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01 UI/UX DESIGN
GENSHIN COMPANION

APP BRIEF

This is a companion application for the game Genshin Impact 
which focuses on improving the user-game interaction. It acts as a 
guide helping the player improve their understanding by providing 
important information gathered by the community.
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WHAT IS GENSHIN IMPACT ? WHY PLAY GENSHIN IMPACT ? WHY WOULD SOMEONE USE THIS APP ?

HOW WILL THE APP GENERATE REVENUE ?

Genshin Impact is an open-world, action RPG developed and 
published by miHoYo for PC, iOS/Android, and PS4/PS5, and is set 
to release on Nintendo Switch. The game features an anime-style 
open-world environment and an action-based battle system using 
elemental magic and character-switching.

It has amazing visual landscapes, engaging elemental-based combat 
and the characters are very well designed with likable personalities 
accompanied by breathtaking music.

Apple awarded Genshin Impact with “iPhone Game of the Year” in 
the App Store Best of 2020 and the 2021 Apple Design Awards for 
Visuals and Graphics. The game also won Google Play’s “Best Game 
of 2020” and was nominated for “Users’ Choice Game” at the Best 
of 2020 awards.

The account syncing feature will be available for free for two weeks. 
After that it will be a monthly paid subscription. If the app gains 
traction the sync feature will become free and the app will rely on 
advertisements for revenue.
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• It has a comprehensive map of all collectibles marked and can be 
synced to the player account to make gathering things easier.

• The app keeps you updated on all major news regarding events 
and the community.

• The app also provides the user with helpful guides and tutorials 
from trusted theorycrafters.

• The app also serves as an archive containing all in-game data.

• The user can also manage and customize their inventory when 
opting to sync their account with the app.

USER PERSONA

Creating a user persona helps the designer understand the audience 
of the product and make better choices regarding the direction of 
the undergoing project.

I focused on people who originate from China first as that is the 
origin as well as the major audience of the game.
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INFORMATION ARCHITECTURE

PROCESS

PAPER  WIREFRAMES

LOW FIDELITY  WIREFRAMES

FINAL OUTCOME

The work on the project began with 
creating an information architecture. 
Planning out all possible screens that we 
can create in the given timeframe took 
some time to bring together but helped us 
follow a direction in the long run.

We began by making a lot of concept sketches 
and exploring different screen sizes as well as 
aspect ratios until we came upon the one that 
felt perfect for our subject. We then made 
paper wireframes for each screen type and 
made changes going forward according to 
the feedback. The journey from paper to low 
fidelity wireframe and the final outcome shows 
the work process.
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STYLE GUIDE

Colors

Buttons

Typography

Forms Icons

The style for the application was derived from the existing UI as 
well as based on the medieval setting of the game. The colors 
and highlights were reimagined to be more modern and sleek. 
The icons were designed from scratch to match the overall 
aesthetic of the application. Soft edges, rounded corners, 
minimal icons, lighter colors, and plenty of illustrations really 
sets the mood of the application.
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ABCDEFGHIJKLMNOPQRSTUVWXYZ

abcdefghijklmnopqrstuvwxyz

0123456789

$?&%@!#*()=

Hanyi WenHei
(Chinese: 汉仪文黑 Hànyí Wénhei)
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02 B R A N D I N G
MO N K E Y  F R I E S

BRIEF

BIG SPOON

CLOUD KITCHEN

Redesigning the entire brand identity of Monkey Fries which is a sub-
brand of Big Spoon.

Monkey Fries is a finger food brand that markets itself as a one-stop 
station for all your fried cravings.
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A Cloud Kitchen also referred to as a ghost kitchen or virtual kitchen 
utilizes a commercial kitchen for the purpose of preparing food for 
delivery or takeout only, with no dine-in customers.

Cloud Kitchens enable restaurateurs to expand an existing restaurant 
or start a virtual brand at a minimal cost. This provides restaurateurs 
with the opportunity to scale, explore new markets, or try new 
experimental concepts.

