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llustrator | Graphic Designer




Book Cover Design

A fantasy book about King Arthur lore based in
present day.

B Samhain Sacrifice | Page 3




6 Samhain Sacrifice

He spied Beltran on a top branch of a nearby tree, Careful to not lose
sight of the bird, he sought a way to lure him down from his perch. Mordred
brought a large, dead wood rat out from under his cloak. He had been saving
it for several weeks just for this purpose. Its rotting smell made :t hard for
other people to be downwind of Mordred. Beulah banned him from inside the
bar but was nice enough to get her server to put a clothespin on her nose and
bring him a pint of ale, Odor would not impede her profits,

“I brought you a present,” he called to the bird. He tossed the rat onto
a grassy spot in an unobstructed view of his raven, The greedy bird couldn't
resist such a juicy snack. Beltran waited until he was eating the carrion before
he let Mordred see through its eyes. Ordinarily, Mordred stayed out of its
head when the bird ate, so he did not have to experience certain sensations
like taste, something the bird liked to take advantage of. Caught by surprise,
it took Mordred several days to get the taste and fury feel of the two-week-
dead rat out of his mouth. Beltran felt this settled the score, and it cooperated
somewhat. This was good because Samhain (Halloween) was almost here,

After making sure that murderous water fairy Jenny Greenteeth wasn't
around, Mordred took a quick bath in the creek and cleaned his robe with
lye soap that he’d bought from a villager. His odor improved, and he spent
his time resting up for Samhain, In fact, he looked forward to it, A few of the
more recent victims from past Samhain spoke up, trying to dredge up guiltin
him, but it didn’t work. These thoughts excited him,

He put his dagger on the table, laid his head on his crossed arms, and
dozed off for a couple minutes, The voices in his head let him alone while
he sat at the bar. They knew if he was drunk, they might take over in bits
of freedom to torment him. Something touching his face interrupted Mor-
dred’s rest. He grabbed for his knife and came up, swinging it in a wide arc,
The knife struck nothing. Fully awake, he looked around. Dirty blond hair on
the emaciated face of Angel, the tavern’s best customer and most annoying
drunk, wavered before him.

“BOO!" she exclaimed. She stood within inches of his face, He wondered
why he hadn't cut her. When Angel was sober, she was smart, but drunk she
was stupid friendly. She looked at the knife and her eyes widened.

ana | raise

Prologue
MORDRED

ORDRED HAD RETURNED to Savage Swine, the tavern next to his

home. He mulled over the events of the last three months. He should
have been able to kill the boy. What had gone wrong? Was he losing his
touch? Everything happened quickly. The cat. Where d:d that stupid cat come
from? Mordred hated cats. The explosion had startled his raven, Beltran. The
bird had flown for its life. Ordinarily, Mordred could have located the bird by
sitting quietly, focusing, and seeing through :ts eyes. This time the process
wasn't so simple.

The bird hadn't liked the extra security Mordred put on him. It thought
Mordred was trying to remind him who was boss.

Beltran would have none of it. He flew back through the fairy barrier,
leaving Mordred wandering through the woods, keeping a vigilant watch for
malicious fairy tricks, and having to keep his mouth shut anytime someone
would ask him what he was looking for. No need to end up in stocks for pos-
sessing an illegal bird.

Hewould repeat the attempts to see through its eyes, but Beltran wouldn't
grant him access.

Two weeks passed before he saw a fleeting bird’s-eye view from a high
tree, His vision showed a brown-cloaked man looking up.

Prologue: Mordred 7

“Mordy! You put that thing away! I have nosh-ing but love for you. You're
my spesh... my spes...my speechel... favorite guy! My cutie patootie.”

Her slurred speech might have been almost comical, if Mordred hadn't
been the one being pursued. She tried to give his cheek a pinch.

Mordred dodged her advances and slipped under the table. He shoved
his dagger back in its scabbard and dropped to the floor, where he crawled
around her and away. It'd only make a scene if he stabbed her, and probably
the bartender, Beulah, wouldn't have let him get away with it. Angel looked
down at him, then up at the group of local yokels leaning on the main bar.
“Isn't he...” she winked at Mordred, “the cutest guy you ever saw?”

The idiot drunks started clapping, and a few started caterwauling, “For
he’s ajolly good fellow.” A couple tossed peanuts at him,

Most were too drunk to remember the words to the song, or even to
remember that they really did not enjoy having him around. Mordred jumped
up and moved to another table. Beulah quickly ushered the peanut throwers
out of the bar.

“Come back after he’s left. I may have just saved your lives, you know,”
she called after them.

