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Shape Illustration
Abstract:
Create an image using triangles, circles squares and/or any derivitive thereof. Do not be fooled! 
You may be tempted to assume that I am asking you to start simple; you may believe that the 
simple building blocks will limit you to creating simple images. Wrong! The purpose of this as-
signment is to get you to see that complex pictures are composed of simple components. This is 
a test of creativity as much as a test of skill with Illustrator. Stay with black and white.
  
Many shapes can be created from these three shapes. These shapes can be  
used as textures. 
These shapes can also be white on top of black. Scale, Rotate, Shear, and Reflect.  
You may change the path to white.

Method:
For the Shape Illustration I decided to 
use more organic shapes rather than 
the simple circle, square or rectangle 
options provided. While they are of 
course fundamentally there, I allowed 
them to blend to create the soft lines 
that Adobe Illustrator offers. A lot of 
this project was experiential and a 
learning process, being my first time 
using Illustrator. To keep it simple, we 
were restricted to black and white. I 
decided on a jackalope because of its 
fantastical nature and antlers, I thought 
they would make for great structure on 
the roundness of the rabbit. The black 
box that surrounds the rabbit with it’s 
white ribbons in front was actually an 
accident that turned my piece almost 

art nouveau. I began with a simple sketch, 
and originally he had a bow tie and a few 
mushrooms by his feet, I later edited them 
out because I found them to look a little 
oddly placed with how Illustrator curved 
the lines out. Although I do admit to wish-
ing I had added some extra feature to the 
jackalope, he almost looks lonely in that 
little box. But I suppose there’s a good 
mystery to him that way. His stark white 
body fit’s the atmosphere of a lone figure, 
had be been against white it’s self he may 
have lost some strength. As an Illustrator 
I was the project as a great challenge to 
learn a new program and see how my per-
sonal style translated into this programs 
techniques. I found it challenging yet fun.
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Logo Assignment
Abstract: 
Design a logo for yourself that meets your needs as an artist/illustrator.
A logo is a corporate trademark that should, if designed right, make a statement about the 
business or organization it represents. Developing a logo is a multi- stage process. First, the con-
ceptual stage involves heavy thinking about who and what the organization is and does. Talking 
with the client, brainstorming with other artists, researching the client‚ competitors  and much 
sketching characterize this stage; the client sees very little artwork at this point. Next comes 
refinement in which the artist cleans up his or her sketches and begins to take one or more of 
them to a more finished incarnation. At the end of this stage, the artist usually has one tight 
sketch-if it is a small client, or three if it is a valuable client. At this stage, the client may be asked 
to choose one to be taken to the final production phase or the artist may choose to produce a 
finished version of all the tight sketches to show the client. 
Color is secondary in the design process and may, depending upon the client‚ budget, be limited 
to black and white. A good rule of thumb is to design first in black and white. No matter how big 
the client, the time will come when they will want to do something ‚quick and dirty‚ in black and 
white, and if the logo looks great in color but like mud in black and white, shame on the design-
er! Keep in mind that this logo will have to go on a business card (2x3.5), a letterhead (8.5x11) 
and envelope (9.5x4.125), so it will need to look good small as well as large.

Method:
The Logo Design project I found to 
be a particular challenge, though we 
were still working with Illustrator, I 
found it difficult to translate a long idea 
into a small condensed image. From 
the get go, I knew I wanted to have 
a logo that was a play on words and 
had a lot of curves to it. I like both cats 
and mermaids and merged them into 
Catfish Illustrations. There were several 
sketched for the logo, but all were ver-
tical which posed a greater challenge. 
I believe that had I attempted a few 
more condensed images or horizontal 
versions, my logo would have been 
far more successful. Although my logo 
wasn’t very strong, I still hold that my 
idea and the font chosen with logo 

were strong for my style and personality. 
Often my work has a small quirkiness to 
it that I believed needed to be displayed 
in the logo itself. At first I imaged a lot of 
color, but after playing with it in the lower 
right corner version of the logo, I realized 
that the small gray scale bubbles would 
work best. While in black and white the 
logo looks interesting up close, it has a lot 
of similarities to a wood block print or lino-
leum print. I image that it would likely give 
off the idea that I work in printmaking, 
which is true, however not my main focus. 
I would love to perhaps simply the details 
of the tail and move him into a more circu-
lar or oval shape to give it a more uniform 
look. It would work better or stationary or 
signs I would think. 
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Stationary/Identity Systems
Abstract:
Your task is to design and execute a business system using the logo you designed  
earlier in Illustrator. 
A Business system is loosely defined as a series of documents that a business uses...well...to do 
business! In this case, you will design and execute the following types of documents:
A Letterhead
An Envelope
A Business Card

Furthermore, you will assemble/write your resume (if you haven’t already) and  
place it on your letterhead.
You will mount/display these documents on an 11” x 14”  piece of mat board. 

