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Abstract
This thesis brings attention to communication systems in games and how their development has 
stagnated. The focus is directed towards visual communication and the question of “Can the 
Smart Ping system in League of Legends suggest visual communication as a viable solution for 
in-game communication in multiplayer games, according to the semiotic model of Roland 
Barthes? ” is presented. Roland Barthes’ two order of signification model is then used to perform
an analysis of the visual communication system called Smart Ping in the game League of 
Legends. The findings suggests that visual systems can be a viable solution as they provide 
visual techniques in design, tactic use for players while being effective to execute, helps 
removing language barrier problems and can use cultural aspects to an advantage in design when
creating the system, making it easier for players to understand the message created.

In-game multiplayer communication, is a vital part of how a game succeeds or falters when 
providing tools for players to communicate; as it is one of the main areas that creates frustration 
for the players. An aspect of this importance is that as frustration builds up, the flaws of design 
are found and questioned, and if not answered, damages the community due to the consequences 
of not solving the issues within the game. Therefore it is important that designers do not neglect 
the issues related to the current systems, and instead work to find new solutions, because if they 
do not, it damages the relationship between consumers and developers. This topic is discussed as 
frustration for players also bring toxicity into the community of games. To finalize the thesis 
suggests an approach in connection to visual communication systems and emphasizes 
experimentation in game design as an important part of development; while as a developer 
staying open towards feedback helps, as it strengthens the community and can provide new 
solutions from unexpected sources.

Keywords
Games, Game Design, League of Legends, Multiplayer, Visual Communication, Semiotics, 
Culture.
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Terminology

Ping A “ping” here refers to when a player uses a short command to click on the map 
causing a sound and a symbol to appear at the location and on the mini-map for 
allies to view (Fig. 1).

Map “Map” is referred to as the area of play in the game, where players are able to 
explore and fight.

Mini-map “Mini-map” (Fig. 2) is a smaller representation of the Map to provide information
to the players.

Multiplayer Multiplayer is referred to as multiple players interacting with one another within a
game.

Meta Word which has established a unique meaning within the League of Legends 
community, it refers to a certain way of playing the game in its current state.

Toxicity Culturally used within the  League of Legends community to describe the 
negative, destructive and abusive behaviour of certain players.

Lane The three roads branching out between the two bases of the map.

Jungle The area of trees and monsters located in-between the lanes of the map.

Jungler The player taking on the role to mainly gather rescources in the jungle area and 
assist the other lanes.

Invade Action performed by one or several players moving into the enemy jungle to 
create pressure, trying to gain an advantage; often considered a high risk.

Gank The action performed most commonly by the jungler, pressuring a lane assisting 
allies in trying to kill one or more enemy champions to gain an advantage.

Early- Mid- 
Late game

The different stages in a game of League of Legends, refers to the time in the 
game and is culturally used  within the League of Legends community to make it 
easier to describe when to perform a tactic in the game.

Fog of war In games referred to as the area which has still not been explored, depending on 
game is completely unexplored from the start or shows the map structure only, 
leaving the location to be explored in order to show if an enemy is there.

Screenshot Is an image taken of the current state of the screen, providing an image file stored 
for use.
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1 Introduction
When playing games with multiple players, more often than not is communication a vital part of 
what makes you achieve. Your team has to communicate and work together to reach the goals 
within the game and succeed. Along the way you come across the enemy forces. Because of the 
communication system being slow, it does not give you the time needed to act on the enemies 
approach as you are unable to communicate with your team quickly enough on how to respond to
the attack. Your team scatters, fights are being fought in multiple parts of the surroundings and 
chaos has broken out. When the battle settles, your team members are dead as the enemy 
marches at your base to take victory and win the game. The bitter feeling of defeat brings you the
thought of how different the outcome could have been, if only you had been able to communicate
better with your team. 

Throughout many genres and years of games there have been many scenarios as this one, and the
question of how to provide better communication systems to avoid them is still for most parts 
unanswered. Stagnation has become a problem in development and design of released games; 
multiple releases are being made the same game with little variation as the industry values safety 
in sales over innovation (Rubin, 2012). This development in its turn has created stagnation in the 
development of multiplayer communication systems and how to design new ways for players to 
communicate in-game. 

The most commonly used system for online communication is a text input based system where 
several players communicate at the same time through typing. As games developed, this system 
failed to provide the realtime communication needed as the gameplay became more hectic with 
more players involved and overall faster game pace. Another important aspect is that the text 
input based system in terms of mechanics, locks the players while they type messages, leaving 
them unable to perform other actions. The result is a breakdown in gameplay flow as well as 
player interaction as the communication and gameplay contradict one another.

A further problem in the communication involves the language barrier, as more often than not 
players do not share the same native language. A game that has presented a solution to this 
problem is “League of Legends”, created by “Riot Games”. The game features a visual 
communication system called “Smart Ping”, which provides the players with quick pings (Fig. 1)
with variations for faster communication using the map and mini-map (Fig. 2).
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Fig. 1. Example of “ping” (Left).  Fig. 2. Mini-map interaction example (Right).

The focus of this thesis is to examine the four main pings and the message they create in the 
Smart Ping system and analyse them through the use of semiotics, specifically Roland Barthes’ 
two order of signification model. The goal is by analysing the systems interface, its colored 
symbols and construction, how it interacts with the mini-map and the cultural aspects involved, 
determine if the system can suggest visual communication as a viable alternative for in-game 
communication in multiplayer games.

1.1 Aim
The aim of this thesis is by conducting a semiotic analysis of the Smart Ping system, to better 
understand its use as a visual communication system in the game League of Legends. This is a 
necessary step towards suggesting better player in-game communication systems alternative to 
the traditional text input based system, and evaluating whether visual based communication 
systems can be a viable solution.

1.2 Research Question
Can the Smart Ping system in League of Legends suggest visual communication as a viable 
solution for in-game communcation in multiplayer games, according to the semiotic model of 
Roland Barthes? 

A case study of the Smart Ping system in League of Legends.

The focus of the thesis is a semiotic analysis of the four main pings in the Smart Ping system, 
using Roland Barthes’ two order of signification model. The game League of Legends is first 
presented, followed by a definition of Barthes’ two order of signification model. The model is 
then applied to the Smart Ping system within the game followed by a discussion primarily 
focused on the Myth as part of the second order of signification and its impact on the players’ 
interpretation of the messages provided by the Smart Ping system.
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2 Background
This section presents the background needed for the thesis, following up on what “League of 
Legends” is and the connection to the problems text based communication created. Then the 
Smart Ping system becomes introduced and a background on semiotics focusing on Roland 
Barthes' two order of signification model is presented.