Angel came over and hung her arm on Mordred’s shoulder. “You need not
run. I love you, Mordie. You know that,” she blubbered.

He pulled away from her grasp and went to a third table, inching toward
the door.

Angel loved everyone when she was drunk. Beulah wasn't about to kick
her out. Her business increased profits copiously. The more Angel drank, the
more money the tavern made. Angel’s papa was rich.

Angel moved next to Mordred. The urge to kill grew in his soul, but that
would only rob him of the uniqueness of Samhain. Angel winked with purple
shaded eyelids. “You have a girlfriend, Mordred?” she slobbered.

“No!" he growled. He ducked out of her clasp and tried to leave the bench.
He merely wanted left alone.

“Would you like one?”

“NO!" he bellowed.

“Don’ be that way, shweet heart,” she giggled. “We could make a beautiful

)
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Book 2 of the King Author

PHiLir A. Mo

For this cover | focused on making a mysterious scene
where Mordred is stalking a house, but you're not totally
sure whose house it is. You have to read to find out. | did
this while also including other ideas from the book, like
Morgana's cats protecting the house as well as the dog,
Merlin.

Media:
hand drawing edited and colorized in Photoshop.

Skills used:
Illustration, cover design

Samhain Sacrifice | Page 4
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Kids Can |
Ch&nﬁe the World

Book Cover Design

A children’s book describing the process of composting
to kids.

1;4 %ice Kids Can Change the World | Page 5




Media:
Photoshop

Skills Used:
iLlustration, layout,
cover design

Problem / Solution

| created a poster using the 2021 International Compost
Awareness Week theme which was, “Grow, Eat, Compost,
Repeat.”

For the purpose of my portfolio, | reimagined this piece
to be the cover of a illustrated book helping children to
understand what composting is and why it’s important.
| did this to show my interest in doing more children’s
book illustration in the future.

Kids Can Change the World | Page 6



So You Want to be

a Game Developer?
Book Cover Design & Layout

A fun and simple instructional book about video game
development.

So You Want to be a Game Developer? | Page 7
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SO YOU WANT TO BE A GAME DEVELOFPER?

Difference between Game

Designer & Programmer
Nick Dufault | Vimlark Games

1 column with
sioe notes

Upgrading Our Player

Vimlark.itch.io

in the early days of video games there wasn't much
difference between a game programmer and a game
designer. As the industry and teams within it have
grown, the roles split into more specialized fields.
Designers are tasked with creating the experience
the player will receive when interacting with a game,
while programmers use technical knowledge to make
those experiences functional.

From a focus perspective, a designer is concerned
with relaying important game information to the
player in a natural and easy to understand way. This
will help them learn the systems and mechanics,
allowing them to use that knowledge to take agency
in their actions to experience the game as intended.

A programmer for that same game develops the
systems and mechanics from a practical standpoint.
writing the code that tells the computer/console,
when “x" happens then *y" should be the result.
Having knowledge of how a system/mechanic works

does not help unless it reacts the way the useris
taught.

A designer is focused on the flow and moment to
moment happenings of the player. If there is an ene-
my that shoots at the player, where do you place it?
How often does it fire a projectile? How much health
does it have? Those are just a sampling of questions
a designer might ask.

The programmer on the other hand takes those ques-
tons and makes it possible to easily move the enemy.
Creates a firing system that can be adjusted and trig-
gered when nesded. Builds the logic that keeps track
of the health and what happens when it's gone.

While the two are very different disciplines, both are
essential to make a video game and each require a
different approach to solve the unique challenges
that they face. Programmers tend to focus on the
“how" while designers concentrate on the “why".

Gquest

Figure 5.1 Setting Backgrounc

works in just 3 moment, but first let’s add a background
in our game so we can see the player moving. in the

Contributer
Péae

Fluffy Heroes assets folder, open Backgrounds, and drag
Background Day into the Sprites folder. Rename it to spr-
BackgroundDay. Now open Room1 and assign that sprite
to our background layer. if you have any trouble accessing
it, because we moved some tabs around, you can click

on Room (up at the top) and select ‘Reset Windows On
Current Desktop' to reset it all back to the way it was in
the beginning.

Now assign the background and move the player so
they’re in the top portion of the background (Figure 5.1).
with that all in place, we can run our game and move Pin-
ky to the left, give it a try! You'll notice Pinky only moves
when we hold down the left key, even though we have
code in our step event that tells it to move.

Constant

A constont iz data that connot be chonged once o gome i

running. it will always return the some when acceszed and
i uzeful for mony things such az setting the fired zize of on
inventory, or possible options in the menu.