Method:
Adding onto the Logo Design Project 
from previous, I was once again chal-
lenged and placed out side of my com-
fort zone with a simple image for a lot 
of ideas. I began by creating the base 
templates provided with instruction 
and simply laid down my logo onto all 
three pieces of stationary and worked 
on them at the same time. The thought 
process being, ‘consistency’ was the 
main objective. I didn’t want to create 
and amazing letter head and then make 
an envelope that was also amazing, but 
completely different. I did avoid incon-
sistency, however I found it to leave my 
designs a tad too dull for my taste. I had 
a desire to make my stationary colorful 

and more floral; I wasn’t expecting to use 
my catfish logo again. It wasn’t extremely 
strong and makes the task almost daunt-
ing. I stuck to a gray scale, though several 
times I considered colored paper as an ex-
tra element to the stationary. I’ve always 
enjoyed how light browns and earth tones 
look on professional cards and envelopes, 
but in the end I decided against it because 
I did use the gray scale image. The cat 
didn’t translate as well as I had hoped 
down scale. It was still clearly a cat with a 
fish tale, but the scales and text were hard 
to read. I felt as though I was reiterating a 
boring little doodle over and over. I think 
I would have benefited if I had a stronger 
logo for sure. 



Cleo Brock cleo_brock@yahoo.com ART 254 Digital Art  Spring 2014



Cleo Brock cleo_brock@yahoo.com ART 254 Digital Art  Spring 2014

Illustration Assignment
Abstract: 
Adobe Illustrator, get it? To show what you have learned about Illustrator, pick a topic and create an 
illustration. Pick a category from the list below and, using Illustrator and some of the techniques you’ve 
learned in class, create a finished, ready-to-be-published-hey!-put-this-one-in-the-portfolio ILLUSTRA-
TION. Pick a category from the following list. Each category has its own joys and pitfalls. Each also have 
certain necessities that it must have in order to be successful:
2.)Editorial Illustration: The good news: this category allow you the most freedom as to what to depict 
and how to depict it. In real life, you will be chosen to submit an illustration based on your style, so your 
style of illustration is up to you. The bad news is that you must work within the context of the story as it 
is given to you. In many cases, the Art Director will hand you a story and give you the briefest of descrip-
tions and let you go your own way. Other times the AD may have much more in mind; he or she may 
give you a sketch with specific directions as to color and format. You may pick a story, magazine article 
or book from which you may create an illustration.

Method:
As our last Illustrator project, and an 
illustration assignment to boot, I found 
that I wanted to really change how I 
was using the program. I chose editorial 
illustration because I was interested in 
telling a story. I personally am working 
on being a storyboard and concept 
artist so I felt it was my calling to at-
tempt this version. I sketched by hand 
an image of the sleeping prince idea. I 
was drawn to a lot of Arab culture and 
rich colors at the time; drawing from 
that inspiration I scanned in my origi-
nal drawing and laid it into Illustrator 
from there I began to over draw with 
my tablet using the blobby brush tool. 
Illustrator turns drawn lines into soft 
curved lines quite automatically. So I 
used this feature at first to help create 

large chucks of shapes and weighted 
the person down into the space using 
my pen pressure. I used the live paint 
bucket to lay down the base colors 
and then began to put it detail work 
with the blobby brush tool. I wanted 
the shading to be stark rather than a 
gradient so I kept all opacities up while 
I worked. I also wanted the image to 
be warm so I chose a color pallet that 
was predetermined in Illustrator. Going 
into his stomach and arms, I applied the 
colors using lines rather than large color 
areas to avoid the smoothing effect. 
Over all I was fairly satisfied with my 
manipulation of Illustrator and believe I 
completed a good illustration that told 
an interesting story.  
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Video Game Prototype
Abstract: 
Use your Photoshop (and Illustrator, if you so choose) to create a two screen  
mock-up of a video game.
In the video game industry, artists use CG tools to create video game screens that a video game 
producer will use to give to a publisher. Or, a publisher might use these mock-ups to give the 
artists at a video game production company an idea of what the publisher wants in their new 
video game. Or, the designers of the game use such mock-ups to give the actual production art-
ists in the company an idea as to what assets will need to be produced and what they will need 
to look like.
But don’t stop there!
Other artists can use this mock-up idea to make statements on everything from pop-culture to 
international politics. There are two armed conflicts going on right now, and they are ripe for 
artistic commentary! The condition of the economy might make for an interesting game.

