
CRAZY TRAFFIC: ESCAPE CAR

Game Design & Development Document

Game Name: Crazy Traffic: Escape Car
Package Name: com.soomar.crazytraffic

Platform: Android
Development Environment: Android Studio
Programming Language: Java
Game Type: 2D Casual Puzzle
Orientation: Portrait
Target Platform: Google Play Store
Target Audience: Casual players / all-age puzzle players
Core Gameplay: Vehicle movement and traffic-clearing puzzles

1. Game Overview
Crazy Traffic: Escape Car is a 2D casual puzzle game in which players must strategically move vehicles
through crowded roads and traffic situations to clear paths and help vehicles reach their destinations.

The game starts with simple traffic puzzles and gradually introduces new vehicles, road layouts, obstacles,
special mechanics, environments and increasingly challenging levels.

The primary objective is to create a game that is:

Easy to understand
Difficult to master
Visually attractive
Satisfying to play
Suitable for short play sessions
Expandable to thousands of levels

The central gameplay philosophy is:

"Move smart. Clear the traffic. Escape!"

2. Core Gameplay
The player is presented with a top-down 2D traffic scene.

Vehicles occupy lanes or designated road spaces.

• 
• 
• 
• 
• 
• 
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The player interacts with vehicles using touch gestures.

Basic interaction

Swipe a vehicle → Vehicle moves in the selected direction

The player must determine the correct sequence of movements to clear traffic and allow the target
vehicle(s) to escape.

Basic objective

Depending on the level, the objective can be:

Help one specific car escape.
Clear all vehicles.
Move multiple vehicles to their destinations.
Rescue a special vehicle.
Complete the puzzle within a move limit.
Complete the puzzle within a time limit.
Achieve a specific traffic arrangement.

3. Core Game Loop
The main gameplay loop is:

Start Level ↓ Observe Traffic ↓ Move Vehicles ↓ Clear Path ↓ Reach Objective ↓ Level Complete ↓ 
Earn Stars + Coins ↓ Unlock Next Level ↓ Play Again

The game should encourage the player to think:

"I can solve this in fewer moves."

This creates replayability.

4. Level Structure
The game will be designed to support thousands of levels.

Levels will gradually introduce mechanics rather than making the game difficult immediately.

• 
• 
• 
• 
• 
• 
• 
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World 1 — Training City

Levels 1–50

Features:

Basic cars
Simple roads
Simple exits
No special mechanics
Unlimited or generous moves

Purpose:

Teach the player how the game works.

World 2 — Busy Streets

Levels 51–150

Features:

More vehicles
Narrower roads
Limited movement
Multiple blocking cars
Move objectives

World 3 — Traffic Lights

Levels 151–300

New mechanic:

Red light
Green light
Traffic signal timing

The player must understand when a vehicle can move.

• 
• 
• 
• 
• 

• 
• 
• 
• 
• 

• 
• 
• 
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World 4 — Heavy Traffic

Levels 301–500

New vehicles:

Bus
Truck
Taxi

Large vehicles occupy more space and create more complicated puzzles.

World 5 — Road Blocks

Levels 501–750

New mechanics:

Road barriers
Construction zones
Closed lanes
Temporary routes

World 6 — Emergency City

Levels 751–1000

Special vehicles:

Ambulance
Police car
Fire truck

Some levels may require emergency vehicles to reach specific destinations.

World 7 — Crazy Junction

Levels 1001–1500

Features:

Intersections

• 
• 
• 

• 
• 
• 
• 

• 
• 
• 

• 
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Multiple exits
Multiple objectives
Moving traffic
Complex road layouts

World 8 — Mega Traffic

Levels 1501–2500

Multiple mechanics are combined.

The player must plan several moves ahead.

World 9+ — Endless Traffic

2500+

Procedurally generated or carefully designed advanced levels can be introduced.

The system should support continuous expansion beyond 5,000 levels.

5. Vehicle Types

Normal Car

Basic vehicle.

Movement:

Forward
Backward
Depending on road direction

Taxi

Special destination-based vehicle.

Objective may require it to reach a passenger or destination.

• 
• 
• 
• 

• 
• 
• 
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Bus

Large vehicle.

Requires more road space.