Setting Up the Player’s Stat

creating enums and macros in the events o

the game.

the enums and macros to run, they run aut

Thic ien’® 2 had idas hit | arafar ¢4 hava s

SO YOU WANT TO BE A GAME DEVELOPER?

The conditional statement is checking to see if we're
pressing the key, and only when that is true, does the
code in the curly brackets run. The function keyboard_
check accepts one argument, which is the key to check
for, and if that key is being held down, it returns true
otherwise it returns false

Moving More and More

Let's explore the vk_left and keyboard input 2 little more
before adding more code. Middle click on vk_left or left
click on it and press F1 to open the manual. It opens the
section on Keyboard Input and has a long list of every key
you can check for. The special keys, like every non-letter,
non-number keys have a special Constant associated
with them that begin with vk, which stands for virtual
key. To access the letters and numbers you use a special
function called ord and pass in the letter you want in
quotes (Figure 5.2). There’s no nead to memorize all the
constants, but rather memorize that the list is here in the
manual and how to get to it quickly for future reference.
Being a programmer isn't about memorizing everything a
language can do, or all the functhons you can use in your
game engine; it’s about knowing where to find the knowl-
edge you'll need in the future

Let’s dive right in to creating our player’s state machine and see if the ideas you pon-
dered yesterday come true. The first thing we’ll need to do is create the enum for the
player’s states and the myState variable in our player object. Up till this point we've been

terrible practice. Recall that both enums and macros are global in scope and pre-com-
piled before the game even begins, allowing them be used everywhere. Well, because
of that, it’s best practice create a script and create all enums and macros in it, to both
consolidate them into one place, but also to not re-initialize them during the running of

So, create a new script and call it Gameinit,
script that will hold all the things we need to be compiled before the game begins, and it
will only ever get run once. Erase everything in the script, as we don’t need a function for

e Machine

f our player and enemy, but this is actually a

which stands for initialization. This is the

Figure 19.0 Gamelnit Script
omatically when the game begins to compile.

Cut out the macros from objPlayer and place them in this script. Then grab the enum
from obj8iter and place it here (Figure 19.0). Next, we need to create an enum for the
player to use. If you wanted to reduce the amount of code you're typing, you could re-
name EnemyState to just State, and then use that for both the enemy and player states.

narata anume far mu Ahiacte ¢ halne ma nea

DAY 5: WHAT IF WE ANIMATED PINKY?

ﬁsure 3.20r0

50, we can move left, which is a great start, but now we
need to move right. We can accomplish this in two ways,
which may look similar, but have significant differenc-

&5, The first, and most obvious way, is to add another
conditional statement (if statement) to check for the right
arrow. This will work but does lead to a small problem,
but | believe that experimentation is the best form of
learning, so let’s go ahead and do it and discover the
problem naturally.

Add another if check for the right key, this time increasing
x by 2 instead of subtracting (Figure 5.3). Run the game
and you'll see it works great! But now try pressing both
keys at once and you’ll notice you don’t move at all. Cur
if statements are cancelling each other out. This is an
opportunity for you to begin stretching your game design
legs. Nothing says this method is wrong, and it's up to you
to decide if it’s best for the game you’re making. Does it
feel right? When it’s play tested do people get confused
by it? Those are all things you'll discover as you build
games, and nobody can just give you the right answer.

Figure 3.3 Right Movement

But let’s move on to the second way of handling moving
right, which is to add an else on line 5, before the word if.
Be sure there’s a space between the two words, it should
read: else if {....) [Figure 5.4). The else if statement works
like a line, where if the first statement returns false, then
it will 20 onto the next one and check there. If it's true,
then it stops, otherwise it continues down the line unal it
either finds a statement that is true, just an else state-

<)
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ment (which we’'ll get to soon), or the end of the condi-
tional checks. With this one tiny change, run your game
again and check it out.

Pinky will now always move to the left when both keys are
held down. The order of our if checks is vital here, as the
first one to return true has its code run, and the others
getignored. Again, you need to ask yourself if this feels
right or wrong. How do you want it to play out? How will
you handle this if it's on a console? A controller doesn’t
have the ability to move the stick both left and right
simultaneously, so you may not have this specific issue at
all if that's where your game ends up. These are all things
you'll discover on your journey of game dev, but just
remember that in the end, it's up to you!