2.1 League of Legends
“League of Legends” (Fig. 3) is a multiplayer online battle arena (MOBA) game created by 
“Riot Games” which was released on October 27,  2009 (Riot Games, 2009). Often referred to as
“League”, the game has today risen to become the most played PC game of all time (Riot 
Games, 2014a. Evangelho, 2012. Minnie, 2014); with its digits rising to as high as “67 million 
playing every month, 27 million playing every day, and over 7.5 million playing at the same time
during each day’s peak play time.” 

Fig. 3. League of Legends.

In League of Legends, ten players battle in teams of five, representing either the blue or the 
purple side, gathering resources through slaying minions and objectives such as the opposing 
team’s towers. The game is heavily objectives based and mistakes become more grave the longer
a match progresses. A team wins when they destroy the opposing team’s “Nexus” which is 
located at the back of each team’s base (Fig. 4). 
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Fig. 4. ”Summoner’s Rift”, main map of League of Legends.

Tactics are a heavy part of the game and knowing when to engage or disengage is the difference 
between a team losing or succeeding in defeating the enemy team. In League of Legends, players
take the form of “champions” which are characters used to fight in the game (Fig. 5). Each 
champion has their own trait of abilities and characteristics adding to the presentation of the 
game. As a player continues to play the game, they can add more champions to their arsenal to 
play with, it becomes a learning process as knowing what each champion can do as you face 
them on the battlefield, can be the difference between killing or be killed.

Fig. 5. Example of champions in League of Legends
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To understand games it is important to know the language of games. Games have over the years 
come to develop their own words that are culturally accepted by the players who have grown up 
playing games. The examples for this thesis are mainly “ping”, “abilities”, “map” and “mini-
map”. Ping  being the most important one has two meanings, the one used here is when referring 
to signals sent by players to communicate. These signals take on different forms and use different
additional sounds and visuals to further describe a message in the game. Abilities are the one 
probably most relatable for the general audience as it describes what something or someone can 
do. The difference in gaming culture is the more defined relation of the word as it relates to 
spells and skills of a character. With everything from a wizard using a fire spell to bring up a wall
of fire or a warrior taking his hammer and performing an assault through the air crushing an 
enemy, these are examples of to what players relate the word. 

Map has a further specified meaning in games, as the general audience would think about a map 
that you hold in hand and navigate with. Gaming culture on top of that relation defines the word 
as a description of the area being played in. It can either for example be a battlefield, a town or a 
dungeon, the built environment the players get to live, fight and explore in. Mini-map is the 
continuation of that definition, or more specifically the visual representation of that map showing
to the player as part of the user interface. It provides a smaller version of the map that the player 
can view at any time during gameplay to analyse the situation. In League of Legends, the mini-
map is a large part of both map awareness to plan and avoid battles and not getting caught. And it
fills an additional role as the Smart Ping system uses it to show miniature versions of the pings 
as they are executed, to provide a relation between the icons of champions and the ping on the 
map.

In games multiplayer communication is referred to the process of multiple players 
communicating during gameplay. This process is vital in many games as it is a large part of the 
tactics and working together to achieve the goals in the game. In League of Legends, 
communication has taken on that vital role as the five members of your team have to work 
together to be able to defeat the enemy team. The game uses two main systems as the tools 
provided for players to communicate. A text input based system where the players can chat and 
write messages, it is also used at times to explain situations or discuss on what to do. The second 
system used to be a simple ping system that used colored signals to turn the attention of 
teammates to a specific location, however due to the system not having any further functions it 
could not describe specifics. Therefore it became confusing to use as players more often than not 
had to send the signals multiple times to try getting teammates to understand the level of danger. 
The text based system still remains in the game; however the ping system got an upgrade and is 
today known as the Smart Ping system.

10



2.2 Text chat limitation and introducing Smart Ping
While a text input based system exists in League of Legends (Fig. 6), it does not work as a 
tactical tool because of the fast gameplay and is more suited for conversation. Using a text input 
based system, if a player wants to communicate a tactic, they have to pause in the middle of a 
situation, bring up the text field, type whole sentences and send it, all the while being unable to 
move or use abilities. During this time the player is vulnerable to attacks from the opposing team
and can cost the team the fight, as well as objectives throughout the map because the player died 
due to being locked into typing a message. From the game’s release in 2009 until 2013, text 
based input communication was the only player in-game communication available that could 
specify different messages. That was until March 1, 2013 when the Smart Ping system was 
released as a replacement for the old Ping system (Houston, 2013).

Fig. 6. Text input based system in League of Legends.

Prior to the introduction of the Smart Ping system, the problems with the player in-game 
communication system was apparent as the community expressed their negative feedback 
concerning playability with only a text input based communication system. This became even 
more apparent when rumours about a new Ping system surfaced from the Public Beta 
Environment (PBE) as players expressed their need for a new system (Neoseeker forum, 2013):

“Having a ping for "Enemy missing" would be awesome. It's kind of annoying having to stop 
last hitting to type "top mia" and then keep going.” (Neoseeker forums, 2013)

“I need this right now. I am constantly back-pinging when my lane opponent is gone and don't 
know where they went.” (Neoseeker forums, 2013)

PBE is where League of Legends test all its new features before implementing them into the live 
game. Before Smart Ping, there existed a very basic ping system with more simple pings, even 
though this system was faster than the text chat it could not provide different messages and 
therefore also failed to provide a use as a clear communication tool. At the start of March 2013, 
the developer Riot Games presented their solution as a the improved system called Smart Ping, 
where players are provided with new tools, different Pings and further variations at their disposal
to communicate within the game (Houston, 2013).
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The Smart Ping system uses more developed pings with universally understandable symbols to 
create multiple different messages, letting players communicate with ease as they can 
simultaneously continue with their current action in the game. An added positive aspect is how 
the system started breaking down the language barriers as it does not require any specific 
language proficiency. The messages the system can provide are: “Danger!”, “Enemy Missing”, 
“Assist Me” and “On My Way”, including smaller variations for further customization of the 
message created. All pings use different designs and colors to enhance the message and 
information provided (Riot Games, 2013).

The Smart Ping system provides players with a fast action oriented visual system accessible 
directly from the cursor. The players use a simple combination of the mouse button and a 
keyboard button to access the menu, as they continued holding the mouse button they are 
presented with four different symbols which can be dragged over and selected when releasing the
mouse button over the desired ping (Fig. 7).

