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EVOLUTION OF Ul ELEMENTS (PLAYER INVENTORY) IN THE POKEMON GAME SERIES

The Pokémon game series, renowned for its captivating gameplay and immersive world, has undergone significant
transformations in Ul design over the years. One of the fundamental components of the Ul is the player inventory system,
which has evolved from complex, visually intricate designs to simpler, more intuitive interfaces. This thesis delves into the
reasons behind this evolutionary shift and evaluates its impact on user engagement and interaction within the games.

In the early iterations of the Pokémon series, player inventories were represented as virtual backpacks, resembling real -
life storage solutions.

EAG " ] N e
TiryMushroom
Big Mushroom

— x 5

=i I = x 2
Srabla Mulch x 3

U:.M Max Repel x 28
r———— % &
x 5

x 3

: — Paarl
1r sl

Fig. 1. Inventory design of one of the early Pokémon games

These inventories featured multiple compartments and sections, each designated for specific types of items such as Poke
Balls, healing items, and key items. While visually appealing and immersive, these elaborate inventory designs often posed
challenges in terms of navigation and accessibility. Players had to navigate through multiple layers of menus to access desired
items, which could disrupt gameplay flow and immersion.

As the series progressed and technology advanced, there was a noticeable trend towards minimalist Ul designs. In more
recent Pokémon games, the player inventory has transitioned into sleek, panel-based interfaces with categorized options.
Instead of navigating through virtual backpacks, players now have quick access to essential items through streamlined menus
and intuitive navigation. This minimalist approach prioritizes efficiency and ease of use, allowing players to focus more on
gameplay rather than managing inventory.
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Fig. 2. Inventory design of one of the latest Pokémon games

The shift towards minimalist Ul elements in player inventories offers several advantages. Firstly, it enhances accessibility
by simplifying navigation and reducing cognitive load on players. With fewer visual distractions, players can quickly locate
and utilize items during gameplay, leading to a smoother and more immersive experience. Additionally, minimalist Ul designs
often contribute to overall aesthetic cohesion, maintaining consistency throughout the game interface.

However, there are potential drawbacks to this minimalist approach. Some players may perceive the lack of visual
complexity as a reduction in immersion or depth within the game world. The transition from realistic backpack representations
to abstract panel-based interfaces may diminish the sense of tangible connection to the in-game environment for certain players.
Furthermore, the oversimplification of Ul elements could result in a loss of depth or customization options, limiting player
agency and personalization.

In conclusion, the evolution of player inventory UI elements in the Pokémon game series reflects a broader trend towards
minimalism in game design. While minimalist interfaces offer advantages in terms of accessibility and efficiency, they also
raise questions about immersion and player engagement. Future research should explore strategies for balancing minimalist
design principles with the need for immersive, customizable gameplay experiences. Ultimately, the effectiveness of Ul design
in enhancing player engagement lies in striking a delicate balance between simplicity and interactivity.
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