The Last Glade is about a dying civiliza-
tion in a post-apocalyptic wasteland. 
You play as a small forest dweller that 
speaks an unknown language (not 
translated). You’re race is thought to 
be extinct and in fact most think you’re 
a legend. You are set as Yakov, but the 
player has the ability to change the 
name. Yakov is the main protagonist of 
the game, though several party mem-
bers can be added as you advance, 
even those who were once against 
you may join. You’re a child of what 
has been dubbed, “The Last Glade” in 
your world, it is singularly the last area 
known to sustain life. The remainder of 
the world has been transformed into 
deserts and wastelands of immense 
heat and treacherous obstacles. A 
force of giants, (or rather humans) are 
attempting to invade your land and 
take the last bits of life the world has to 

offer. It is your mission to fight off these 
humans and in turn save your home and all 
its inhabitants. Along the way the player 
will encounter many other creatures that 
you can choose to fight with or attempt 
to befriend. The player will experience 
an open world setting with many off plot 
tasks and missions as well as unlockable 
features in the fighting aspect of the 
game. The mechanics are very similar to 
that of Dark Cloud 2 or Kingdom hearts, 
with live action fighting over turn-base. 
The HUDs in the game include a weapon 
and magic gauge that shows a player his or 
her status in weapon health and magical 
points left. There is also a command box 
that a player can sort down and choose a 
weapon, magical incantation, items (in or 
out of battle), and an unlockable feature 
for after a player has completed the game 
(to unlock, a player must have completed 
all side missions).     
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Master Painting
Abstract:  
Create a digital painting in the style or style of an artist or movement from a period in 
the history of Art. 
The 20th century art world, for all its faults, contains the broadest range of artistic style of any 
period in the history of art. Your assignment is to create a self-portrait in Photoshop loosely 
based on the style of the artist or movement. Ideally, these portraits will tell the viewer some-
thing about you rather than simply what you look like. 
Some potential artists: 

Although I did not choose from the 
suggested list, I did focus on one artist 
and style in particular, Alphonse Mucha. 
He was the creator of art nouveau and 
worked almost exclusively in litho-
graphs. Though several pieces are oil on 
panel, the lithographs have a signature 
texture to them. Over the years I’ve 
drawn a lot of inspiration from Mucha 
and found it almost impossible to make 
a digital painting not after him. I found a 
piece of his that I was particularly drawn 
to at the time and sampled his color 
pallet for my own piece. I then sketched 
out several ideas by hand; almost all 
of them included flowers and or mush-
rooms. I wanted a goddess or nymph 
like woman to the focus. After scanning 
and placing my sketch into Photoshop, I 
used several brushes to get the line art 
down. I followed in on several layers to 

complete the skin and hair. The hair was 
a gradient with colors I had sampled from 
Mucha’s piece. Usually his woman has very 
minimal detail in the hair as compared to 
the background or drapery. In my piece I 
decided to focus on the background and 
floral aspects the woman. As an illustrator 
I am extremely satisfied with my work 
done here. I put in many many hours to 
just color her skin and the flowers around 
her. We had them printed out large, and 
up close I still feel very proud and believe 
it to be my best work in here.     

