


My name is Yousef Megdad. | am a Graphic
Designer and Illlustrator based in Montreal with
extensive experience using Adobe Suite and
Procreate. I'm a hardworking, curious, and fast
learner who enjoys helping and working with
others. | aspire to use my skills and knowledge
to help businesses expand and develop through
creative and fun artistic expression. Drawing rules!
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Type: Packaging designs

The Prejeel

Design three lables for a fruit juice company, each
highlighting a different flavor. The lables should
represent the brand identity of “Taste Buddies.”

Date: Semester 1 Fall 2022

The chesen brene:

Taste Buddies
Flavors: Apple, Banana and Grapes

Since my first semester, the juice box assign-
ment has been my favorite project in my
Graphic Design 1 class. It was our LIA proj-
ect assignment and | had to use all the skills
I've learned in lllustrator to the test! We had
to make three Juice box designs and only
print out one. But since | liked my designs so
much | printed all three of them. | made Yoshi
fruit-themed juice box designs with three
different colored Yoshis and juice flavors.
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This project was honestly pretty easy to make. I'd
say the most challenging part of the whole proj-
ect was printing the spread. | managed to print
out all 3 designs | made but putting them togeth-
er was very stressful and anxiety-ending. Another
challenge was drawing the Yoshis. | wanted to think
of the main 3 colors and then choose a fruit that
would contrast with Yoshi’s color so that they pop!

The process went very smoothly! After | drew one
Yoshi, | did a recolor of the two other ones quick-
ly and easily. What wasn’t easy was using the pen
tool to draw them... Back in the first 4 semesters,
| would draw with a mouse by using the pen and
brush tools. My teachers thought | was crazy and
honestly, that is reasonable hahaha. After mak-
ing the Yoshis, fruits, and the font title, | made a
pattern with the fruit as the background so that
they would appear all around the box design.
Something was missing though, so | drew a little
Mario saying “100% Organic” as a final touch!

Voeels vsae

Sketchbook, Adobe lllustrator
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TVoels vsee;

Sketchbook, Adobe lllustrator, Procreate
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wWoke, her Figer

The limifed edifion

Although this is one of my favorite projects, It is nowhere near ” ] .
. . . ¢ S LSl — —
. perfect. | want to improve this project because | used to draw = g | Croc and kat <o AN
: . . . . . S CCRY MO —— SR
Type: Brand design with a mouse, and | can see the imperfections in the illustra- T g?:k‘,o:ﬁ | ' lﬁ-c“ buddies
tions | made back in the first semester. The card designs need a Yoo Soew wht I ' rites
° complete overhaul because it is just the name of the character Hhat means . I
lﬁh@ @W@D@@ﬁ on the card and the drawing. | would also like to make the | '
Create and design a set of 6 trading cards that go cards feel like they are part of the same set despite the con- !
with a overarching theme. cept being that they are nonsensical without any connection. TS !
I o |
| Some ore | T happy Fela |
|
|
[
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For my Intro to Graphic Design course, this was my favorite
project from the first semester because It was the first time
| drew on the computer! However, | was a maniac because
| would draw with a mouse so yeah... | was pretty insane.
For the trading cards, we had to make a set of 6 cards that
had an overarching theme. | was very perplexed at the time
and couldn’t think of a theme for my cards. However, | did
have a lot of ideas but they didn’t connect. But maybe that
wasn’t a problem. | ended up choosing the theme of non-
sense!l Where everything is random and does not correlate.

And last but not least to hammer in the connection between all
cards | added a logo to represent all the cards as if they were
a set. | took some inspiration from the back of Pokemon cards.

he Noe. ;
Date: Semester 1 Fall 2022 b ot doll only 'sold
Sy a Wal ma ¢
,r1>'L L wWalmg
Bk Mlhat am
° ] i adotawle Felo,
The chesen Thenes - :
Pure nonsense. | wanted to create a more appealing card template than the one A
| made previously because it looked very bland. There was also iL'-mu- o T e
a lack of cohesion between the cards in terms of the design so | T L ]
made it so the card template looked the same throughout all 6 B =3 c g
. . . . a i chalp
cards but with different colors to match the illustrations. Further- . - "m; J‘ 3 |
. . A Ll l’_'\‘\ 5 ay |
more, | added a card rarity at the bottom with the use of stars. creci-aaal
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I wanted to improve upon my old storyboard web-
site by adding more interactivity and fixing up the over-

Type: Website all design of the website to make it more appealing.

The Preject

Create a website that showcases a storyboard. Inco-
orporate interactive elements like buttons.