Truck

Very large vehicle.

Creates significant traffic blockage.

Ambulance

Priority vehicle.

Some levels can require the ambulance to reach the exit before other vehicles.

Police Car

Special-purpose vehicle.

Can interact with certain road mechanics.

Fire Truck

Emergency vehicle used in advanced levels.

6. Road Elements
The game board can contain:

Normal road
Intersection
Exit
Entry point
Parking area
Traffic light

• 
• 
• 
• 
• 
• 
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Barrier
Construction zone
One-way road
Turning lane
Bridge
Tunnel
Railway crossing

These elements will gradually appear as the player progresses.

7. Special Mechanics
Future versions may include:

Traffic Lights

Vehicles can only move when the corresponding light permits movement.

One-Way Roads

Vehicles can only travel in the permitted direction.

Gates

A gate may open after another vehicle reaches a specific location.

Moving Obstacles

Some obstacles periodically change position.

Railway Crossing

Vehicles must wait for a train to pass.

Roundabout

Vehicles must follow a circular route.

Teleport Road

Vehicles enter one point and appear at another.

Emergency Priority

Certain vehicles receive special priority.

• 
• 
• 
• 
• 
• 
• 
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8. Star System ⭐
Each completed level awards up to three stars.

⭐ 1 Star

Level completed.

⭐⭐ 2 Stars

Level completed within a recommended move count.

⭐⭐⭐ 3 Stars

Level completed with excellent efficiency.

Stars are used for:

Progress tracking
Achievements
World completion
Unlocking bonus content

The star system encourages players to replay completed levels.

9. Coin System 🪙
Coins are the primary in-game soft currency.

Players can earn coins through:

Completing levels
Earning 3 stars
Daily rewards
Achievements
Bonus levels
Optional rewarded advertisements

Coins may be used for:

Hints
Continue/retry assistance
Cosmetic vehicle skins

• 
• 
• 
• 

• 
• 
• 
• 
• 
• 

• 
• 
• 
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Road themes
Background themes
Special visual effects

Coins should not be required to play normal levels.

10. Hearts / Lives ❤️
The game may use a heart system.

Example:

❤️ ❤️ ❤️ ❤️ ❤️

Maximum:

5 Hearts

A failed level may consume one heart depending on the final game balance.

Hearts automatically regenerate over time.

However, the game should remain enjoyable without aggressively preventing players from playing.

Possible future options:

Wait for regeneration
Earn hearts from rewards
Daily bonus
Optional rewarded advertisement

11. Hint System 💡
If a player becomes stuck, they can use a hint.

Hint levels:

Hint 1

Highlights the next vehicle that should be moved.

• 
• 
• 

• 
• 
• 
• 
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Hint 2

Shows the correct direction.

Hint 3

Shows the next few moves.

Hints can cost coins.

The game should never make hints mandatory.

12. Game UI

Main Menu

Main screen should contain:

Crazy Traffic: Escape Car

Buttons:

▶ PLAY
🎁 DAILY REWARD
🏆 ACHIEVEMENTS
🎨 GARAGE
⚙ SETTINGS

Additional information:

Current level
Coins
Hearts

13. Level Selection Screen
Level selection should display:

World / City

Example:

• 
• 
• 
• 
• 

• 
• 
• 
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CITY 1

Training City

Level buttons:

1  2  3  4  5 ...

Completed levels display stars:

⭐⭐⭐

Locked levels display:

🔒

14. Gameplay Screen
Top section:

Level number
Hearts
Coins
Pause button

Center:

Game Board

Bottom:

Moves
Hint button
Restart button

Example layout:

┌─────────────────────────┐

│ ←  LEVEL 42     🪙 350 ⚙ │

│                         │

│       TRAFFIC BOARD     │

│                         │

│    🚗 →     🚌          │

│                         │

• 
• 
• 
• 

• 
• 
• 
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│    🚕 ←   🚗 →          │

│                         │

│         🚗 → EXIT       │

│                         │

│                         │

│ Moves: 12    💡 HINT    │

│             ↻ RESTART   │

└─────────────────────────┘

15. Level Completion Screen
After successful completion:

LEVEL COMPLETE! 🎉

Display:

Stars
Moves used
Coins earned
Best score

Buttons:

NEXT LEVEL

REPLAY

HOME

Animation:

Vehicles drive away from the screen.

