
UX/UI @ Valiant

The what and the why, in practice



Today

● Look at Pendula Swing
● What changes were made?
● What’s the future?
● Mentoring



What is Pendula Swing?



Elevator Pitch

Pendula Swing is an Episodic Adventure Game
set in a Fantasy Version of the American Roaring 20s.

Elements of point-and-click and RPGs, but focus on story and dialogues.





http://www.youtube.com/watch?v=OIOtT7Tidm8




Let’s start from the beginning...



Started properly designing

● Nailed down mechanics
● Let mechanics decide UI items
● Inspired by games in different genres

○ RPGs
○ Point-and-click

● Functionality over form



Inspiration





Inspiration





Rework no 1

● Moved everything down to the log
● Removed Menu button





Rework no 2

● Putting things IN the world
○ Dialogues
○ Barks
○ Inspect texts

● Based on playtest feedback
● The player does not like to move their eyes too much



Inspiration





Inspiration





Rework no 3

● The log wasn’t needed anymore
● The Journal and Inventory buttons were the most important UI items
● They each got a corner
● Taking Mobile version into consideration

○ Back with the Menu button
○ Rounded buttons

● Show Interactions button
● You only see Backpack and Map in UI when you have them







Showing possible interactions



The Inventory

● Backpack
● Clothes
● Keychain
● Pouch
● Map





Inspiration





First iteration

● Character 3D model shown in inventory
● Clickable outfit





Rework: All on one page

● Technical difficulties
● Should you be able to access Wallet when has no Backpack?

○ An UI button for every part of the inventory?

● No need for such focus on inventory
● Moved the map to separate interface





Vendors



“The devil is in the details”

● Blurred background when UI up
● Darkened corners in conversations
● Animation when UI items enter



Containers



Edge Cases



Companions



Break



Journal



Rework no 1

● Added a minigame
● Placed in a “notebook”





Rework no 2

● Wanted it to feel “diegetic”
● All in one place

○ Current tasks
○ Done tasks
○ Minigame
○ Freeform notes
○ Log

● Pretty graphics 



Inspiration



Inspiration









New home of the log



The New Task !



Map

● Minimap?
● Local map?
● Travel map?
● Always available?
● Diegetic?



RPG vs. point-and-click

Inspiration



Inspiration





Viewable art



Readable books

Inspiration





Main menu

● 1920s movie feeling



Rework

● More in line with rest of the graphics
● 1920s movie poster
● Juiciness when starting, then focus on functionality
● We are cheating - no icons

○ ...Then again, it’s a reading-focused game...





Episode store



Settings menu



Pause menu



Credits



Loading Screen



Intro cinematic



Future improvements

● We have an advantage
○ Episodic
○ Plenty of time to improve

● Stacks
● Rework log
● Mobile-friendly version
● Reworks dialogues

○ “Make them sexy”



Inspiration

New dialogue UI





In short

● Iteration is good!
● It doesn’t have to look right away
● Never “get married” to ideas too soon
● Get inspired by other games, but don’t let them dictate your choices
● Playtest a lot!



https://store.steampowered.com/app/840290/Pendula_Swing_Episode_1__Tired_and_Retired/ 

https://store.steampowered.com/app/840290/Pendula_Swing_Episode_1__Tired_and_Retired/


Questions!



Handledning

anna@valiant.se
@TheAnaka

mailto:anna@valiant.se

