
Case Studies: Art 145: Digital Illustration 

Project 1: Type & Image – “Asuka & EVA-02” 

Client: Professor Krikun, Westchester Community College 

Artist: Patrick Monroe 

Duration: 5 weeks 

Description: 

The Type & Image project concerned the arrangement of illustration or images along 

with text using Adobe Illustrator CC 2017. 

 Research 

In my previous semester, I created an animation for my Digital Animation course using 

characters from the existing series Neon Genesis Evangelion. For this first project, I 

decided that, with the imagery still fresh on my mind, I would create a poster featuring 

the character Asuka with her Evangelion, EVA-02. 

Challenges 

The biggest challenges were the natural hurdles of learning new software. Additionally, 

there were quirks of the program I never got around, like how the stroke width and 

brush width could be separate values, leading to a problem where lines would scale 

differently. 

Strategy & Design Approach 

First, I had to learn the basics of Illustrator. In particular, I needed to know how to use 

Live Paint groups, how to create and edit lines and strokes, and how to make appealing 

text that would be compatible between computers regardless of font libraries. 

I wanted to create a poster featuring the two characters, so I took many reference 

screenshots of them from their appearances in Rebuild of Evangelion 2.22: You Can 

(Not) Advance. These were used for reference as I constructed the characters in 

Illustrator and for color reference. 

Both Asuka and EVA-02 were built from line segments bundled into Live Paint groups. In 

the end, Asuka was given consistent line width of 1, while for EVA-02’s render, I nulled-

out almost every line, in order to give some contrast. 

 

 



Effectiveness 

For my first Illustrator project, I am quite happy with the result. I wish I had the foresight 

to test printing it out more, as in the end, I was a little disappointed with the way the 

colors appeared on paper, and how lacking the right font on the computer that printed 

the final work meant my text appeared in a generic unknown sans serif font, rather than 

the 80% height Times New Roman Condensed Bold I had chosen. 

Budget 

None. 

 

 



 

 

 

Project 2: Shape Illustration – “Anxiety” 

Client: Professor Krikun, Westchester Community College 

Artist: Patrick Monroe 

Duration: 5 weeks 

Description: 

The Shape Illustration project was about creating an illustration using basic shapes. 

 Research 

 Little research was needed for this project, though I took inspiration from the art style of 

the video game SUPERHOT, particularly the design of the shining red polygonal enemies 

seen in that game. 

 



Challenges 

The main challenge in this project was, fittingly, getting over the worries about using my 

own body for the piece. I needed a photo of an arm, and it made the most sense to take 

one of my own. I put this off for several weeks until it was necessary in order to 

proceed. 

Strategy & Design Approach 

I used the Shaper Tool and Rectangle Tool the most in this project, in order to create the 

basic polygons needed to make up the arms. After sketching the concept, I knew I 

needed at least a hundred polygons each with a number of sides between three and 

eight. This meant a lot of clicking and drawing out the shapes, then joining the vertices 

and setting the joint appearance and colors. 

I also used colors taken from Adobe’s Colour service, for the sake of pleasant shades of 

each color with equally distant values. 

The final step was photographing my own right arm. I took the photo with high flash in 

an unlit basement room at night, guaranteeing total darkness except for the single light 

source of the camera’s flash. In Photoshop, I used the lasso tool to isolate the arm, then 

imported it as a .PNG to Illustrator. Then, I cropped a copy of the .PNG to hold just the 

hand from my arm, but keeping the same dimensions, so that I could overlay the two 

.PNG files on the artboard, match their size and rotation, and guarantee the correct 

placement. Finally, in between these two layers I sandwiched the layer containing the 

shapes of the leftmost polygonal arm, so that it appeared as though it was physically 

grabbing the photographed arm’s wrist, without clipping over or under it completely. 

Effectiveness 

This project came together quite well and I am happy with the final result. It was anxiety 

provoking, appropriately, but I enjoyed the experience and had no qualms with what I 

ended up with. 

Budget 

None. 

 





 



 



 

 

 

Project 3: Portrait – “Footwoman Doe” 

Client: Professor Krikun, Westchester Community College 

Artist: Patrick Monroe 

Duration: 5 weeks 

Description: 

The Portrait project challenged us to create a character design and feature it in a 

portrait style illustration. 

 Research 

This project necessitated the research of the appearances of multiple species of 

rhinoceros, bat, and deer. For the chosen concept I ended up using several photographs 

of North American white-tailed deer as reference. 

Challenges 

Rendering this portrait was a big artistic challenge for me, as it was my first ever digital 

painting. I had to experiment with many different styles of brush and stroke, and still 

need more practice with digital painting, as well as life drawing, in order to effectively 

render the style of portrait I was going for. 

Strategy & Design Approach 

I wanted to create the portrait of a doe in a suit resembling the attire of footmen in 

1920s England. To this end I used photographs of does and drew directly from the suit 

worn by the character William in Downton Abbey, a footman of the manor. 

I used several different paint brushes, at low opacity, to brush the fur of the doe, and 

the basic 5-point round brush to “ink” the lines around it. I also created shadows and 

highlights using the Blob Brush tool under a Gaussian Blur filter, and a background using 

the pressure-sensitivity option for a wide brush at medium opacity. 

Effectiveness 

I think this was a good piece for a first-time digital painting, but I see many ways in 

which I could improve it once I build my skills up. I don’t think it was effectively 



rendered in the style I originally envisioned, and I found it difficult to reconcile the inked 

lines with the paintbrush strokes. 

Budget 

None. 

 



 



 



 