-

The process was a little difficult at first. | had to relearn Ja- \
vascript since | barely used it on any of my websites. So | M
needed it for my storyboard website. Whenever you click the J
arrow, It’ll change to the next storyboard frame. | also add- ff \ ¥ &=
ed a text box underneath the drawings with the dialogue of j

Date: Semester 2 Winter 2022

The sierybeare

The toilet is clogged Feat: Wario and Luigi whoever is talking in the scene. Things started to click all

together but | felt like something was missing. So to make
it more interesting, | recorded some voice-over of me read-

“a

ing the lines while doing a Wario and Luigi impression. So ”, ¢
whenever you press the arrow to switch to another frame, &
it'll play the voice clip matching the dialogue. Another add- E‘t: T
ed touch was whenever a character was talking, the border A |
of the storyboard frame and text frame would change col- ] \/F
ors to Yellow or Green depending on who was speaking. i ’9) \
[ 3 3
! ‘1 &

For my Web 2 class, we had to make a storyboard
showcase website that was responsive. Coding
wasn’t really my strong suit back then so | struggled
a bit. It looked really bad back then so | decided to
remake the website and improve upon it. | think I @h@@& @@ﬁ ﬁl}“@
did a good job at my storyboard showcase website.

It is a lot more appealing than the original version. W@Ibgﬂﬁ@ h@m@ﬂ

Veels useek Y e |

Sketchbook, Procreate, VScode A-‘ =

The twdlet is clogred Staryhosnd .‘ﬂ +— |
Searring: Waria and Luigi e

=
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Type: Web Animations

The Preject

Create 4 web animations that tell a short story by
using 4 different coding techniques to animate.

Date: Semester 3 Fall 2023

The chesen Techinicues

1- Frame by frame
2- Spritesheet

3- JS Loop

4- ]S CSS Library

M
.

Chea et The
Lrimeiiens [Uerel

The challenge for me was making the
animations responsive on the site. They
would look fine on computer but on
mobile devices, It was a whole different
can of worms. Not to mention that ja-
vascript is very confusing for me. | had
all the ideas on how | wanted it to look
but it was only a matter of actualizing it
with the proper code to make it work.
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The process was long and difficult... Doing frame by frame
animation took time but it was honestly super fun since that
was my first time animating! That was a really nice feeling
after completing it. My solution to fix the website and un-
derstand more JS was the internet like YouTube tutorials and
some websites going into further details. They came in clutch!

Skateboarding adventure is the name of my 4
animations. | decided to remake my animations
with more color and with some improved ani-
mations by doing them all frame by frame. This
will not count as a web project but think of it
as a freebie to showcase my animation skills.
The original coding animations are still up on
my site. So if you wanna check them out, you
can scan the QR code to see the new and im-
proved animations and the old ones as well.

[Freme by Freme
Rnimeiiens ene

[Freme by Freme
Raimeiien Tte

Freme by Freme
Rnimeiien Three

Freme by Freme
Lnimeiien Fevr

Tools usees

Sketchbook, Procreate
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Cheek eul The
webstie herel
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Type: Web Game

The Preject

Create a web game and a website for it.

Date: Semester 3 Fall 2023

The Geme

Lucky the Rabbit

Teols vsees

Sketchbook, Adobe lllustrator, Phos<
toshop, VsCode

Lucky the Rabbit is a game made by me, Felipe, and Merari in our Web 3
course. You play as Lucky, collecting as many fruits as possible and delivering
them to the basket. There are trees and rotten fruit on the field, so be careful!
Avoid colliding with trees and rotten fruit that can damage you by running
into trees. There is a shining carrot that can spawn and once consumed, Lucky
gets a speed boost! The idea of the game started with me sketching out a little
bunny character in my notebook. | then tried expanding the idea and making
character game assets and showing them to my teammates. | was in charge
of making the game assets and making the publicity website. Maybe I'll go
back to it and add those missing features to the game as a future update.

My biggest challenge was creating a bunch of assets for the
deadline. | was making a lot of assets and Felipe needed
them so that he could code them in for it to work in the
game. | was pretty much the director for this game since
| knew everything about this hypothetical game | had in
mind but making it into a reality was gonna be a challenge.

The process went extremely smoothly for the most part. On
the first day of class when we were given this project, | already
had a vision for the game | wanted to make. | grabbed my
2 friends and pitched the idea with a bunch of sketches and
Lucky the Rabbit was born. We flip-flopped between names
like Bolt, Monty, or Feels but Lucky was the one we went with
in the end. Lucky’s design takes a lot of inspiration from a
familiar blue hedgehog. | learned a lot from making this
game. When there is a deadline, sometimes you might have
an idea but | won’t make it in the final product due to time
constraints and that is ok. But even with a tight deadline, the
team did an amazing job and we pretty much added all the
major gameplay features and concepts in the final version.
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Type: Video editing

The [Prejecy

Create a short made up movie scene from any
genre. Can be made in al sorts of medium: Live
action, stop motion, animation, etc.