4nd now it’s ime to mention the third way of moving
right, the secret way that you probably don’t want unless
your game is a sidescroller where the play can't stop
moving. This time let’s remove everything on line 5 except
the word else and the curly bracket (Figure 5.5). Run the
game. You'll notice, aside from the background getting all
screwy, Pinky moves right unless we're holding down the
left key. That's the power of else, it gets triggered in the
line of conditional statements if everything else is false.
The else statement is extremely useful, just not so much
in this situation.

personally, | prefer having Pinky stop moving when both
keys are held, so that’s what I'm going to revert my code
back to with Ctrl+Z. You're free to use whichever method

47

2 columns

For this project, | was asked to create the layout fora 30
day instructional book. The author of the book wanted
the book’s layout to make following their game design
process easy, fun, and motivational.

To enforce the uplifting tone, | chose a color palette with
a fun yet calming teal and blue, and an energetic pop of
orange.

Media:
InDesign, Photoshop

Skills used:
cover design, complex layout

So You Want to be a Game Developer? | Page 8



Black Belt
Parentin 9

Book Cover Design

A non-fiction book using MMA as a metaphor to
empower parents to raise their children well.

jﬁa %ice \Bl‘ack Belt Parenting | Page 9



Fight for your family

One of the scarieskt things in life is ko parent your kids.

The purpose of this book isn't to comvince you to do martial
arkts or to compete in 2 mixed martial arts cage Fight But | do
want bo encourage you bo overcome and Fight For your Family.
To Fight for what's best, bo fight for yourself and your Family, to
be brave and courageous.

We are in a battle. One thing worse than being in a battle is
not realizing youe in one until its almost too late. Maybe Fm
preaching bo the choir. Buk our kids are in a battle every day. Our
Families are in a battle. We have to know what we're up against.

Aboutthe Author

My name is Sovann Pen. | have been marnied
25 years (26 in bwo weeks) to my wilfe Julie
and we have three kids I've beena counselor
For 15 years. | enjoy strenthening Families by
strengthening marriage and helping people
Inve courageoushy.

And hawe been sbudying martial arts off
and on since 1977 | started Ebraining in
mixed martial arts and brazilan jiw Ftsw in 2000 | went 1-1
in MMA competition. | love coaching B and encouraging
and empowering people to owercome whatever Fears or
obstacles they Facein life

ISBN 978-1-9%353L-52-8

A New Day Counceling !HHH#HE
SovannPen oom @Fulu:umn-{u. IH!EMI “'I]
¥
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BLACK BELT

parenting

winning the battles without
losing the war

SOVANN PEN

| was asked to design a cover for a book that uses Mixed
Martial Arts as a metaphor for parenting. The purpose of
the book is to empower parents to learn the skills, but
also know that it’s hard work that requires training and
effort.

To keep to the genre, | chose to design a cover with a
very simple but effective design, with mostly white and
black with a pop of dark blue.

The whole idea of the book is equipping yourself, so |
chose to use a close up of a parent tying on their black
belt.

Media: InDesign
Skills used: cover design
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Branding

A family run board game company.
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GAMES

ENDURING LEGACY GAMES

Marine Light Marine Bold
Marine Regular Marine Black

Marine Italic

54ac47, 8661a3, 3d62ae

db2528, fba919,

GAMIES

ENDURING LEGACY GAMES

qﬁa } raise

This is the logo and brand identity design for Enduring
Legacy Games (EL Games), a board game business my
family established because we were so eager to share
with the world the fun and exciting games we have come
up with in our home.

To establish a consistent look that communicated

our values, | chose to use a rainbow of fun, energetic
colors. | decided to use geometric shapes to represent
the structure and place them all about to show the
excitement of party game chaos. The Shapes overlap to
signify togetherness.

Media: Adobe Illustrator, InDesign
Skills used: logo design, brand identity

Endurin



N bt AR

" the discard pile.

Card Game Design

The first published game by EL Games.
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Media:

Hand drawn, Photoshop,
Adobe Illustrator,
InDesign, Fire Alpaca

Skills used:
package design,
illustration, layout

1;4 ’}t raise

The Game of Traffic is a simple family game enjoyable
by all ages. It plays like Uno, but with a twist: the rules
are always changing! For this game there are two decks
of cards, the playing cards and the rule cards. The whole
theme was, of course, traffic.

This project called for a fun, playful design as well as
quick and easy function.

The Game of Traffic | Page 14
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Narrow Gate |

NAarrow Gate
Hinis’rrg

RO LT HUMENTSITRY

Logo Design

A virtual ministry targeted toward young adults
looking for real answers.

qﬁa %ke Narrow Gate Ministry | Page 15




Adobe Illustrator

creating meaningful
concepts, vector
rendering, logo design

Narrow Gate

YOUTH MINISTRY

Narrow Gate

YOUTH MINISTRY

This logo was created for a virtual young adult ministry.
The ministry has both a podcast and 2-3 different video
series on YouTube. The name "Narrow Gate" is based

off of Matthew 7:13-14 which states, "Enter through the
narrow gate. For wide is the gate and broad is the road
that leads to destruction, and many enter through it. But
small is the gate and narrow the road that leads to life,
and only a few find it."

