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THEME AND GAME TYPE

The type of the game is based on simulation and
imitating real lite. The main theme depends on
drug dealing and further developing our

character.
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TARGET AUDIENCE

The target audience of the game is 18+. Since it is
more of a game type played between streamers,
our first target audience will be streamers and
their audience.
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Qur character, who has grown up very poor since
he/s

1e was a little boy/girl, first starts his/her lite

on the street and improves him/herselt with the
illegal work he/she does and progresses to

become a baron.
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MAIN DESIGN ELEMENTS TO USE/LAYOU'T
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MAIN DESIGN ELEMENTS TO USE/ICONS
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MAIN DESIGN ELEMENTS TO USE/IMAGERY
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MAIN DESIGN ELEMENTS TO USE/BUTTONS
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MAIN DESIGN ELEMENTS TO USE/FORMS

video guality Hizh aspect ratio
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MAIN DESIGN ELEMENTS TO USE/FEEDBACK




MAIN DESIGN ELEMENTS TO USE/SPACING
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COLOR SCALE

1. Deep Navy Blue: Can be used as the main
background color. It connotes bad intentions and

0. Dirty Gray: Can be used for interface elements.
danger. ) o .
. . ) ; it represents the chaos of the streets and the
2. Red: Can be used as an accent color for |

dangerous environment.

important buttons or warnings. Indicates danger . | R .

| 6. Menacing Orange: Can be used for some

and risk. S | |

. ) . L o accent points or emphasized text. It gives an

3. Rust color: Can be used for text and details. It o | ) o
attention grabbing and threatening feel.

/. (IMQO) A slightly dark greenish color close to the
color of Weed can be used to match the theme. A

connects your game to the real world.
4. Night Black: Can be used as the main
background color. This color creates a dark and

L . non-serious neon pink is also part of the game.
mysterious atmosphere.
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TYPOGRAPHIC ELEMENTS (FONT/USAGE TYPES OF FONT)
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