Date: Semester 4 Winter 2024

The chesen meeivm

Animated comedy scenel

Teols vsees

Adobe lllustrator and Premiere Pro

Cheelk eul The {finel
preduel herel

From my third semester in my video editing course, |
wanted to make an animatic with voice acting. For this
project, we had to make a “movie scene of any genre
we could choose from a list. | ended up choosing com-
edy and instead of filming it with real-life footage, |
wanted to try to animate a story scene. | ended up us-
ing characters from a game called Pikmin 3 because
they just fit perfectly with the comedy scene | had in
mind. This was also the first time | did voice-over.

Portfolio Yousef 15




Ll The eretwn Animelle {iremes:

The biggest challenge for me was that | realized that an-
imating would’ve taken so long to do in so little time. So
| did an animatic instead. It is like a mix between a story-
board and animation, where the illustrations aren’t fully de-
tailed but set the ground work for the final animation as well
as some voice acting and background music for the scene.

Type: Isometric illustration

The Preject

Sketch out an isometric illustration and then create
it in Adobe llllustrator.

Date: Semester 4 Winter 2024

The chesen Theme:

video game theme/level design

The process went pretty smoothly, since | was making an animatic,
there wasn’t much animation to be made but there had to have
been some cohesion between frames to understand what is going
on. Once all the frames were drawn, | recorded my lines to bring

these characters to life. | tried to make it as comedic as possible! :\‘\..\\m A .

\ \3‘_3

[Foll vidlee seripl cielegue: §§\\\\\\N

e o o | ] F o .
P kmin 3 Jofyteald Seriet — i i vw_iu et exited e he hears dhe
A Yo g g g 0 e —— | Lowie Bkl s i =
b ¥ - REAS e — . . . .
Bt Yeuh dude- Loced me :I RERL [ _mﬁhm — — In my illustration class during my third semester, we were
Lo Whatcne 5o {\thj w -JM_ = '%F}ﬂ'jfﬁ-{f*mav;sdwt-m e | tasked to create an isometric illustration on paper and
Chailie - Yesh, :; y = ;‘” o Laud ‘:.J‘i%g.&rx.%;i_j P e | then design it in Adobe lllustrator. We did a few exercises
: = Ehd-up, den h - i o TREA — I8 = . . . .
e = — B g | and it was pretty fun! There is this game called Captain
e Alab = Dude yoo g0fta spd! IF yuom-daiom o .. . .
Choile & Uhe why 7 — i 6‘%@;% = e a3-ghost Toad Treasure Tracker on the Wii U and Nintendo Switch
—— T o SR A e gotlioy guu .
Baif 2 b god hew da “‘j‘“ yeuihtee  Bderishigied £ E that | played a long time ago, so | wanted to base one of
= S cpell ] D - s T oy . . X ) . L
dloy: Lovie .. ,;f:“ = = i e o my illustrations on it. This game is very inspirational to me
fe 7 What 77 tdude,ceally? e S . . -
halie : Wha ; — Ok e e 3 with its cute theme, incorporating game mechanics like
Al Moot e e T s RS e the hillslopes, Green stars, gold coins, and shy guy ene
S i = 175 05 ek bk e cott gl St T -
ol it oot lowd so he docan® e T T T __,iﬂ&_mﬁ 3 . y H ' .t H
M"ﬁfﬁ'ﬁ,"mkf i -_;,:--ﬁ&&ﬁ}_rn = eae 3 mies. The effort put into my Captain Toad design made
Gharli . VoG o goamg mens He cont bundtedin  ERE _gﬁ"ﬁ% i it a joy to truly feel like you are playing a video game.
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The main challenge for me was designing an isometric il-  The process went very smoothly, creating isometric perspectives in Il-
lustration that looked like an actual video game level you  lustrator is very easy and quick to understand. All that can stop me
can play. | mean the blueprints were right there because s if | just lose my ideas. Once | made the level, | added some lit-
Captain Toad is an already existing game. | didn't want  tle details such as coins, Green Stars, some enemies, some flow-
to copy a level exactly. So | wanted to try and make an  ers, and Captain Toad himselfl When all of those elements were

original level as if it would be implemented into the game!  added something felt a little off to me. So as a finishing touch,
| added a cloudy background and some pixelated Ul elements
?g @3 to hammer it in that this is truly an isometric video game levell

Sketchbook, Adobe lllustrator

INAFAA
FAY AVAVAVAVAVAVAVAVAVAVAVAVAY

N\ A

VA
VAV
A

TAVAVATAVAYAvas:
WAVAVAVAYA YAV

Y,
\ N/
NN

FAV.AVAN
‘ 7
VAT

7

TR
e
LK
VAV:

\
AN
%Y,
ANA
FAVA

A,
\/
\VAVAVAVAVAVATA)

B AVELV
AV

AARAANN B ln tRE

AARERAR Bl Px6

18 Portfolio Yousef



Type: 3 Point Perspective illustration

The Projeel

Sketch out a 3 Point Perspectve illustration then
create it in Adobe lllustrator.