Fig. 7. Smart Ping system menu.

Each ping provides different uses and messages, both in close combat and map wide 
communication. In addition the system writes the signal in the text chat automatically as the ping
is executed, this adds to making the message clear and understandable (Riot Games, 2014b). As 
players got more used to the new system, Smart Ping gained popularity and is today used 
frequently by the majority of the League of Legends player base when playing the game.
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2.3 Semiotics and Roland Barthes’ Model
Before going into the analysis, it is important that the model as well as Semiotics are defined. 
Semiotics is a very broad subject that encompasses several branches of theories and decades of 
research:

“The study of signs and symbols and their use or interpretation.” (Oxford University Press, 
Dictionary Definition). 

“Although its origins can be traced back as far as Plato and Augustine, semiotics as a self-
conscious theory emerged only at the beginning of this century, in the writings of Charles 
Sanders Peirce and Ferdinand de Saussure.” (Silverman, 1984, p3)

“Study of signs and sign-using behaviour, especially in language. In the late 19th and early 20th 
century the work of Ferdinand de Saussure and Charles Sanders Peirce led to the emergence of 
semiotics as a method for examining phenomena in different fields, including aesthetics, 
anthropology, communications, psychology, and semantics. Interest in the structure behind the 
use of particular signs links semiotics with the methods of structuralism. Saussure's theories are 
also fundamental to poststructuralism.” (Dictionary definition of Semiotics, Merriam Webster 
Dictionary, 2014)

In connection to games semiotics have over the years come into further use, as designers can 
adapt the theories for games and use it as a theoretical framework on how to create better visuals 
for a clear interpretation by the players.

Semiotics started to establish as a major part of cultural studies towards the late 1960s, part of 
this development was Roland Barthes. Barthes as a philosopher through his many writings 
developed on the Semiotic theories of signs into cultural meanings and established a model for 
the difference between the literal meaning and the cultural interpretation (Fig. 8). 

“Barthes declared that 'semiology aims to take in any system of signs, whatever their substance 
and limits; images, gestures, musical sounds, objects, and the complex associations of all of 
these, which form the content of ritual, convention or public entertainment: these constitute, if 
not languages, at least systems of signification' (Barthes 1967, 9).” (Chandler, 2013, p1)
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Fig. 8. Roland Barthes' two orders of signification model, based upon Saussure's Semiotics.

In his book Introduction to Communication Studies, John Fiske (1990) uses examples to help the 
reader understand Barthes model and the concept behind each step of the process. The semiotic 
definition for this thesis is largely based on Fiske’s interpretation of Roland Barthes’ two orders 
of signification model in order to make it easier explaining the theory.

2.3.1 Denotation and Sign: Signifier and Signified
Is the literal meaning of the signs message from the perspective of the creator. 

“It describes the relationship between the signifier and signified within the sign, and of the sign 
with its referent in external reality. Barthes refers to this order as denotation. This refers to the 
common-sense, obvious meaning of the sign.” (Fiske, 1990. p85-86)

 
The word denotation comes from the word denote, which stands for being a sign of meaning, to 
indicate. As an example, John Fiske (1990) brings up the differences of the literal meaning and 
the human aspect in the example of a photograph of a street. The denotation could simply be 
explained as the core of the photograph, the mechanical reproduction on the film. This scene 
denotes the basic elements being the street, the street in its turn denotes an urban road going 
through a city. In this part there is nothing but the literal meaning being taken into the 
explanation of the sign. 
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As the process continues the sign is taken into the second part of the first order. Here Barthes 
model looks as the difference between the signifier and signified, these of which splits the 
presented sign from its concept. John Fiske (1990) creates an example do define this part of the 
model where the signifier is the word presented and the form it takes, the sign of a store open for 
business. The word presented is open, here the signifier is that word, presenting the word itself as
the viewer sees it. The signified meanwhile represents the concept of that word, being that the 
store is open for business. Signifier is the word, signified is the concept behind the word. 

Going back to Fiske’s example with a photograph of a street scene, the difference in the meaning
of the sign lies in what follows, the example continues as Fiske explains how the human aspect is
what then changes the interpretation of that scene. These aspects refer to for example when the 
person decided to take the photograph regarding weather and lighting of the scene, and what film
they used changing the color palette of the film used. These aspects form what is regarded by 
Barthes as the connotation.

“Denotation is what is photographed, connotation is how it is photographed.” (Fiske, 1990. 
p86)

2.3.2 Connotation

“It describes the interaction that occurs when the sign meets the feelings or emotions of the 
users and the values of their culture” (Fiske, 1990. p86). 

Barthes describes the critical factor when going into connotation as the signifier in the first order 
of the model. The signifier is what describes the form of the presented sign, and is therefore what
defines the difference in for example two identically taken photographs. In modern terms this can
be looked upon as mentioned the type of film used, but also the effects applied after the photo is 
taken as modern cameras do not use the same type of construction. Connotation focuses on the 
individual that held the camera and decided the aspects of how the image was taken. Looking at 
cultural aspects of connotation, this refers to as what has influences the individual before 
interpreting the sign.

“Connotation is largely arbitrary, specific to one culture, though it frequently has an iconic 
dimension” (Fiske, 1990. p87). 
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Basically the connotation is the connection between the sign and the values of the individual 
viewing it. This process works on the subjective level and is therefore frequently done without 
the viewer being aware of it. The reason for this is as the values of the viewer is continuously 
changing, their interpretation is sub-consciously changing as they associate certain aspects of the 
sign to new cultural connections made from what they are presented culturally in their current 
living environment.

Because of this, connotation is the part of the order that refers to when the individuals 
interpretation of the can determine whether it is a positive or negative experience. If the values of
the individual are connecting to a different cultural aspect, the message of the sign might be 
misread as the individual interprets it differently than the creator of the sign meant it to be. With 
the reason being the difference in values as well as cultural aspects of the viewer and the creator 
of the sign. That is why semiotics are important, as it provides the framework to analyse a sign 
correctly.

“One of the main aims of semiotic analysis is to provide us with the analytical method and the 
frame of mind to guard against this sort of misreading” (Fiske, 1990. p87).

2.3.3 Myth
While connotation focuses on the individual, the myth focuses on the culture that influenced that 
individual. Fiske express his disliking of the word Barthes chose to use for this part of the order, 
as the word normally refers to ideas that are false. Barthes uses the word differently, describing it
as:
 
“A myth is a story by which a culture explains or understands some aspects of reality or nature.”
(Fiske, 1990. p88). 