Narrow Gate Ministry | Page 16



Covio-19 Saft e’rtj
Posters

Illustrated Poster Design

A two poster series to remind students to follow the
Covid-19 safety protocols.

jﬁa thi&‘e _ “ e | & psters | Page 17
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The Visual Communications Program at Chemeketa
needed signage about Covid-19 safety protocols for their
classroom spaces. When creating my solution, | paid
attention to three main things:

1. Quick communication of the message

2. Upbeat and playful attitude (because Covid has been
hard)

3. Letting my own artistic style out (to demonstrate a
little of who | am as a VC student)

Media:
Hand drawings edited and colorized in Photoshop

Please sanitize before and after
touching anything. Skills used:

iLlustration, layout

qﬁa %ice Covid-19 Safety Posters | Page 18
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Web Design

' area.
A natural soap company based in Salem, OR
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(I Silwer, Creek

=5 Socap Company

Sort by: Title A-Z

Apricot
$4.99

Mobile

Locations /7
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0 (Q search

(/N Sitwver, Creek

—=5 Soap Company Home About Blog Products Locations

DX

Beauty
Children
Health Facts
Gifts

Categories

How we Make our Soap that Cleansina  Can Our Soap be Used Pats

Soap Covid-Filled World on Pets?

3 February 2021 28 January 2021 28 December 2020 Process
Dry Skin
Acne
All-Natural

: " [ B
0 [Q Search
(I Sitver, Creek |
=5 Soap Company Home About Blog Products Locations

QOur products can be found for sale in several locations. Here is a
list of all the locations we currently sell at.

Willamette Valley Pie
10AM - 6PM M-F

4676 Commercial St SE
Salem, OR 97302

Jones produce (River Road)

& B‘OS

Silver Creek Soap company makes organic soap products
in Salem, Oregon. The company wanted a website where
consumers could buy their products but also learn the
benefits of using soaps without preservatives and toxic

chemicals.

To achieve these goals, | created a layout that promoted
both buying their products as well as reading their blog.
For the look and feel, | targeted the idea of cleanliness
and comfort. | did this by choosing soft colors.

Media:
Adobe Xd

Skills used:

web design, mobile design, branding

Silver Creek Soap Co. | Page 20



The Book Bin
Website

Web Design

A website for a small family run book store.
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7he BOOK BIN ok

Your next best read just
might be somewhere
among the shelves of

our store

Search Our Online
Inventory

Events

The Book Bin | Page 21



Media:
Adobe Xd

Skills used:
web design, branding

Home (oage
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Your next best read just
might be somewhere
among the shelves of

our store

Search Our Online
Inventory
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In store browsing limited to 5 customers at a time.
Face masks are required.

Sell, Order, or Trade Locations

Books

215 SW 4th St, Corvallis

Salem: 503-361-1235 450 Court St NE, Salem
Corvallis: 541-752-0045 Oregon

Corvallis

The Corvallis Book Bin is located in downtown Corvallis and is home to a
wide selection of new and used books, as well as the very pithy book
reviewer, Tess the Cat. Her many eloquent reviews can be found on both
Facebook and Instagram.

(99w) Silvertol
Keizer

@ The Book Bin

@)

Curbside Pickup & Hours
Home Delivery
10am - 6pm
Take advantage of these Sunday - Saturday
FREE options that are
available to you.

Salem

The Salem Book Bin is located in the heart of downtown Salem. We invite
you to visit us any day of the week. We will help you find your next great
read, and if you are lucky, you will also get to spend time with our cat Rose.
In addition to books and a cat, we have:

- store events throughout the year,
- reading challenges for readers of all ages,
- several ongoing book clubs,

- and knowledgeable, friendly, staff who are always ready with book
suggestions.

You can view some of our current recommendations here on the staff picks
page.

Follow us on Facebook and Instagram for store news and updates, and
more importantly, copious pictures of Rose, being a cat.

0
77;8 BOOK BIN About Books Events Contact

Find a Book

We know from experience how theright suggestion can lead us
to a new favorite author or a book that changes how'we look at

the world. If you are looking for bo@k suggestions; or need help
tracking down a book, this is the plaee to start!

Allow us to randomly select a title
for you to concider

Book Search

The Book Bin is a fantastic local bookstore that sells both
new and used books in Salem and Corvallis Oregon.

The main purpose of this website was to give information
and to draw people to come to their in-person locations.

The Book Bin | Page 22
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