Global Buffs

UX Spec




Latest update September 8th, 2021

UX Owner: Jacob Jensen
Design Owner: Oleksii Rudenko

Table of Contents:

1. Buff messaging principles
2. Static buffs and bonuses

a.  Keyscreens
b.  Permanency
c.  R&D buff types
d.  Wireflows
i.  building buffs
ii.  timer buffs
iii.  character buffs
iv.  gem buffs
e.  Detailed breakdown
i.  Buildings
ii. timers
iii.  character details
iv.  gameplay

3. Temporary buffs
a. Usecase example

b.  Keyscreen examples |
c.  Keyscreen examples |l
d. Temporary buffs in features

Corresponding Documentation

1. Design 1Pager
2. UX Comp Analysis / UX investigation

Versions & Updates

V 0.6 - Restructured doc (8nd Sep, 2021)
V 0.5 - New examples & touchpoints (2nd Sep, 2021)
V 0.4 - Proper spec format (19th Aug, 2021)

Spec Formatting Key

Standard Descriptions
Notable Addition
Bepreeated

TBD

Emulation Target Deviation
[Configurable]

§ scopPELY ¥

SEIZE THE PLAY

PIXELTOYS


https://docs.google.com/document/d/14zX828OX8xnDbV6dBjoKWd8Q5cJjyLzGW3MmEsuZl78/edit?usp=sharing
https://docs.google.com/presentation/d/1-xlJBUzQnogi3kX2F1bjzjDJhykrJryh4P8VwXXuLW4/edit?usp=sharing

Global Buffs UX Spec
Buff messaging principles




Principles
Global Buffs UX Spec

Wherever possible... Visual examples of various temporary and permanent buffs
. . THIS WEEKEND ONLY! &) Ends: 13h 23m
e Buffed numbers should be shown in a different colour to the normal text colour. Buffed
elements or other visual indications of buffs should also stand out colour wise.

e  Keep colour consistent across types of buffs - this teaches the user to recognize the e . '””
source of the buff. A hypothetical example could be Green for R&D, cyan for events, ‘
purple for VIP.

' Long Bundle Description
| Long Bundle Description

e Visual cues to all touchpoints is the desired behaviour. For example, “increased drop rate”
should be shown on all gachas/shop bundles/etc where the buff would be in effect.

e  Whenever possible, buffs should be shown at the source and the target of the buff. L nextLy.
& 88,888 (+11950) » +888K

e  While temporary and/or powerful buffs should be called out more strongly with more

noticeable effects, the permanent buffs should be more subdued.
e STATS
e  Wherever possible, tapping on a buffed number / visual cue should show a tooltip with m’:ﬂfﬂﬂgﬁiﬂﬂ

the details of the buff. A ————
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Key Screens
Static buffs / bonuses

Building example

PRESS PROMOS

o L
L=l REFRESH

LONG PROMO NAME © 8888

1P WAIT

LONG PROMO NAME © 8888
70 SKIP WAIT

< THIS IS A VERY
Y4\ | LONG PROMO NAME © 8888

(7 AuTo-Join | COLLECT ALL

Gameplay example

Use Superstars with strong color
affinity against an opponent for
max advantage!

R&D Bonus:
Red Aty gem bonuses increased

| Buft Condition1X%
Buft Condition 2 X%

J
//r//

Character example

R&D Bonus:
Red Affinity attack increased by 15%

o e ei
“m H.m%'/; “mm ’

‘ ‘ancmmu g CritChance |

Building example

R&D Bonus:
Superstar Power gain is increased by 15%
3 Oy

WAIT TIME: 88d 88h

8888
UPGRADE

Character stats

STATS

957(+29) 7 (-3) 13 1+262)
® o ®
o 07 O @F”
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Permanency
Static buffs / bonuses

Keeping it simple

R&N bonuses is introduced very early, and will be permanent throughout the
game. So while we do want to make the player aware at their effects, they
shouldn't draw attention away from the temporary bonuses the player may

achieve. R&D Bonus:

We show the permanent bonuses in a simple format without too much :ttﬁg :m:::; éo .

emphasis. It's a recognized convention to show bonuses and/or increases in

numbers in green, and should therefore be quickly understood and accepted ‘m ’m .m

by the player without too much thought. 257 (+29) 421 (+32) 613 (+262)
Generally, any numbers or element affected by permanent bonuses should be . 84 . ? ‘:']'50 . ‘2'92

shown in green. Any buffed number can be tapped to show where the buff is
coming from and how much the effect is.