The word Myth is therefore referred here as the way of how culture provides the individual with 
values to interpret the sign.

It is important to note the difference in which our modern view of myth compares to the view 
Barthes gave it when creating the model. While primitive myths surrounded the subjects of “life 
and death, men and gods, good and evil” (Fiske, 1990), today’s modern myths refer to subjects 
such as masculinity and femininity, success and the view built on departments like police, fire 
department and hospitals. Barthes definition of myth brings this connection further as Fiske 
describes it as:
 
“A myth, for Barthes, is a culture’s way of thinking about something, a way of conceptualization 
or understanding it. Barthes thinks of a myth as a chain of related concepts.” (Fiske, 1990. p88)
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What Barthes definition of myth does is create a frame of mind in which the concepts of a myth 
can be defined; an example is how the view of a police officer differs depending on nationality 
(culture). British police is considered to be friendly, reassuring and non-aggressive, while 
American police have built a myth of concepts involving aggressive and violent behaviour, 
frightening consequences and unfair regulations. These concepts could in a way be viewed as our
modern definition of reputation, as it also connects the views of individuals towards for example 
a certain department.

“If connotation is the second-order meaning of the signifier, myth is the second-order meaning of
the signified.” (Fiske, 1990. p88)

Myth is an important part, if not the most important when connecting semiotics to games and 
visuals, as it provides the framework needed to analyse the connection between symbols and 
culture. As it helps define how different aspects within a gaming culture provide a certain view 
and understanding for players involved.
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3 Method
As the Semiotic analysis of the Smart Ping system is the focus, the analysis itself is the core of 
this thesis. The approach is focused on breaking down each ping of the system and their 
construction to determine how they deliver their message according to Roland Barthes’ two 
order of signification semiotic model.

In the analysis each of the four main pings is taken through the model to determine each aspect 
of their respective meaning. The denotation mainly regards the actual message Riot Games 
wanted each ping to have (Houston, 2013). The focus on signifier and signified examines the 
icon or symbol in the ping and what their form as well as concepts provides for the message. 
Finally going into connotation and myth, the cultural aspects behind the ping are examined based
on how a League of Legend player generally interprets each ping. Conclusions in the analysis is 
based upon personal knowledge as a game designer and game artist, referencing elements of art, 
gestalt, as well as gameplay. The myth is further analysed from the point of view of a League of 
Legends player, with the author using his personal experience as a player of the game for five 
years as a reference point.

3.1 Limitations
The interpretation of Barthes’ Semiotic model is heavily influenced by the cultural and personal 
background of the author writing the analysis. If another person were to perform the same 
analysis, the results would invariably be different. The author has tried to frame the personal 
observations in the context of a Western-based League of Legends young adult player, but it is 
unavoidable that some of the interpretations are personal and based on previous life experience.

3.2 Material
League of Legend’s Smart Ping system is the material of the analysis, focusing on its four main 
pings: “Danger!”, “Enemy Missing”, “Assist Me” and “On My Way” (refer to 2.2 Text chat 
limitations and introducing Smart Ping).
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4 Results
The results section presents the core analysis of the Smart Ping system using the two orders of 
signification model by Roland Barthes. Each ping is taken through the model and analysed in the
first- (no-culture) and second order (culture) to create a summary for each ping (Table. 1). This is
then followed up by a more in-depth analysis for each ping focusing on the second order of 
meaning: connotation and myth.

Table. 1. Two order of signification model breakdown of the Smart Ping system.

First Order Second Order

Reality Signs Culture

Denotation Signifier Signified Connotation Myth
Danger Pay

attention,
danger.

Color red indicates
danger, emotion,
intense. Contrast

and repetition
focusing attention
on the exclamation

mark.

The exclamation mark has a
cultural significance of

drawing immediate attention
and being loud (person

shouting).

Enemy Missing Questioning,
uncertainty,

area.

Question marks in
general culture

indicates
uncertainty.

Culturally through League of
Legends connected as
referring to an enemy.

Assist Me Quest,
destination,
check-point.

In general culture
viewed as a

marking
representing the
controller of the

area.

Flag culturally accepted
within gaming culture as an

indicator of quests and
opportunities. Blue color

contributing factor.

On My Way Arrows,
player

pinging
named,

movement.

Converging arrows
create an indication

of direction and
destination.

Within gaming culture,
commonly used as response

to calls of assistance.
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4.1 Danger
The Danger ping was created to warn players of danger, using multiple elements such as the 
exclamation marker, red color and sharp corners to create a feel of danger. In the game this is 
used mostly in connection to quick decision making to avoid enemy team abilities. The symbol 
itself quickly invites a player to pay attention and that there is danger at the marked location. 
Color-wise the most important aspect is the cultural meaning of the color red. Red is a color 
culturally associated to strong emotions, intense situations and danger, this can be related to for 
example love, blood and fire (Rohrer, 2014). The red color provides the ping with that shock 
factor needed to bring it attention, relating the cultural aspects of the color to the message of 
danger. Red is an overall dominant color when it comes to culturally accepted meanings. It is 
relatable to a variety of subjects, a few are mentioned here but it is important to understand that 
in the end, whether it be good or bad the overall message is often intense and strong in its 
presentation to the viewer.

To provide an example, dangerous elements such as fire and blood which are related to accidents 
and risks. Fire in itself is not dangerous if controlled but the damage it can do if it goes without 
that control is an intense chaos that awaits being released. This is why it is common for games 
when creating intense chaos to relate it to fire in some way. Blood being another example is a 
consequence of danger that has already happened, in itself it is also relatable to accidents and is 
much broader in what a person relate it to. Examples being car crashes, broken bones, being 
shoot with a gun or if to relate back to fire: being burned to death. All these situations imaginable
are more or less connected to the color red and is therefore the most convenient color to use 
when wanting to create a sense of danger, chaos and unease as it is so widely relatable. The 
intense message then connects with the values of the viewer and trigger emotions, what the 
viewer feels which then results in actions because of it. Red is therefore culturally accepted to 
represent love, intense feelings and relationships between two. The difference between positive 
and negative is an intriguing line to balance when using the color, as what the viewer primarily 
associate it with depends on their values and earlier experiences. 

