
Memory Follows Form Follows Function

UI, Memory, and Technical Constraint in Game Design



UI design in games over time 

• Information design 

• Design theory & UI design 

• Technical restraints/allowances and their influences on game

design

• Retro game revival



Design Theory – information design

Games requires information design

• It’s about making sense

• What do you need to know

• Where can you find this information

• When do you need this information













Information design – UX design

• Hierarchy

• Flow

• Feedback loops

You’re solving design problems so the player won’t think about it















What is important 

• Flow

• Hierarchy

• Harmony and contrast

• Consistancy



Going back – hardware restrainst as design

• Design is context

• Pixels 

• Limited memory space

• Colour palettes & resolution constraints







Revival as Recontextualization

• Use of “pixel art” as an aesthetic choice rather than a necessity.

• Modern engines mimicking old hardware limitations 

• CRT filters, music chip emulation, low-poly revival.











CRT Screens and Game Feel

• Blur

• scanlines

• contrast





Emulation and UX Dissonance

• Input latency, aspect ratios, broken UIs in HD

• Fidelity vs. authenticity dilemma

• Nostalgia





In conclusion

• Play close attention as to what information has to be presented

and how to present it

• Design is never neutral—it’s always shaped by context, constraint, 

and intention

• When reviving old media, consider not just what it was, but how 

it felt



Thank you


