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What are the Effects of Artistic Styles in Splash Screens on Player Expectations
and Emotions in Video Games?

In this personal project, | would like to explore different styles of splash screens through
a 2D medium. These splash screens, though 2D in style, will have the illusion of life
brought to them through flowing, layered animation. This will be accomplished by using
two different programs. Clip Studio Paint [1], and Adobe After Effects [2]. The program
Clip Studio Paint [1], will allow me to create detailed artworks that | can layer. These
layers will ensure that there are no gaps under the work when it is later animated with
the puppet tool in Adobe After Effects [2].

| will create 3 different splash screens for a hypothetical relaxing farming simulator
Video Game. Each splash screen created will have the same character at the forefront,
but they will all differ in style and colour to give a variety of choices and results for
gamers to review. | will create this character with animation in mind, ensuring that it is
simple, yet eye-catching with a recognisable sihouette. The theme for the game is
farming, so | will create a character that looks like they belong to the environment they
are set in, whether that be through their clothing through colour, or other relevant
details. | will have this design completed with a clear 2D reference sheet showing each
orthographic view by the end of November.

Splash screens play a vital part in the player’'s experience, as they are the first visual
the player will see. Whereas some may see them as nothing more than a decorative
visual, splash screens set the tone and expectations for the player right at the start and
give them an introduction to the game ahead. A good splash screen should create
excitement and immersion, capturing the essence of the Video Game it represents
before it even starts. They also promote the game’s brand by keeping a consistent
theme and can create the practical illusion of shorter loading times, as the player is
distracted by the visuals. [3]

Before | begin this project, | will do some research on existing game splash screens and
read up on the fundamentals of animation. Some media that inspires me includes
Stardew Valley [4], Muse Dash [5], and Cuphead [6]. These games all include animated
splash screens with dynamic movement and vibrant colours, which | would like to
incorporate into my own work. | will also be including fundamentals from books like "The
Art of Animation" by Bob Thomas [7], and "The lllusion of Life: Disney Animation" by
Frank Thomas and Ollie Johnston [8].

| will gather feedback from at least 10 different people with experience in gaming with
the use of a google form, recording their expectations and emotional response to these
splash screens by using a series of related questions. Once the feedback is in, | will




review the responses and conclude which splash screen best fits the theme of the
hypothetical game and theme set for this project.

Before | begin, | will work on my skills in Adobe After Effects [2], becoming more familiar
with the program before | dive into the project itself. | will also use this time to create the
dynamic character design which | can use for each of the splash screens. | then aim to
complete one splash screen by the end of each month for December, January, and
February, with some time allocated in March to fix any issues | encounter along the
way.

| will have all splash screens completed at the very latest by 15! April 2025, along with a
google form. This will give me time to distribute the google doc to my target audience of
gamers and give them a week to respond. Once | have all the responses | need, | will
begin to dive into the specifics of each demographic, and what their responses were to
each screen. This will help me to come to a conclusion on how art style can affect a
player’s initial expectations of a video game.

My project will be complete on April 227 2025, giving me a week to look over everything
| have done and make any last-minute changes.

With this research, | hope to design an effective splash screen which can most
effectively convey the impression of a relaxing farming simulator. Integrating principals
learned from my cited sources, [7], [8], along with the reviews | receive, | will conclude
the elements that best capture the player’s attention and interest for the selected theme
and discuss how this can be applied in a more general term to the gaming industry.
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