Looking at the second color being a tone of highly contrasted white, what this indicates is the 
ping trying to focus the viewers’ attention towards the center, this is achieved through two main 
methods. First of is the repetition of the triangle shapes going from larger to smaller creating the 
illusion of contraction, or in other words shrinking. When something shrinks, the viewer often 
tends to notice the size change and therefore centers their attention on the object. The second 
method that intensifies this effect is the color white being so high in contrast compared to the red
color, the higher a color is in contrast, the more it draws attention. Another aspect of this second 
method is the clear use of the “out-of-focus” effect, as the outer red triangle is blurred out while 
the inner white is sharp. These methods combined create a sharp focused effect and an indication
of danger.
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The exclamation mark used in the ping is socially and culturally accepted but can have multiple 
meanings of focus. When used in public it is connected to someone screaming or being 
aggressive in their verbal approach. The reason for this is that online the icon is used in text 
based chat to do just that, indicate excitement or that you are screaming to get attention. It is also
used in commercials and marketing when the purpose is to create a shock effect that draws the 
viewers to look at the commercial as well as read it. All of these examples are similar but differ a
bit in usage, either way together they create a combined message of an intense emotion that 
wants attention and is used in the Danger ping to enhance the message.

4.2 Enemy Missing
The design of the Enemy Missing suggests that it was primarily created to warn teammates about 
missing enemy champions in other areas. The most obvious element used here is the question 
mark icon used to create a sense of uncertainty. The ping then builds on this message through the
lines surrounding the icon. The lines help spreading the focused message of uncertainty 
throughout the surrounding area, via the construction of the lines and their relation to each other 
as well as proximity. The outer lines are continuous and thick which indicates a robust message 
of stable ground and certainty, however the inner lines become discontinuous and are built up by 
sections with large gaps in-between. This contradicting language creates a conflict in the area 
between the circles, this area then represents the surrounding and together with the message of 
uncertainty intensifies the message and centers its focus to the area outside the question mark 
and outside the ping (Fig. 9).

Fig. 9. Enemy Missing ping, example of use.
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To understand the myth behind this ping it is important that the cultural aspects are clarified, 
both the general and the ones inherent to League of Legends. In general the question mark is 
related to uncertainty, however it also refers to questions themselves and the state of not knowing
something. Therefore a viewer will generally interpret the icon as a statement of something being
asked or someone not having the knowledge of a certain subject or area. In League of Legends 
this icon has received additional meaning due to the design of the system and its relation to other 
aspects of the game. 

The inherent meaning refers to an enemy champion, often a single one not being in their usual 
area. The aspects that have been part to create this interpretation are two main ones, first of the 
game system of characters being referred to as “champions” and the second being related to a 
tactical element referred to as “meta”.

Champions are the characters in League of Legends which are controlled by players, they 
together form the two teams that fight in the game (refer to 2.1 League of Legends). Because of 
how the game is built, players quickly learn about different patterns and the important use of 
communication. As players gather gold to buy new items and level up their abilities they often 
use this ping specifically during the time they are alone in different locations throughout the map
to alert teammates. Enemy Missing as a ping therefore has become culturally accepted within the 
game to refer to enemy champions and when teammates need to be aware of missing enemies as 
it can lead to what is in tactics of the game referred to as “ganks”, which is when multiple 
champions group together to attack a smaller number of champions of the opposing team to gain 
an advantage in combat. Players therefore frequently communicate with this symbol to avoid 
those situations and stay safe in the time they want to stay away from fights.

To further understand the second aspect of why the Enemy Missing ping has such a unique 
meaning for gamers of League of Legends compared to the generally accepted cultural meaning, 
we have to take a look at what “meta” is. While the traditional meaning of “meta” in general 
culture has its origin in the greek prefix word of “μετά” which in short stands for “after” or 
“past” (Liddell et al, 2014). In gaming culture the word has taken on the meaning of a how a 
game is generally played, and what these aspects are changes constantly depending on for 
example game changes made by the developers or a player finding a strong tactic to use in the 
game. The word “meta” is the simple way for players to refer to for example in League of 
Legends when a specific champion is being played frequently in multiple matches on several 
levels of difficulty. 
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This connection to meta together with the knowledge of what different champions do in the game
has affected the way players identify the Enemy Missing ping. It starts off with the ping being 
executed; teammates watching the ping appear first realize that an enemy champion is missing. 
The second thing the teammates focus on is making sure what champion that is missing and the 
current location of teammates and other visible enemy champions to draw this conclusion. With 
the help of the knowledge of the game, the players identify the threat of that champions skill set 
and current strength, the later with the help of the status screen available to all players by 
pressing “TAB” on the keyboard at any time (Fig. 10).

Fig. 10. In-game scoreboard of League of Legends.

All of this information is then linked to the players knowledge of the current “meta” and how 
certain champions are used to perform different tactics such as timing on objectives and when to 
gank. How well and quickly a player can go through this process of analysing the situation when 
the ping is executed determines their survival and impact on the game. If a player struggles to 
identify the threat being made by the enemy team, they become the target of ganks and giving 
away resources as enemy champions use the player's struggle to their advantage.
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4.3 Assist Me
The Assist Me ping fills the need of quick targeting of objectives in League of Legends. The 
symbol itself provides a player the tool to ask for quick help on something throughout the map. It
is primarily used by “junglers” which is the player taking on the tactical role which focus on 
roaming the map to help other teammates and gather resources in the jungle area, being the larger
areas of trees dividing the roads of the map. 

When looking at the ping the first noticeable thing for the viewer is the flag and the color, the 
flag is the most important aspect as it indicates that something needs doing in the pointed 
location. The ping uses cultural aspects to achieve its message as the focus is on creating a 
message of objective. The flag is most important here as it has two different meanings depending
on the cultural situation for the viewer. In general culture the flag represents a location or an area
and who controls it, often connected to factions or countries and is used to mark down borders. 
Another general meaning is the more modern representation of nationality as each country has its
own flag. In League of Legends however this symbol takes a more gaming oriented approach 
and  is primarily related to culturally accepted meanings known by gamers and gaming 
communities. In gaming culture a flag is commonly connected to quests and objectives, it is 
often used on maps as a marker for where you need to go and an indication that you as a player 
need to perform a task at that location. In League of Legends this is heavily emphasized as it 
directly gives teammates an indication to help another member of the team with an objective.

The color itself is the second important aspect as it as with the icon has a culturally accepted 
meaning in gaming culture. Blue as a color represents knowledge, serenity and intelligence. It is 
often used in different gaming aspects to indicate the act of collecting information or in 
connection to intelligence focused characters such as wizards and sorcerers as these use literature
in their arsenal. As with the Assist Me ping the color is frequently used in games as quest markers
and objectives to seek out. This connection to the color enhances the message of objective and 
quest related to the ping and helps the viewer to more quickly interpret the situation and join 
their teammate to provide assistance. The discussion will later provide a clear example of this 
connection and cultural meaning of both the flag and the color.

