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ARTICLEINFO ABSTRACT
Avrticle history: This research deals with a comparative study of the instant visual impressions between
Received 16 August 2024 the types of two-dimensional designs in electronic game design. Instant impressions play a
Received in revised form 21 August crucial role in attracting players, through the contrast of colors, shapes, lines, and degrees
2024 of shadow and light, which greatly affects the player's interaction. Four main principles
Accepted 27 August 2024 were identified that the design must rely on to achieve a good visual impression: visual
Published 15 December 2024 aesthetics, ease of use, emotional impact, and immersion and interaction. The results found
that applying these principles to the design of two-dimensional games showed that cell
Keywords: shading type excel in generating positive visual and emotional impressions, especially
Visual impression , electronic among young age groups.The results highlight the importance of simplicity and color
games, two,dimensional designs contrast in enhancing design aesthetics and player interaction It also showed that designs

that resemble three-dimensional designs may be the most effective in generating positive
responses, which enhances the player's experience and the continuity of interaction with
the game
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Conclusion:

Simplicity in designing game elements with the clarity of shadow and light degrees adds depth to the elements and
allows for high visual aesthetics, which makes the design of characters, and the game environment generate good
impressions for the player.

The different elements of the game must carry a common visual identity to create a unified visual consistency that
helps in obtaining good momentary impressions, which positively affects the player's emotion and interaction.
Using monochromatic color degrees may not give the impression of the consistency of the design elements in their
entirety and may be the least influential on the player's emotion and interaction, which indicates that the results of
the study do not agree with the previous studies referred to in the theoretical framework. As the simplicity of the
elements without the presence of clear and visually consistent color contrast may not lead to positive emotional
results.

Cell shading may be the most appropriate if game developers target a large segment of players, especially a young
age group. While types of design that paralleled the emergence of electronic games, such as pixel art, may be the
most appropriate for an older age group

2D designs that resemble 3D designs may generate more positive impressions than others.
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