Big Spoon is a multi-brand Cloud Kitchen Company, minimizing the 
delta between Fine Dine Experience and Home-Delivered Food 
where they make great food accessible to the Tier 2 Cities of India.



BRANDING - MONKEY FRIES13 BRANDING - MONKEY FRIES 14

MASCOT

The keywords that I figured out for the brand were mischievous and 
quirky. I wanted the mascot to represent the hangry attitude we have 
towards fast food. This mascot will be utilized in every place from 
packaging to social media and everything in between.

LOGO & FLAVORS

COLORS FONTS

FLAVORS

 #4F124D

 #F2FF19  #E23317

 #FFA348

Ice Cream Grande

the quick brown fox jumps over 
the lazy dog
THE QUICK BROWN FOX JUMPS 
OVER THE LAZY DOG
1234567890

Poppins

the quick brown fox jumps over the 
lazy dog
THE QUICK BROWN FOX JUMPS OVER 
THE LAZY DOG
1234567890SKETCHES FINAL FULL BODY FRONT PROFILE

MEXICAN

EXOTIC

NON-VEG

DESI

SPICY CHEESY



PACKAGING & MOCKUPS

After the work on the concept was done I created some mockups 
to visualise how the ideantity would appear in the real life. I test 
multiple options ranging from the packaging, menu, collectibles, 
posters, hoarding as well as social media.
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TAPE

PACKAGING

PACKAGING  NET

TISSUES

MENU
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INSTAGRAM  GRID EMAILER PHONE  MOCKUP TEASER  CAMPAIGN

PAPER  BAG

BANDS

HOARDINGS



03 CHARACTER DESIGN

RAZOR
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BRIEF

SELECTED CHARACTER- GREAT WHITE SHARK

Create a character concept based on a real-life living animal. 
Utilize its appearance, traits, and behavior to come to a great 
understanding of its life. Take your learning and convert it into a 
unique character. In a team with 5 characters, create a plot and flesh 
them out using the setting.

This character was chosen by me because of my endless fascination 
with everything inside the ocean. The Great White is a large apex 
predator tearing through the oceanic currents at breakneck speeds.  
 
Sharks have always been represented in media in a negative role and 
it has really skewed the opinion of the public regarding the true nature 
of these curious mackerels. I wanted to portray a character that looks 
very fierce and menacing from the outside but under its tough skin, it 
is a true gentle giant.
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UNDERSTANDING  PERSONALITY DECIDING THE PLOT
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EXPLORATION
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Torn up due to 
previous battles

Razor sharp fins

Underwater thrusters

Flexible and sharp tail

Metallic gills

RADAR system

Night and 
thermal vision

Sharp organic 
teeth and jaws

FIRST CONCEPT TAIL REDESIGN

TORPEDO WEAPON CONCEPT

ABILITIES

MOVEMENT



COLORING

The rendering was done to understand the self-occlusion on 
the body of the shark. Base colors were applied and then 
rendered and colored. The explorations started with a blue but 
ended with a black as it gives it a more stealthy identity. Red 
was added to the lighting to make the nature of the character 
very menacing and foreboding.
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SKETCH SELF OCCLUSION
COLOR VARIATION 1 COLOR VARIATION 2

LIGHTINGBASE COLORS



FINAL

The character needed an equally menacing environment and 
thus I decided it to be an eerie swamp instead of an ocean. I 
used greens to show the presence of heavy vegetation and algae 
on the water surface so that the shark is completely invisible 
from the outside. The addition of dried-up and broken trees also 
added to its ambiance. A full moon surrounded by layers upon 
layers of mist helps me achieve the setting I wanted to create 
and portray the nature of the character.
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STEP 2

STEP 1 STEP 3
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For futher information including many other 
projects please refer to my digital portfolio.

behance.net/ankitkumardesign

A N K I T   K U M A R