Adding on the determined message that helps the viewer interpret quicker is the lines of the ping.
Due to their proximity and stable pattern they create a construction that draws the attention of the
viewer inwards towards the flag. They create a determined message which helps teammates 
quickly acknowledge that the player using the ping needs assistance. A cultural aspect that 
further helps to provide this message is the knowledge of objectives in the game. As teammates 
with a good understanding of meta and what each objective in the game are, will be faster to 
respond as they understand the situation better.
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Connecting further into the myth of the Assist Me ping, the important elements here are the flag 
and the blue color used, both of which have significant meaning in gaming culture. To give an 
example, my personal experience with the flag icon in games dates back to “Age of Empires II” 
(Microsoft, 1999). Age of Empires II is considered one of the most classic realtime strategy 
games (PC Gamer, 2011). It sold over 2 million copies (Microsoft, 2000), and has since then 
ranked among the top bestselling games of all times as it has been part of several packs, bundles 
and even a HD remake (Steam, 2013). Of significant relevance is the tutorial created for the 
game, mainly the first level. In the campaign several famous Lords and Kings are the focus of 
each story, and in the tutorial the player travel alongside William Wallace of Scotland and his 
battles against the British. 

In the first level of the campaign the player is introduced to a militia unit, learning how to 
navigate with the help of a narrator. The player learns to navigate through the “fog of war” which
are the dark areas that have not been explored yet. Beyond the fog of war there is a blue flag, the 
player is then urged by the narrator to move into the fog to explore the area, clearing the fog of 
war as they move towards the flag. When reaching the flag, the player’s attention is diverted to 
another flag, also blue and further away. This process is repeated to help the player understand 
how movement and exploration work in the game (Fig. 11).

Fig. 11. First level of tutorial in Age of Empires II.

To this day it is one of my most memorable experiences in a game. This system informs the 
cultural meaning behind the Assist Me ping in League of Legends, creating a myth that is 
relatable by the gamers that also played Age of Empires II and other games that adopt a similar 
flag based system. Recycling myths of the gaming culture is an important aspect of how 
designers can communicate better with the players, using relatable symbols and icons that 
players will remember from previous experiences.
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4.4 On My Way
The On My Way ping is the main tool to communicate movement in the game. It uses several 
methods to indicate movement and path as well as extra external graphics to enhance this 
message. The ping's construction suggests that it was mainly created for players as a quick 
response to other messages from teammates, such as if someone uses the Assist Me ping, you 
could easily provide the response of On My Way ping so that your teammate knows you are 
moving to provide assistance. Primarily the methods used to convey the message of movement 
are the arrows used in the icon, the name of the player and the external graphics in the form of a 
line being drawn on the mini-map to show which way the player is taking to the marked location.
The arrows are the largest contributor of the indication of movement as arrows are culturally 
accepted to provide direction, in response the viewer’s know where the direction heads and is 
given the plan of moving there. This is in general culture provided in for example traffic signs 
and rules, as traffic signs both use arrows as the shape and message within the sign together with 
digits to show location, direction and distance. The arrows in “On My Way” create this 
indication through two methods, first one being the culturally accepted meaning mentioned. The 
second method is their relation to one another as their positions creates a specific focus of the 
location. Visualize the two arrows each drawing a line towards the center of the symbol, as the 
lines meet that create a meeting point, this then provides a precise location. This is important as 
the symbol is at times used several times in succession to provide an exact path of engagement.

The second element used in the ping is the clearly written name provided, which changes 
depending on who is sending the message and the champion they are playing. Here there are two 
important things to point out, the first being that the name provides a specific indication of who 
is communicating and moving to the location. The second being that the viewer is provided 
tactical information from the name depending on their knowledge of the game, mainly focusing 
on the champions and their respective abilities and what they provide to a fight. “On My Way” is
the most frequently used ping because of how it interacts further with the mini-map compared to 
the other symbols, as the ping uses an additional visual in the form of a line that is drawn from 
the player to the destination. The external graphics of the ping helps to even further enhance the 
precision of the message. When a player uses the icon on a location, there is a line only viewable 
by teammates drawn from the players current location to the location marked by the icon (Fig. 
12). This in turn adds to the usability of the ping as the players can then provide a specific path to
approach situations. This is a great asset in fights as it makes engages much easier than before 
the Smart Ping system existed. Without the line, teammates would not know which way the 
player sending the message was taking and would have to guess, which would limit the use of 
the tool for tactics and during engagements. Now players receive specific information about their
teammates course of engagement and can therefore plan their own and time it to make it work 
together. It is an example of how very small tweaks and additional graphics can provide greater 
functionality for a system.
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Fig. 12. On My Way ping example of use.

Notice the line being drawn from the player to the location on the mini-map.

Examining the myth within the On My Way ping, there are some aspects that need to be 
addressed further. Just as with the Enemy Missing ping, this ping uses myth and cultural aspects 
within the game to further enhance its message and provide more detailed information. Of key 
importance, it is the only ping with a text name added to it, this name represents the champion 
sending the message. It is important that it is not the player’s name, but the champion’s name, 
therefore providing key information as they are connected to specific spells and abilities in the 
game.

To explain further, what the name of the champion does is provide specific information to 
teammates on what abilities are on the way to that location. Having the knowledge of champions 
in the game changes the tactical aspect of how players can interact in, for example, and on-going 
fight. If a player using a champion with a certain helpful ability is on the way to a losing fight, 
the team would then know that when that player arrives, they will be able to turn and fight back. 
If the approaching champion lacks the ability to help in the fight, the team might have to 
disengage and run away as they will still lack the strength or abilities needed to win the fight. In 
either case, the Ping provides specific information adding to the team’s decision on how to 
approach the situation.
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5 Discussion
The discussion covers further aspects regarding the Smart Ping system's impact on League of 
Legends. Details of what the system has provided in the game is presented and a discussion on 
the topic is made. The subject of visual communication systems as a whole is brought up and 
elaborated further towards overall design of system in games as a point on avoiding text in 
design where it is not needed is suggested. A point on problems spreading within games creating 
frustration for the players and its consequences is also presented.