Confetti/particles appear.

A satisfying completion sound plays.

16. Level Failure Screen
If the player runs out of moves or fails the objective:

• 
• 
• 
• 
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TRAFFIC JAM! 🚧

Display:

Retry
Hint
Home

Optional:

Watch Ad → Continue

This should be optional.

17. Pause Menu
During gameplay:

PAUSED

Buttons:

RESUME
RESTART
SETTINGS
HOME

18. Settings Screen ⚙️
Settings should include:

Sound

ON / OFF

Music

ON / OFF

Vibration

ON / OFF

• 
• 
• 

• 
• 
• 
• 
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Notifications

ON / OFF

Language

English initially.

Additional languages can be added later.

Reset Progress

A confirmation dialog should appear before deleting progress.

19. Sound Design 🔊
Sound is important because traffic movement should feel satisfying.

UI Sounds

Button click
Level selection
Menu open
Menu close
Back button

Vehicle Sounds

Engine start
Vehicle movement
Brake
Horn

Gameplay Sounds

Correct movement
Invalid movement
Hint
Coin reward
Star earned

Completion Sounds

Level complete

• 
• 
• 
• 
• 

• 
• 
• 
• 

• 
• 
• 
• 
• 

• 
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Star animation
Coin reward
World unlocked

Failure Sounds

A short soft failure sound.

The game should avoid overly loud or irritating sounds.

20. Music 🎵
Background music should be:

Light
Casual
Energetic
Non-distracting

Different worlds may eventually have different background music.

Example:

City:

Urban/casual

Night City:

Relaxed electronic

Desert:

Light adventurous theme

Emergency:

More energetic theme

21. Animation System ✨
Animations should make the game feel polished even though it is 2D.

• 
• 
• 

• 
• 
• 
• 
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Vehicle Movement

Vehicles should smoothly move instead of instantly teleporting.

Button Animation

Buttons slightly scale when pressed.

Coin Animation

Coins fly toward the coin counter.

Star Animation

Stars appear one by one:

⭐ → ⭐⭐ → ⭐⭐⭐

Level Complete

Small confetti/particle effect.

Unlock Animation

New levels/worlds smoothly appear.

Traffic Interaction

When vehicles nearly collide or become blocked:

Small shake
Brake animation
Optional horn

22. Visual Style
The game will use a clean, colorful, modern 2D top-down style.

Important visual principles:

High contrast
Clear vehicles

• 
• 
• 

• 
• 

16



Easily recognizable road
Large touch targets
Smooth animations
Minimal clutter
Consistent UI

The game should look attractive without requiring complex 3D assets.

23. Vehicle Design
Vehicles should be visually distinct.

Examples:

Normal Car:

🚗

Taxi:

🚕

Bus:

🚌

Truck:

🚚

Ambulance:

🚑

Police:

🚓

Fire Truck:

🚒

For the actual game, custom 2D graphics will be used rather than emoji.

• 
• 
• 
• 
• 
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Each vehicle should have:

Body
Windows
Wheels
Headlights
Shadow
Direction indicator where necessary

24. Themes / Environments
Players can eventually unlock visual environments.

Possible environments:

Modern City
Downtown
Night City
Rainy City
Desert Highway
Snow City
Mountain Road
Industrial Zone
Airport
Neon City

Themes primarily change visuals and atmosphere rather than fundamentally changing the core gameplay.

25. Garage 🚗
The Garage allows players to customize vehicles.

Possible customization:

Vehicle skins
Colors
Wheel styles
Cosmetic effects
Horn sounds
Trails

Customization should be cosmetic and should not provide unfair gameplay advantages.

• 
• 
• 
• 
• 
• 

1. 
2. 
3. 
4. 
5. 
6. 
7. 
8. 
9. 

10. 

• 
• 
• 
• 
• 
• 
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26. Daily Reward 🎁
Players can receive a daily reward.

Example:

Day 1 → Coins
Day 2 → Coins
Day 3 → Heart
Day 4 → Coins
Day 5 → Hint
Day 6 → Large coin reward
Day 7 → Special cosmetic

The reward cycle can repeat.