Michelangelo 
Raphael 
Rembrandt 
Rubens 
Romanticism 
Cubism 
Impressionism 
Futurism 
Van Gogh 

Cezanne 
The Fauves 
Abstract Expressionism 
Minimalism 
Modernism 
Post-Modernism 

Method:
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The Glamour Shot
Abstract:
Create a retouched head shot of yourself and fellow student picked at random.
At first glance, one might ask how producing a glamour shot could do anything other than feed 
your supposed narcissism? But I believe that such an attitude would ignore the all central idea 
behind such an image. A glamour shot is a picture of the subject that has been enhanced to 
have all appropriate facial flaws removed without losing the identity of the subject (that comes 
later!). To successfully complete the assignment, the student must carefully examine every inch 
of his or her face for the slightest imperfection and use the techniques listed above to remove 
them. 
The popular television show Nip/Tuck has the plastic surgeon protagonists asking potential 
clients each week, ”So, what don’t you like about yourself?” This assignment requires you, the 
students, to ask yourselves that very question. Intermixed with discussions about the proper 
ways to remove blemishes is a subtextual discussion about integrity and honesty. How much to 
remove, how much to leave in? Am I lying about who I am and what I look like? In an age of cha-
troom dating where people anonymously converse through the internet, what does it mean to 
be able to remove wrinkles, pounds and scars? These techniques were once the sole province of 
glamour magazine airbrush artists who were very skilled at removing and enhancing the images 
the photography department gave them. What are the consequences of these techniques being 
widely available? 
The discussion becomes even more complex with the understanding that these techniques are 
also used in planning reconstructive surgery for accident victims and those with congenital birth 
defects. The same knowledge that feeds vanity also facilitates healing.

Method:
After going through some small little 
photo op and pulling names at random, 
I pulled Diam’s. She chose the picture 
of herself smiling widely, which hon-
estly helped me a lot in the process. 
With a funny picture to begin with, the 
seriousness of editing away blemished 
and imperfections was dulled. I created 
a gradient background after cropping 
her out of the original backdrop. I then 
asked her, as a professional would a cli-
ent what they were looking to enhance 
or change. She seemed a little hesitant 
and mentioned cleaning her skin a little 
and making her teeth white. I mainly 
used the burn and dodge tool as well 
as the healing to help ease out a few 
shadows. Her skin was naturally pretty 
smooth and blemish free so I didn’t 

have to engage it too heavily. For the sake 
of adding a nip-tuck appearance I did 
remove a small sliver of skin along her 
cheek from where it pulled as she smiled. 
I brought out a few colors and made her 
complexion a little fairer. The skin tone 
changed so drastically as a result of the 
lighting changes from as shot to fully 
edited. I was mostly unsure as I was com-
pleting this project because I have a hard 
time wanting to change people’s natural 
features. So I suppose I completed it well. 
Though perhaps her skin tone could have 
been further adjusted. Some aspects to it 
I can see the up sides, however a lot of it I 
changed more on completion rather than 
believing I needed to change it. 
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Caricuture 
Abstract:
Create a caricature by exaggerating/minimizing the features of your own and your subject’s 
image.
Introduction:
A good caricature edifies, it does not mock unless it is meant to do so. Your task is to work with 
your subject to create a caricature that is enjoyable for you BOTH to look at.  So basically, you 
both have to agree on what you are going to do. If you think that is artistically limiting, welcome 
to the wonderful world of artist/client relationships!

Method:
As an edit to our original edit, we were 
allowed to play more with the face this 
time. And though I am used to a cari-
cature being a drawing or painting of 
someone overly exaggerated, I found I 
was able to complete this assignment 
by using the liquefy tool. By varying 
the brush size and move in and out of 
the filter I was able to add in almost 
believable features to her face. I found 
that with the expression I was given, 
I almost didn’t have to add much, So I 
enlarged the mouth and eyes and raised 
her eyebrows high to giver her a more 
“crazed” look if you will. Her personality 
to me seems to fun and loud I thought 
it fit rather well, and she agreed that it 

was almost too fitting. Although I could 
have gone farther, I have found that when 
using Photoshop to manipulate someone’s 
face, it’s easier and looks better if it can be 
believed or rather almost believed. Distort-
ing it to an unrecognizable and overly edit-
ed image I think would defeat the process.  
I don’t know how I would fare with a blank 
expression and honestly if I didn’t know 
her I would have found this challenging. A 
caricature should express someone’s per-
sonality and features not turn him or her 
into some one or something else, so it’s 
necessary to know whom you’re dealing 
with. 
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Outside Work
Abstract:
For the Outside Works, inculde a brief description of the works and for 
what class if any it was created. The Outside Works do not neccessarily 
have to be artwork. 

