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Personal branding

BRANDING SUITE FOR PERSONAL USE INCLUDING WEBSITE DESIGN, BUSINESS CARD DESIGN, AND
LETTERHEAD
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Illustrations

COLLECTION OF ORIGINAL ILLUSTRATIONS FOR
CONCRETE WAYS TO IMPLEMENT GAME DESIGN
THINKING IN UX DESIGN
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Logos: Palette Guidelines
1. Base future colors on the following 3-color sequence

2. Maintain clear meaning associations with colors
r 3. Use transparency overlays to produce color variations
Palette Colors

phase change

Light Background #20232A #EEOA20.
Darkest Gray Yellow-Orange
Background elements History/past actions
#333A43 #BAS5115
Dark Gray Dark Orange

Background elements User settings/pin code

A A

#464546 #C22209
phase change phase change Phase Change Gray Red
Logo/Branding elements Records; warnings
Grayscale Black and White

#4B5159
Medium Dark Gray
Middle ground elements

#1CA2E7
Phase Change Blue
COBOL Colleague

Fonts:

Ral

#7D8089
Medium Gray
Foreground elements

#5973BB
State Blue
Generic Elements

Usé bold for emphasis #D2D1D3

#036777
Use bold italic for extra emphasis Light Gray Dark Aqua
RObOtO iS the bOdy and COpy font Text and active elements Generic Elements
Use ligh phasized eleme

Guidance:

f d
Use alicforpacelode s The three main branding colors provide a good contrast a harken to the classic
use medium for slightemph
oe pa a0e g Seues ot ecnphadls sci-fi color scheme of teal and orange. Maintaining clear meanings associated
Use hold for emphasia with colors will make the app more intuitive and self-training, and using darker
Use bold italic for extra emphasis = -
colors in the background with lighter colors in the foreground will create a sense
_ of depth that will make the U easier to parse visually (as will using
Guidance f dep | F i 9
y transparenc
Logo and font consistency conveys a sense of professionalism and quality. Do ASPOreNsy]

. 5 Jse c par y so that g mE ind ca help guide user
not use more than two fonts in the application, and use variations sparingly. Usercolonspartrigly soptiatitsvisually impactfuligtidican best,fielgiguideise

Restrained use of fonts is modern, less busy, and inviting. actions

Icon rules: Component Guidelines:

1. Always one color 1. Layouts use 8px grids

2. Hover states and inactive states are lighter and may be tilted (as in Pin) 2. Utilize transparency and drop shadows to create depth (except with buttons)
3. Readable down to sizes of 14px x 14px 3. Background colors for nearer components are lighter

4. Never have drop shadows or borders 4. Backgrounds are always neutral

5, Al B Gigatic (Cuived) ard Tectinesi Eaaighn faims 5. Component panels have 8px beveled edges; subcomponents do not

lcons Component Patterns: Button Patterns:

H_

:
ATitle
The body s Reset Current View

text sample text sample text

AV
\VA!

Guidance:

Use shades of gray, drop shadows, and transparency to create depth between

Guidance: elements to help convey their relationship to one another. Element consistency
Using a mix of organic and rectilinear shapes provides a modern, low-fuss is critical to project professionalism and quality. What buttons do and when
aesthetic while also conveying technicality and precision. Low color usage for they are pressed should be immediately obvious. Use color sparingly. Lighter
icons allows sparse color choices to be meaningful and *“pop." colors are nearer to the *top* of the Ul (as in Nested Components)

Style Guides

STYLE GUIDE CREATION INCLUDING LOGO AND FONT, PALETTE, ICONS, AND COMPONENTS, WITH
SUPPORT MATERIALS AND GUIDANCE FOR BRANDING, MARKETING, AND PRE-SALES
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Vinyl mural illustration

LARGE—SCALE ILLUSTRATION (PRINTING 6’ x 24’)FOR A VINYL MURAL PRINT, DONE FOR ENSHIN
KARATE STANLEY DOJO IN COLLABORATION WITH THOMAS SEIDL
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Fiasco playset illustration
COVER ART FOR THE CUSTOM FIASCO PLAYSET LITTLE GREEN MEN, DONE IN THE ILLUSTRATIVE STYLE
OF FIASCO
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Headshot illustrations
FOUR OF A SET OF HEADSHOT ILLUSTRATIONS FOR ACTIVE OVERSIGHT EMPLOYEES,' PHOTOGRAPHS BY
BRENNA ZUMBRO
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bounce.wav branding

BRANDING AND UI DESIGN FOR BOUNCE.WAV, MOBILE GAME SHOWCASED AT PAX EAST AND WINNER OF
BEST COLLEGE ALPHA FROM MASSDIGI GAME AWARDS
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