27. Daily Challenge
A special level can be offered each day.

Features:

One unique puzzle
Limited attempts
Special reward
Daily completion record

This provides a reason to return to the game.

28. Achievements 🏆
Possible achievements:

First Escape

Complete the first level.

Traffic Expert

Complete 100 levels.

• 
• 
• 
• 
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Road Master

Complete 500 levels.

Perfect Driver

Earn 100 three-star levels.

No Traffic

Complete 50 levels without using a hint.

Emergency Hero

Complete emergency levels.

City Master

Complete an entire world.

29. Progress Saving 💾
Player progress should be saved locally.

Data to save:

Current level
Completed levels
Stars
Coins
Hearts
Unlocked worlds
Purchased cosmetics
Settings
Daily reward status
Achievement progress

Initial implementation can use:

SharedPreferences

A more advanced system can later use a database.

• 
• 
• 
• 
• 
• 
• 
• 
• 
• 
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30. Level Data Architecture
Levels should NOT be hard-coded individually inside Java classes.

A level should be represented as structured data.

Example conceptual data:

Level ID

World ID

Board Size

Vehicle List

Vehicle Positions

Vehicle Directions

Exit Position

Move Limit

Special Objects

Objective

This allows thousands of levels to be managed efficiently.

31. Level Generation
The long-term goal is to support thousands of levels.

Two approaches can be used:

Handcrafted Levels

Designed manually for important early and milestone levels.

Advantages:

Better puzzle quality
Controlled difficulty
Better tutorial progression

Procedural Generation

The game generates valid puzzle configurations according to predefined rules.

• 
• 
• 
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Advantages:

Thousands of levels
Smaller data requirements
Endless expansion

A hybrid system is recommended.

32. Difficulty Progression
Difficulty should increase gradually.

Easy

Few vehicles.

Medium

More vehicles and blocking paths.

Hard

Multiple dependencies.

Expert

Multiple objectives and special mechanics.

Crazy

Complex traffic combinations.

The player should always understand why they failed.

33. Tutorial
The first levels will teach mechanics naturally.

Level 1

Move one vehicle.

• 
• 
• 
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Level 2

Move two vehicles.

Level 3

Clear a blocked path.

Level 4

Introduce exit.

Level 5

Introduce move efficiency.

No long tutorial text should be required.

The game should teach through interaction.

34. Monetization
Potential monetization:

Rewarded Ads

Optional advertisements for:

Extra hint
Extra heart
Bonus coins
Continue

Interstitial Ads

Used carefully between levels.

Ads should not appear excessively.

Cosmetic Purchases

Future option:

Vehicle packs
Themes

• 
• 
• 
• 

• 
• 
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Special effects

The core game should remain playable without purchases.

35. Offline Support
The basic game should work offline.

Offline functionality:

Play levels
Save progress
Earn normal rewards
Access settings
Use unlocked content

Internet can be required for:

Advertisements
Online events
Future cloud saves
Analytics
Remote content

36. Technical Architecture
Initial Android project structure:

com.soomar.crazytraffic

├── MainActivity

│

├── GameView

│

├── GameManager

│

├── LevelManager

│

├── Vehicle

│

├── Level

│

├── Board

• 

• 
• 
• 
• 
• 

• 
• 
• 
• 
• 
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│

├── CollisionManager

│

├── SoundManager

│

├── AnimationManager

│

├── CoinManager

│

├── HeartManager

│

├── ProgressManager

│

└── SettingsManager

This structure may evolve during development.

37. Main Screens
The complete application should contain:

Splash Screen
Main Menu
World Selection
Level Selection
Gameplay
Pause Menu
Level Complete
Level Failed
Garage
Daily Reward
Achievements
Settings
About
Privacy Policy
Optional Shop

38. Splash Screen
Display:

CRAZY TRAFFIC

1. 
2. 
3. 
4. 
5. 
6. 
7. 
8. 
9. 

10. 
11. 
12. 
13. 
14. 
15. 
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ESCAPE CAR

with a short vehicle animation.

Example:

A car enters the screen → traffic appears → car escapes.

Duration should be short.