2014
9 x 12
Charcoal on Bristol Board

Method:
The assignment was from my figure 
drawing class, the assignment was to 
create a small series of images from the 
in class model over a several day peri-
od. I decided to pull this one by it’s self 
because it stood so strong on it’s own. 
I started by cutting a piece of 18x24 
Bristol board down to a 9x12 and made 
a small under sketch of the model sev-
eral times before I began working with 
charcoal. I used a technique known as 
wet charcoal that our instructor taught 
us in a class presentation. I laid down a 
heavy amount of charcoal onto a scarp 
piece of paper and taking a small angled 
brush I wet it and began to lightly paint 
onto the paper. The affect dragged the 

charcoal dust on the paper and gave it the 
watercolor effect. I used this technique 
as a shading tool and to highlight certain 
areas of the body like the chest, knuckles, 
and hips. I decided to make the highlights 
darker because I wanted to emphasize 
them as part of the image as a whole, not 
as a realistic depiction of the model. I’ve 
always liked how colored joints look, and 
the watercolor effect that the wet char-
coal gave was a chance to test it out. This 
was my favorite piece out of my series 
because her pose had a story to it before 
I even began to draw. My technique is 
almost always about story telling so it 
helped a lot to draw a non-static figure.  
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Outside Work
Abstract:

For the Outside Works, inculde a brief description of the works and for 
what class if any it was created. The Outside Works do not neccessarily 
have to be artwork. 

2014
944 x 970 pixels
Digital

Method:
This was a personal piece of fan art I 
created while working the semester 
outside of class. She’s a character from 
a anime I watched a few years ago with 
a friend of mine. I became attached 
to the look of this character in specific 
because of her bright colors and per-
sonality, I found myself doodling her 
recently after some time. My doodles 
ended up as a full-blown painting that I 
worked on for about 4 hours on my own 
computer. I used Photoshop CS6 and 
my bamboo tablet to create the digital 
painting. Starting out I drew an under 
sketch layer, built up a line art layer and 
chose a color pallet from the show. I 
typically do this when I start any digi-

tal piece. The paint I used a few different 
brushed, mainly ones with a rough texture 
to it to give a painterly effect. I painted 
in large blocks of her skin tones first and 
blended by changing the opacities of the 
brush throughout the process. After her 
skin I worked similarly on her hair and 
dress. I keep my hair, skin, and dress layers 
all separate so that the cleaning process 
is easier after I’ve finished all the shading 
and texturizing. After I’ve finished all the 
painting I tend to go back in and punch up 
certain layers by bringing up the contrast 
or burning in certain shadows. A lot of the 
after effects work I’ve done I learned in 
the Digital Art class this semester.  



Cleo Brock cleo_brock@yahoo.com ART 254 Digital Art  Spring 2014



Cleo Brock cleo_brock@yahoo.com ART 254 Digital Art  Spring 2014

Outside Work
Abstract:
For the Outside Works, inculde a brief description of the works and for what class if any it was 
created. The Outside Works do not neccessarily have to be artwork. 

2014
1200 x 783 pixels
Digital 

Method:
This was a personal piece, or rather part 
of a piece I’ve been working on for a 
while outside of class. It’s a character 
design for a superhero I’ve had in the 
works for about a year now. To the right 
are the main colors of her outfit and 
skin; her hair colors haven’t been fully 
decided yet so I don’t have a set pallet 
for either of them. This was done in 
Photoshop CS6 with a mix of brushes 
and opacities. I used the dual compas-
sion to show what she looks like as a su-
per hero and as a human. She’s techni-
cally an alien; I decided it would explain 
her powers better if she were from 
another world rather than a scientific 
accident on earth. She is designed to 
co-exist in the DC comic book universe. 
Her powers include a plasma radiation 

blast and the ability to manipulate sand to 
her will, mostly for protection and defense. 
The sand acts as a natural defense, but 
can easily be broken if her concentration 
breaks. As a human she still has the ability 
to manipulate sand, it’s a trait of her plan-
et’s race, but she has to “transform” if you 
will in order to use the plasma powers. She 
uses the sun’s radiation and heat to power 
herself, the sun’s radiation lasts all day and 
night, so night isn’t her weakness, rather 
being underground or locked away in a 
dark room for too long would drain her. My 
beginning process for her idea was a small 
doodle on the back on sketchbook, soon 
I drew her larger, gave her a full suit, but 
because none of those details have been 
finalized, I’ve left her face as the sole solid 
design so far. 
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