level 3 15/03/2025 /25/2025 10 0%

Make final loading screen 1 15/03/2025 37312025 16 034

Make final loading screen 2 15/03/2025 3/31/2025 16 0%

Make final loading screen 3 15/03/2025 3/31/2025 16 0%

Add sounds and music 20/03/2025 /312025 11 0%a
REFINEMENT & BUG FIXING APRIL

Playtest game and record bugs 01/04/2025 4/5/2025 4 034

Have a friend playtest and record bugs 01/04/2025 4/5/2025 4 0%

Fix bugs found 05/04/2025 4/10/2025 ] 0%
SURVEYS & PLAYTEST APRIL

Create a survey 10/04/2025 471212025 2 0%

Give survey and game to 10-15 participants 11/04/2025 40142025 3 034

Record results from playtest 12/04/20235 402002025 a8 034

26/01/2025 17



THANK YOU FOr LISTENING!
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