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ORIGAMAY: 2D PUZZLE
PLATFORMER
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GRAPHIC DESIGN

Hey, ’m Shannon May,
a visual Ul designer
and 2D artist

I’m a passionate creative that has worked across print,
digital and social media design. My career began with a
certification in computer science but quickly moved into
more creative spheres, where I’'ve been creating design

solutions ever since.

NATURALHEALTH

Awards

DCTHOMSON

| have recently focused my study on visual UI/UX design,
culminating in a UX design certification from the School
of UX. I’'m interested in the gaming and education
sectors especially, and would love to work with you on
your next project!




Menu Design

Creating the basic Ul and menus for
puzzle platformer Origamay

SUMMARY

Origamay is a puzzle platformer designed for
consoles and PC, about a paper doll looking for her
purpose. | played a role in concepting, creating
mockups, and designing the Ul.

TEAM STRUCTURE

| worked as part of a small 3 person team consisting
of 2 programmers and myself heading up Ul and 2D
asset design.

SKIP TO THE FINAL SCREENS & PROTOTYPE

MY RESPONSIBILITIES

Concepting, initial research, user experience, user

interface design, 2D assets



Research

| started by understanding the project requirements

USER RESEARCH

To focus our efforts, we identified preferences and
behaviours of Origamay’s core audience: 18-25 year
old gaming enthusiasts, with a focus on a female
demographic that have nostalgia for paper dolls.
We split this further and created 3 user personas to
drive our design decisions.

PUZZLE PAIGE

+ Loves challenging brainteasers

« Plays puzzle games on her
phone often, considering
purchasing a console

CREATIVE CHLOE

+ Enjoys crafting and artistic activities
+ Played with paper dolls and glitter

as a child and has a feeling of
nostalgia for them




ORIGAMAY

Research

| started by understanding the project requirements

.! [:rlui]mwnt

INSPIRATION & COMPETITION

Our research involved looking at other games of similar types or
MOSS -3D

PUZZLE
PLATFORMER

inspirational aesthetics, seeing what they did well, or things

that we wanted to avoid. While the general research in this
category was wide, these were the games we decided to study
more closely during our research phase.
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User journey

Understanding the journey of a user through the game
menu, and the decisions they could make

Enter Pause Menu —‘h} I o —— Check Inventory % Browsa through Inventory —‘)

Select Actlve ltem Exlt Pause Menu

Change Volume Resolution -—) Change Resolution

Controller

Ki 1& Mouse




Information architecture

Conveying information to the player is the menu’s primary
purpose - here’s what we did to reflect that

DIVISION BETWEEN MENU OPTIONS AND INFO

On menu screens with options (inventory, origami) the
menu is confined to the left of the screen, and the
information in the panel to the right. This creates a
consistency that helps with player familiarity.

The Plane

A curious paper plane that can be
thrown ot enemies with @@

3 Orvigami | baventory | Settings €=n

£ Origomi | laventory | Settings €n

BUTTON PROMPTS

Button prompts between screens change depending
on the control schema selected - for example, the top
menu goes left the right with A and D, but uses the left
and right shoulder buttons on a controller which the Ul
changes to accomodate.



Wireframing

Initial sketch wireframes of the key menu screens and the simple
main game Ul, including basic motion design thoughts
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Total Color Blindness

ORIGAMAY

Accessibility

Accessibility in games is incredibly important, and we
kept this in mind during menu development

Total color blindness is much less common,
(less than 0.001%) but it's an effective
rubric to check for design efficacy. If your
design is working without color. it is also
likely also well organized, using reasonable

hierarchies, and clearly laid out.
WCAG AA Compliance Guidelines

= Add redundant Ul signals for states.

= Error and success conditions should be

ACCESSIBILITY VALIDATION

Or'mi | Inventory | Se

@ Legible text sizes and large buttons
€ AA Standard colour contrast ratios

€ shortload/ response times
Unknown
What sort of pepery problem could *

€ No essential information is conveyed by only colour Y this.solve? find out in chaler 4

€ All areas of the user interface are accessible using

the same input methods as gameplay “Oh1 A mysteny box'
. @ Resome
Handgloves
IR VISUAL ACCESSIBILITY
B #FFFFFF 32 samples [} ®) #6B4D&5 32 Samples [

The design was tested using visual impairment

Smallest Contrast Ratio 6.58:1 i 55 - . . . . .
salest Contast R e simulation tools - the design is suitable for colour
M 1T 30 of 32 ( a2 . .
e EDAD  romairen B blind users (both protanopia and full colour
R @D oo e blindness), users with light sensitivity, and users

sreenes > e € with minor vision acuity.