5.1 Smart Ping system and League of Legends
Its important to address the change the Smart Ping system has had on the players of League of 
Legends and how it has affected how the game is played. This helps to determine how well the 
system works and whether it has progressed towards a replacement for the traditional text based 
chat system. The source for this discussion are online archives and community forums as well as 
the personal background of my years with the game backtracking to the time before and after the 
Smart Ping system was implemented. As the Smart Ping system was released it came with a 
great amount of small changes that had large impacts. The way the system changed the gameplay
is an important aspect to look at as it is an example of how effective a visual system can be 
compared to a text based system. With the changes being many I’ll try to stay with some 
concrete examples. The best way would probably be to address the examples after how the 
system works during the stages of a game being early-, mid- and late game. These are culturally 
accepted definitions in League of Legends describing when in a match someone is referring to, 
ranging on an average early 0-15, mid 15-30 and late 30+ counting in minutes. 

Starting with early game, the Smart Ping system increased the possibilities of aggression, 
focusing on invading the enemy teams’ jungle area (refer to 4.3 Assist Me) trying to catch an 
enemy champion out for an early kill. Specifically the system provided faster communication 
and precise planning of path to take into the fog of war. This had not been possible before the 
system, at least not with a safe percentage of positive outcome from fights that could break out, 
as there is little margin for error when invading at early levels due to everyone having fewer 
abilities and lower health. Further in the early game the system provides the players with safer 
and more reliable tools to describe what is happening. A large part of League of Legends is 
gathering resources in the early game, as the meta (refer to 4.2 Enemy Missing) has established 
for players to focus on resources during that time and worry about fighting the enemy team later. 
Here the Enemy Missing- and On My Way ping have become a large part of the game as the first 
is used as soon as an enemy is not in the area they have been in for the most part of the early 
game, and the later being used to prepare ganks (refer to 4.2 Enemy Missing) to gain advantage.
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In the mid game the system has provided better and quicker possibilities when considering 
engages and objectives capturing. Sometime in mid game it is common to go for what is called 
“The Dragon”, which is a one of two larger creatures on the map that provides gold (resource). 
During this time the enemy team will either priorities challenging your team for the objective or 
continue gathering resources in other locations, the decision is part of a tactic and should reflect 
upon the teams champion composition and when it is strong in the game. Further use of the 
Smart Ping system in mid game consists of similar scenarios as the early game and sending ping 
about where to start putting pressure on the map.

Finally in late game the system takes on the largest aspect of tactic use as it is now used more 
frequently sending messages about everything that is needed. Examples are Enemy Missing ping 
for that multiple enemy champions might now be missing, the response is a On My Way ping to 
clarify where you are going. Suddenly a Danger ping comes down resonating as a teammate has 
spotted the enemy team grouping up to pressure your mid tower. Your teammate closest to the 
lane sends a  Assist Me ping calling for support and that the team needs to defend the tower in 
that lane. It becomes a mind game of knowing where your opponents are and when you are able 
to go for further objectives. The Smart Ping system has made this process of analysing the 
current situation of a game much more user friendly, and sending quick pings helps players 
within the teams to perform better in combat as well as faster relocate to attack or defend 
throughout the map (Fig. 13).

Fig. 13. Smart Ping System in action.
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Another note that is of discussion is the language barrier topic. The system has helped breaking 
down the barrier as the Smart Ping system works solely using visuals. It even translates the pings
into the text chat with the message executed, presented in the language the other player has set as
their primary language. (Houston, 2013) However there are those who are not convinced, 
discussion on the topic can still be found showing up at times on forums (League of Legends 
forums, 2013).

One consequence has been determined as of after the Smart Ping came into use. Because of the 
system now doing most of the tactic work, the text input based system in the game has taken on a
negative aspect as toxic players have started using it almost solely to rage and rant about how 
useless the other players are. This is a psychological dilemma difficult to understand. It has in a 
way triggered those who enjoy sadistic or just plain bullying behaviour to go even further as the 
text chat is no longer the tool related to actually trying to play the game and planning tactics.

This development is interesting as it also shows the importance of not only knowing how to 
design a new system for better communication, but also what the consequences of that new 
system might become. Riot Games are still working on how to solve this behaviour problem as it
is not tolerated by the “Summoner’s Code” which is the philosophy Riot Games has made for the
game to keep a better environment for the players (Riot Games, 2010).

As League of Legends continued to develop and will continue to develop, the player base and 
community will only grow and grow. This changes how the developers at Riot Games has had to 
approach feedback as with millions of player playing the game, you just can not approach every 
single one of them. the interesting aspect here is how this has then come develop the approach 
from the players, players have start to use what are called “gatekeepers” and specific forums to 
get their feedback and complaints through to Riot Games. These gatekeepers consist of for 
example professional players, streamers, community managers and youtube personalities. It is a 
healthy development as it proves that communities will find a way to continue working forward 
and develop both itself and the game it surrounds.

As a final note for the discussion on the Smart Ping system and League of Legends, it is great to 
see how players keep wanting to add on how to further add to the system. Coming up with new 
ideas and expressing the need for specific additional pings for the system to further enhance its 
use (League of Legends forums, 2014).
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5.2 Visuals as a communication system between players
This analysis and thesis suggests that visual communications can be a large part and good 
alternative to text input based systems. The visual aspect provides multiple techniques and tools 
to further develop the system and the message they create. Systems like the Smart Ping system 
can give games a better tool that depending on how it is constructed can be given a large amount 
of functionality and use. Text based communication systems are for most part always going to be
a part of games as they provide a different type of communication, the important difference is 
knowing as designers, where that system does not function as it will not fit the rest of the design 
of certain games.

An important aspect of development is having the philosophy of working with words and text as 
second to visuals. As there today exist sufficient research and development methods to back up 
better visual systems, considering in-game communication and functionality. This is not only 
important in player to player communication but also developer to player communication, 
providing developers increased control through visuals to make the message they create clear for 
the players to interpret. 

“People don’t read.” (Coulson, 2013)

Denver Coulson (2013) uses this statement to describe his interpretation of the audience that 
played his game, as he noted there being a decrease in understanding of how to play the game 
due to lack of interest in reading the information. Visuals are taking over more and more in the 
industry and it is important to not neglect this as developers would then fall behind the 
development of how players interpret and better understand games. This is not only related to 
communication systems in games, but also how developers make their systems and for example 
tutorials. As Coulson stated:

“What I believe is the design should stand on its own and then text should be considered.”
(Coulson, 2013)

This should be an important aspect to keep in mind as developers plan their games and the 
systems it contains. If the games’ design and gameplay does not match the systems in it, then 
there is something being done wrong. It is important for designers to understand these matters as 
it defines the playability of the game, whether it be the tutorial, shop- or communication system, 
if the design fails to provide the needed tools, the game as a whole suffers from it and does not 
reach its full potential as a product.
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5.3 Suggestions for the future and analysis findings
Concluding the findings of the research made for this thesis, there are many aspects of how to 
better create a visual communication system that needs to be addressed. The aspects have 
different impacts but are all important in their own area to together enhance the message created 
and the systems functionality.