R&D Buff Types
Static buffs

Building Bonus Timer Character Bonus Gem Bonus
messaging messaging messaging messaging Target messaging

These are the only bonuses that we will focus on
in the first iteration of Global Buffs.

Use Superstars with strong color All bonuses are shown at the source (in this case
affinity against an opponent for

max advantage! the R&D tree) and at the target:

R&D Bonus:
Red affnity gems +27. damage 1. Meta bonuses are shown on buildings

}{ THIS IS A VERY 2h22m &~ etc.
AN | LONG PROMO NAME :

T O : 2 2. Timer bonuses are shown on tap on
___ l;lﬂ Power gain s increased by 15 r IN'.MWSM%: ssiet ; o timer bar P
e st \ — )

r AT n'
~. 86,888 (+11950) » +838k

TRK p— 4 — —
msisavery  (GEETZERN| | 0% @1  @Em) - 9
wnsmnonmsm o o oo BRSNS &, Character bonuses (stats) are shown

-, 88888 » x88 on the stat overlay.

4 Game bonuses (for example, extra

ok ke ® .
WAIT TIME: 88d 88h q 3
_ ‘ }4 nns;s.q VERY damage) is shown in the character

© 8888 LONG PROMO NAME © 8888 S . .
UPGRADE - tooltip in-game or in the RPS diagram.
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https://docs.google.com/presentation/d/1BBS6A3BsBFoZ5bS3v2ELPGl_xKl-m1CvizYY0c9Duyw/edit#slide=id.gb9773c12ee_0_19
https://docs.google.com/presentation/d/1BBS6A3BsBFoZ5bS3v2ELPGl_xKl-m1CvizYY0c9Duyw/edit#slide=id.gb9773c12ee_0_19
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Wireflow - Building Buffs
Static buffs

Base Stadium Popup Production Bonus Tool-Tip

Buliding Bescription line 1
Bullding Description line 2
Buliding Description ine 3

Production /h:

o 88B8B (0 » 7 88,888 (+10)

Player: Does anyone know where ! can find...

Capacity:
:7m »

WAIT TIME: 88d 88h

¢ 8888
UPGRADE

@ |

Capacity:
88888

WAIT TIME: 88d 88h

¢ 8888
UPGRADE

ROSTER FACTION
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Wireflow - Timer Buffs
Static buffs

Press promo details Press promos list Timer Bonus Tool-Tip

[PROMO NAME]

[Placehalder Text: NXT have captured PRESS PROMOS
several Attitude Era Superstars. - :

Liberate them and receive rewards. ]
Finish timers instantly at 3 minutes left
Timers decreased by 11%

* %k * kK
THIS IS A VERY THIS IS A VERY

@ A o) 2h22m A 2h22m
. ¢ LONG PROMO NAME ¢ 888 ;% LONG PROMO NAME © 8888
Fi\l;er your ?ster: : T SKIP WAI 0 SKIP WAIT
DO
ERA ‘
7 * ok : — * ok
’ THIS IS A VERY THIS IS A VERY ‘
£

LONG PROMO NAME © 8888 LONG PROMO NAME © 8888

AUTO-JOIN i SKIP WAIT 0 SKIP WAIT

* ko
N THIS IS A VERY ‘ y THIS IS A VERY

AN | LONG PROMO NAME © 8888 JAN | LONG PROMO NAME © 8888 \
GUILD PROMOS curw PROMOS
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Wireflow - Character Buffs
Static buffs

Character Details Stats Breakdown Popup Stats Bonus Tool-Tip

o |

[NAME]

[NICKNAME] i |

R&D Benus:
STATS Attack increased by 10%
Attack increased by 6

Oy OF y @) %79 OF n @ mw)
O\ e: O 0: o 07 O @:E"

vaaa O 38 'I 868
50/60 P> 55.5k/555

*, 8888
(7 TRAIN
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Wireflow - Gem Buffs
Static buffs

Core Gameplay RPS Tool-Tip

Use Superstars with strong color
affinity against an opponent for
max advantage!