Localisation

We designed the Ul with localisation in mind

Origami | Inventaire | Paramétres €Em

LOCALISATION TESTING

Though we did not have fully localised text available o
'avion

Un curieux avion en papier qui peut

£tre lance sur les ennemis avec @

during this stage, we used auto-translated text for 3 of the
top languages games are translated into (German, French
and Simplified Chinese) The aim was to only have to " Wy

n avion peut me transporter

change the Ul in minimal ways to accomodate different e
languages to make future localisation easier.

Origami | Inventar | Einstellongen €2

Das Flugzevn ) ) . —

Ein seltsamer Papierfiieger mit dem >N i — S IEMAE KN, AIMAEE
man auf Fainde werfen kann @@ B P ' nEsEA Q

JEin Flugzeuq kann mich aberall hin
transportieren. Aber es hat sich
entschieden, mich hierher zu bringan”
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ORIGAMAY

Animation as a Puzzle

The diamond spin animation in the menu is
pretty... But does it mean more?

MENU ANIMATIONS BECOME GAMEPLAY

In what could be considered a 4th wall break, we
decided that the spin animations/positions on
the origami screen would not just be for show -
there is a spin puzzle in the game, which if you
input the same spin directions as in the menu,
will activate in game easter eggs. While this is
not key to game progression, it adds to the
puzzle theming of the game and increases player
satisfaction for working this out themselves
(sshhhh... Its a secret!)

Ovigami | Inventory | Settings @Em

The Plane
A curious paper plane that can be
thrown ot enemies with €

“A plane can transport me anywhere.
But it chose to take me here.”

@ Resume

Unknown
A folded menace from chopler 5.
Are you sure you want this?

@ Resume



Testing

Testing and validating the design

HEATMAP & EYE FOCUS TESTING
“A plane can fransport me anywhere

Initially we used a heatmap Al to simulate B DRI . ol
where users focus might be: based on this W Fst,;;gr;\tt!_%p,
we made some tweaks to the Ul and then

another team member carried out real user

testing. Our user heatmaps showed that user

focus was where it was most needed - on the

information panel itself, closely followed by

the top menu which makes sense as thisis a

primary player choice in the menu.

Interestingly it also showed a bias for
looking at the bear as opposed to the paper
plane and the rabbit, which is information

that can also be used by the marketing
department in future advertising.

Attention
Insight

——
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Prototype Screens

GAME UI

a mockup of the ingame
Ul, with simple paper
hearts to represent
player lives, and a
prompt on the right
hand side to access the
in-game menu. The icon
changes depending on
the control schema
selected.



https://www.shannonmay.co.uk/origamay.html

ORIGAMI SCREEN
A screen where Origami | Inventory | Settings @R

the player can
look at their
unlocked origami
and double check
how to use them
in-game

The Plane -

A curious paper plane that can be
thrown at enemies with 0

ok

%

“A plane can transport me anywhere..
But it chose to take me here.”

@ Resome




INVENTORY SCREEN

This is where a player can
access and selectitems in
their inventory that they
have collected over the
course of the game.

3 Origomi | laventory | Settings {GBa
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@ Resome

3 Origoami | laventory | Settings {Ba
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@ Resome



SETTINGS SCREEN

This is where the player can change settings for the
game, including controls, volume and resolution.

£ Orvigami | Inventory | Settings

o

Controls = Mouse & Keyboard »
Setting2 XXXXXXX

Setting3 XXXXXXX

Settingdt = XXXXXX



Like this case study?
Hire me!

Shannon May Hall
Visual Ul designer

+44 7783 475403
shannon@shannonmayart.com

linkedin.com/in/shannonmavyart
behance.net/shannonhalll2
dribbble.com/ShannonMayArt

hannonmayv.co.uk


mailto:shannon@shannonmayart.com
https://www.linkedin.com/in/shannonmayart
https://www.behance.net/shannonhall12
https://www.dribbble.com/ShannonMayArt
https://www.shannonmay.co.uk