The first major aspect to address is when creating a visual communication system, designers 
provide themselves with a stronger arsenal of tools and aspects to define their system. One being 
visual techniques to provide more clear interpretations for the player. The examples here are the 
use of blur effects, colors and contrasts, as well as their relationship to one another in 
combination. Techniques that naturally makes the eye of the viewer react in a certain way 
unconsciously helps the viewer understand the message better, making it easier for designers to 
get their message understood the way they need it to be. 

By using shapes and construction as an advantage to define the message of symbols, designers 
can control how the viewer interprets the message. An example is how the designer can aim the 
focus on the symbol itself, or make the focus of the viewer be on the surroundings of the symbol.
This is done by the use of shapes, lines and icons as well as their relationship towards one 
another. The construction of for example lines thickness, continuity and proximity defines the 
message they provide for the viewer.  These type of techniques are a great asset when the choice 
is visual communication, as the construction of the symbols used can on its own define further 
elements of the message it provides. 

One of the largest impacts on communication systems are made by culture. To use culture as an 
advantage to achieve better understanding for the message created by the system is an important 
aspect of designing the game as it provides better relatability for the users. As the systems uses 
cultural aspects that are relatable for the player, it provides a common ground where the system 
and the users reach better understanding, enhancing the messages provided by the system. A final
element of this is to understand that a designer cannot accommodate for every player. More 
specifically that the system will either have to be designed to either be understood by a general 
audience, or more efficient as a system created towards a specific target audience, the difference 
lies in what the game is meant to be. A casual game would for example rather need to have 
systems that are generally understandable as the audience is wide, while a strategy game would 
gain more from having the systems be specifically designed towards the audience of strategy 
games. The decision on which to create should depend the design of the system and the needs of 
the game. Knowing the specific difference between general culture and specific cultures within 
games, enhances the effectiveness of the game as a whole as well as the functionality of the 
systems involved.
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The smallest of additional visuals used in a message can do major differences when created 
correctly, this is related to the use of additional visuals in a system. As noted in the Smart Ping 
system, the use of the mini-map and its additional visuals are a large part of why the system 
excels. The example is the line created in addition when using the On My Way ping, the 
difference it makes is immense as it provides an increased functionality for the system as a 
whole. These type of additional visuals do not have to be large, they can be very small additions 
and still provide greatly to the message and functionality of the system.

It is important to note a solution visual communication provide by itself, specifically helping to 
break down the language barrier. As games continued to develop and will continue to develop, 
multicultural environments become a larger and larger part of games. Multiple players, with 
multiple nationalities presents an issue of language barriers and being unable to communicate. 
This issue has somewhat been ignored as the solution have in many cases become to provide 
separate servers for regions to limit the amount of languages conflicting or just leaving the 
players to solve it themselves. The results have often ended in raging or toxic behaviour as 
players become frustrated from not being able to communicate, at times players even tend to as a
consequence taunt players of other nationalities in their own language as the original issue is still
present. It is an interesting psychological aspect of games but is an area that has been very 
neglected as it is a heavily negative subject, that is also however the reason why it really should 
be a larger responsibility of the designers. These issues do not have to be neglected as new 
solutions emerge, visual systems for example is a great addition to solving the problem as they if 
constructed right never would need the players to share the same native language. If the visual 
systems can become a larger part as a primary tool of communication in games, the problems of 
language barriers and the frustration it brings players would not have to be a problem. It is the 
responsibility of the designers to understand these issues and continue making efforts to solve 
them, neglecting the issues will never be the solution for games as they become more advance 
and new issues emerge building on the previous issues and adding to the already large problem. 

Players knowledge of existing possible solutions are also growing, making players today often 
question the decisions made by developers. It is a vital part of how the games industry is 
developing and should be acknowledged by the parties involved in making games. Players are 
not dumb, and they will sooner than later show their acknowledgment of this view many 
companies have placed upon them through design decisions and systems adapting to the focus on
sales rather than functionality. The point here is that what started out as smaller issues are 
become massive problems as they are not addressed in time, and in its turn it is damaging both 
the relationship between consumer and developer as well as the games they enjoy and create. 
Problems start at one area of a game and spreads to other areas, continuing to solve them is an 
important part of change and making game systems more effective.
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6 Conclusion
This analysis on the Smart Ping system in League of Legends show intriguing development 
towards in-game communication. Visual communication is becoming a viable option for players 
to use and learn to excel with. This thesis has foremost suggested the aspects of cultures 
importance in games and the design of the systems involved. The limitations are also a part as 
the examples brought up were limited to my own experience of games and my education 
connected to the subject. Therefore it cannot prove the entire theory, but suggesting it is an 
important start. 

What define games are the interaction they provide to the player, and continuing the 
development of that interaction is key to developing games as a media. As with any other field of
study, communication will continue being a vital part of how that development progresses, 
whether it be between developers or from player to developer and it is therefore important to stay
open as the solution can come from an unexpected source. As the industry grows and more 
people join, the line between developer and player becomes thinner as for example indie games 
continue to grow. The next big game or system can come from anywhere, and its therefore 
important to not limit development or research done to guidelines, experimentation is a vital 
aspect of how to find the next solution.

For this thesis, its the suggestion of a small step in development in the form of continuing to 
replace text input based systems with visual communication systems to give it a continued 
chance to grow and develop. In this thesis there is a good showing and suggestion of four major 
topics visual systems can provide. Visual communication provides developers with more tools 
and techniques to shape the message created. Using culture in games as reference helps further 
make the interpretation more clear for the players as they are already familiar with the references
used. Visual systems excel in providing further tactic use for players as it is if constructed 
correctly quick to interpret and execute while also being able to use abilities and move. Finally 
visual communication helps breaking down the language barriers if the system is done right and 
does not rely on words to describe or explain. Integrating more visual systems might show to 
fail, or it might excel and deliver new territories of unexplored solutions for in-game 
communication. The point is that if developers stop trying to change how to do something the 
spiral of stagnation will only continue to grow and games will become dull copies of one 
another.

The future of development is never set as new technology and research continues to grow and be
discovered, however the important part is to not stagnate and continue the efforts of finding the
new solution for present problems and doing it with an open mind.
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