R&D Bonus:
Red affinity gems +27 damage

e ]

DD

/,/j/_ /
A

AR AV
J
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Detailed Breakdown - Buildings
Static buffs

BU|Id|ng Bonus Hlemelt) iy State A Players will see buffed value messaging on the Target

signifying a Static Buff is active

' R&D Bonus: >

Buff Candition 1 X%
Buff ggndltlon 2 X% @

1. Target Trigger
a. Hit zone
b.  Production value (including bonus)
& How much of 1b. is from bonuses

< 2. Tool-Tip
Q ./
utf Condition 1 X ‘ If there is not enough space, or there isn't a
duff Condition 2 X7 reason to show the original value, the value is

shown in all green.

The tooltip can have multiple buffs from different

Bullding Description line 2 sources (State B). As there can be many sources

Bullding Description fne 3 and buffs, the tooltip should expand vertically.
NextLv. H Buffs are grouped by sources as shown.

[ L
i Pde UCtIOI’I Ih: If the tooltip is shown on the right half of the

screen, change the alignment of the tooltip and

‘b arrow (State B).
XR 88 888 a. “Source” of buff
WAIT TIME: 88d 88h / / I b.  “What" it buffs

C. “How much” it buffs
C 8888
UPGRADE

L1111}
NEEESN
T
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Detailed breakdown - timers
Static buffs

Screen Summary

PRESS PROMOS 1. When a nu'mber.ls mfluenced by a buff it sﬁould
be shown in white with the bonus next to it in

parentheses. The number shown is the final value.

<8888 Lv.X

REFRESH 2. A buffed timer appears in green instead of the

usual blue (2a). By tapping on the bar the player
* ok k Ko ‘ opens a tooltip (3) with an explanation as to the

THISISAVERY | g | misisavery L source of the buff, what it buffs and by how much.
LONG PRONO NAME [P YY) >A LONG PROMO NAME y

Bullding Bescription fine 1 .
Bullding Description fine 2 x88 SKIP WAIT ‘ | oo Lo 0 | a.  Anexample of an unbuffed timer.
Bullding Description line 3 — - I Timers decreased by 11% 3 ) o

(i | ok : e 3. Any bonus that has to do with the functionality of

| THIS IS A VERY THISISAVERY L the timer should be shown in this tooltip. (Instant
Copacity: Next Lul = | g ;
& ,u,?, 11950) » sesk LONG PROMO NAME © 8888 LONG PROMO NAME © 8888 finish, decreased time etc)
: g | > BRIEF | SKIP WAIT g | > BREF | SKIP WAIT
*on __| *on
THISISAVERY L
WAIT TIME: 88d 88h e T
T | \ LoNG PRoto AN [T l | it e 8888
UPGRADE — @
s
e

i = I LONG PROMO NAME © 8888
¢ KEZa | 'l RS /vro-von [ COLLECTALL T SKIP wAIT |
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Detailed Breakdown - Character Details

Static buffs
Character Details State A State B Players will see buffed value messaging on the Target
signifying a Static Buff is active
R&D Bomls:@’ R&D Bonus: @ 1. Target Trigger

a. Hit zone (only active on buffed fields)
b.  Statvalue (including bonus)

Buff Candition 1 X7%
(20, 2c2

Buff Condition 2 X% Other Som'c«b w IcT How much of 1b. is from bonuses
o ondition 1 X5 . ool-Tip
ot X f’@ If there is not enough space, or there isn't a
ouff Condition 2 X7 reason to show the original value, the value is

shown in all green.

@.ﬂ? The tooltip can have multiple buffs from different
tock ety S {b sources (State B). As there can be many sources
e and buffs, the tooltip should expand vertically.
= —0 s ATTACK DEFENCE Buffs are grouped by sources as shown.
@50 @ | @Fm) 2 5 7 / ) 4 21

— —— / If the tooltip is shown on the right half of the
@3 L} +150% @ @ g screen, change the alignment of the tooltip and
o arrow (State B).