39. App Icon
The icon should be recognizable at small sizes.

Recommended concept:

Top-down road
One colorful car
Exit arrow
"Crazy Traffic" visual identity

Avoid putting too much text inside the icon.

40. Haptic Feedback 📳
Small vibration can be used for:

Vehicle movement
Invalid move
Level completion
Button interaction

Users can disable vibration from Settings.

41. Accessibility
The game should consider:

Large touch targets
Clear visual indicators
Color + symbols instead of color alone

• 
• 
• 
• 

• 
• 
• 
• 

• 
• 
• 
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Readable text
Optional vibration
Sound controls

42. Performance Goals
The game is designed to be lightweight.

Goals:

Smooth 2D rendering
Low memory usage
Fast level loading
Minimal battery consumption
Support common Android devices

The game should avoid unnecessary heavy assets.

43. Android Development Strategy
Development will happen incrementally.

Phase 1 — Foundation

Create Android Studio project
Configure Java
Create package
Create MainActivity
Create basic screen

Phase 2 — Game Board

Draw road
Draw vehicles
Detect touch
Move vehicles

Phase 3 — Puzzle Logic

Collision detection
Boundaries
Exit detection
Move counting

• 
• 
• 

• 
• 
• 
• 
• 

• 
• 
• 
• 
• 

• 
• 
• 
• 

• 
• 
• 
• 

27



Win condition
Fail condition

Phase 4 — Level System

Multiple levels
Level selection
Level unlocking
Stars
Progress saving

Phase 5 — UI

Main menu
Pause
Complete
Failure
Settings

Phase 6 — Polish

Animations
Sounds
Particles
Haptic feedback
Better graphics

Phase 7 — Economy

Coins
Hearts
Hints
Daily rewards

Phase 8 — Content

Worlds
Hundreds/thousands of levels
Special mechanics

Phase 9 — Release

App icon
Screenshots
Store listing
Privacy policy
Testing

• 
• 

• 
• 
• 
• 
• 

• 
• 
• 
• 
• 

• 
• 
• 
• 
• 

• 
• 
• 
• 

• 
• 
• 

• 
• 
• 
• 
• 
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Release build
Google Play deployment

44. MVP — First Playable Version
We should NOT try to build everything at once.

The first playable version should contain only:

Main Menu
One game board
3–5 vehicles
Swipe controls
Collision detection
Exit
Win condition
Restart
10 basic levels

Once this works correctly, we expand.

This prevents the project from becoming too complicated for a beginner.

45. Future Expansion
After the core game is stable:

100 levels
500 levels
1,000 levels
2,500 levels
5,000+ levels
Daily challenges
More vehicle types
More environments
Special mechanics
Achievements
Cosmetics
Cloud save
Analytics
Events

• 
• 

• 
• 
• 
• 
• 
• 
• 
• 
• 

• 
• 
• 
• 
• 
• 
• 
• 
• 
• 
• 
• 
• 
• 

29



46. Design Philosophy
The game should follow five principles:

1. Easy to Learn

A new player should understand the basic objective within seconds.

2. Hard to Master

Advanced levels should require planning.

3. Satisfying

Vehicle movement, sounds and animations should feel responsive.

4. Fair

Failure should be caused by the player's decisions, not unclear mechanics.

5. Expandable

The architecture must allow thousands of levels and future features.

47. Final Game Identity
Name:

CRAZY TRAFFIC: ESCAPE CAR 🚗💨
Genre: 2D Casual Puzzle

Core Hook:

Escape the traffic by moving the right cars in the right order.

Player Experience:

Observe → Think → Move → Escape → Earn Stars → Unlock → Repeat.

Long-Term Goal:

30



Build a polished, lightweight Android puzzle game with thousands of levels, recognizable visual identity,
satisfying animations/sounds, and enough mechanics to keep gameplay fresh.

48. Development Rule
The project will be developed step-by-step.

We will not jump directly into thousands of levels, ads, coins or complicated systems.

First:

Make one car move.

Then:

Make traffic interact.

Then:

Make one level solvable.

Then:

Make 10 levels.

Then:

Build the complete game system.

This approach keeps the project manageable for a beginner while allowing the final game to grow into a full
Play Store product.
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