ACCURACY RESIST a.  “Source” of buff
{ b.  “What"it buffs
8 4 3 2 i c.  "How much”it buffs
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Detailed Breakdown - Gameplay
Static buffs

Core Gameplay

Players will NOT see buffed value messaging on the Target
signifying a Static Buff is active

e | SLe 1. Target Trigger (RPS Ipon)
DD OO | S 2. Standard RPS Tool-Tip
| Use superstarxo‘rong color a. RPS breakdown
al | - :::JT&?::;JMM “ b. Active R&D Buff container

o i.  "Source” of buff
S| reosonus: < State A State B ii.  “What"it buffs
L Red affinity gems +2% damage ~ iii. “How much” it buffs

Use Superstars with strong color
affinity against an opponent for
max advantage!

Use Superstars with strong color
affinity against an opponent for
max advantage!

R&D Bonus:

Red Affinity gem bonuses increased
by 15%

Other Source

Buff Condition 1 X%
Buff Condition 2 X 7%

43'»!!&0 Bonus: 9
QJ»Red Affinity gem bonuses increased

AR

L1111}
NEEESN
T
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Use Case Example
Temporary Buff example: Gacha

Touch Points / L.0 Levers

—
%
e )
Inbox Message % o
Temporary Buff: | AVAILABLE IN a
2X DrOp Chances m Qy___ ‘dERYLONGEACMANAME
‘ “ THIS WEEKEND ONLY! ¢ Ends: 13h 23m

AVAILABLE 1N —_—  om ‘ ‘ P"ﬂx \\f \\F

y e e
Lo v/ B P R""m BOX
s T
POSSIBLE REWARDS:
x

Drop tables Qy

WEEKEND MADNESS

® Ends: 13h 23m

GACHA

§ scoPELY
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Key Screens |
Temporary Buff example: Gacha

Login Interstitial Store Screen Events Screen Gacha Labby Inbox Message

EVENTS PREFiiiii BOX INBOX

SCREEN SUB-TITLE ’ SCREEN SUB-TITLE

POSSIBLE REWARDS:

WEEKEND MAGNESS
) Ends: 13h 23m

WEEKEND MADNESS

O Ends: 13h 23m

WEEKENDIIMADNESS;

oae

x88 x88 X88

Long Bundle Description
L Long Bundle Description’

LEGENDS LOOT BOX

@ éss8 & |

Long Bundle Description
Long Bundle Description

L

© 8888 © 8888
ﬁ OPEN10 OPEN1 ﬁ

HOME ROSTER BATTLE FACTION STORE

K scoPELY
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Key Screens I
Temporary Buff example: Gacha

[tem Details Inbox Message

— | [GEAR MATERIAL] N INBOX

=%
[MATERIAL] SCREEN SUB-TITLE

e Deseripne

WEEKEND MADRESS
 Ends: 13h 23m

This item can be received as a reward from

Base Icon

‘ vl
] No) il

© Player Long Name
(@) 555,555

HOME ROSTER BATTLE

LEGENDARY 2%

Gacha Droptable

' [GACHA]REWARDS

[MINUMUM] TO [MAXIMUM] REWARDS

Keyscreen
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Temporary buffs in features
Temporary Buffs

The following features include Temporary buffs. Please refer to their individual spec sheet for further details.

e Events: Increased drop rate
Touchpoints: Home, Store lobby, Store header, Store tiles, Gacha lobby, Gacha reward summary, Gacha drop table

Gacha UX spec: https://docs.google.com/presentation/d/1bl6CuiuvA10FtffE4Gg00kf36xZU_kIKIAysCE0zBO/edit?usp=sharing
Store UX spec https://docs.google.com/presentation/d/1vGus-62rB47unx1KvedNYe4Ca—il GzhbtcueukKyPM/edit?usp=sharing

e PvE: Double drops
Touchpoints: Campaign Screen, Chapter select, Stage cards, Card: Reward state, Auto-win Rewards, Win rewards

PvE UX spec: https://docs.google.com/presentation/d/1027zmmZKUrL_b5HUdhQIjpbc6RIviXm1SUro9Hfh0Z0/edit?usp=sharing

e Subscriptions
TBD



https://docs.google.com/presentation/d/1bI6CuiuvA10FtffE4GgO0kf36JxZU_klKlAysCEOzBQ/edit?usp=sharing
https://docs.google.com/presentation/d/1vGus-G2rB47unx1KvedNYe4Ca--iLGz5btcueukKyPM/edit?usp=sharing
https://docs.google.com/presentation/d/1027zmmZKUrL_b5HUdhQIjpbc6R1viXm1SUro9Hfh0ZQ/edit?usp=sharing