Date: Semester 4 Winter 2024

The chesen Theme:

Cityscape sundown

| really enjoyed how the final product turned out! It fook some time
to lay the groundwork but | managed to create an appealing-look-
ing 3-point perspective illustration despite having a lot of trou-
ble with perspective in general. The addition of some characters
and props added some more charm and life to the illustration..

20 Portfolio Yousef

My biggest challenge while doing this project was
making sure that | was doing 3 point perspective cor-
rectly. During our classes we would do some excerise
with that perspective and it was pretty diffcult for me
each time. Something would always look off after fin-
ishing my drawing so | had to restart a couple times.

Sketchbook, Adobe lllustrator

| wanted to create a cityscape that would shine during a sundown.
At first, | planned to just draw a cityscape and call it a day but af-
ter finishing it | felt like something was missing. | asked my teacher
if | could add people to the illustration and they said yeah. So back
in my sketchbook, | go. | sketched up a girl character sitting on the
edge of the rooftop admiring the city. Even adding a small addi-
tion of character to the illustration adds a lot. | also added a speak-
er and hid a character in the window who passed out from party-
ing too much. | felt like after adding the girl character, | had to of
added something silly if you are looking closely at the illustration.

Portfolio Yousef 21



=) s INIHDTIH LLODS W

@) e ININOTIA LLODS W2

Type: Packaging design and Editorial design

The Prejeel

Design three book covers that collectively convey
the theme or identity of the same publication edi-
tion.

Date: Semester 4 Winter 2024

The cheser boelss

Scott Pilgrim graphic novels by Bryan Lee O’Malley
Book 1 -Scott Pilgrim's precious little life

Book 2 -Scott Pilgrim VS the World

Book 3 -Scott Pilgrim and the Infinite Sadness

This project had to of been one of my favorites of the
program. | had been super into the Scott Pilgrim graphic
novels and when | heard that we had to do a project where
we needed to design/redesign book covers, | just knew |
had to make new designs for those graphic novels. They
were a lot of fun to make! The illustrations came out
very nicely and the designs are super slick. | printed out
the covers as well and they look so amazing! | feel proud
of myself for this project. | only made 3 design covers for
the first 3 volumes but | think I'll make designs for the
last 3 books as well on my own time. That would be cool!

Portfolio Yousef 23




SCOTT

PILGRIM

Bryan Lew

My biggest challenge with this project had to of been the designs of the cov-
ers. The structure was simple enough for me but the actual designs was the
tricky part. The Scott Pilgrim Graphic novels has had many different book
designs throughout its 20 years, which limits me to doing a design that
they had already done in the past. Creating something that is familiar but
to the original books but something new and fresh that isn’t a direct copy.

= mems NIYOTI LLODS B3

SCOTT [IRIEEEES et
PILGRIM sommat
S 0
g o
-]
While doing my research on the books, | noticed a clear pattern between :
all of them. They would all have a close-up shot of a character’s face in . . =
all 6 volumes. So instead of doing something similar to that, | wanted to @
make cover illustrations that show off an important moment in that spe- 2
cific volume. It is something that hasn’t been done in any of the many g.
official covers out there. So | went to the drawing board and sketched §
things out! An extra detail | added was having a smaller illustration on ;
the back cover as well that also shows off a highlighted moment from i
the specific volume. You might be thinking “Aren’t you just spoiling the 2 @O “ﬂ\\&@\\
book?2” No, not necessarily. You'll look at the covers and won't get the =
full context whatsoever so once you read the volume, you can look back
at the design and get the full picture and be like “Ahhhh | get it now!” B‘g{'ﬂ_
SCOTT _ SCOTT _
PILGRIM 7] PILGRIM
eels vsee e g : :
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Type: Digital book publishing

The Preject

Create a short digital children’s book story. q‘
/4

Date: Semester 4 Winter 2024

The chosen Theme

Goofy and nonsenical comic

From my fourth semester, making this project had to of been
my favorite in the program It was our last project assignment
and | had to use all the skills I'd learned in lllustrator to the test!
We had to make a digital children’s book. However, you could
have some creative freedom and go in a different direction. So |
made a very goofy comic strip. So basically, my digital publishing
book will be a comic. It's called “2 Brain Cells Half a Thought”.
It's about two guys, (they don’t have names) who are casually
sitting at a table enjoying their day. One enjoying their drink
and the other their beef jerky. Hijinx ensues once the two drink
from the cup which makes them have the craziest thoughts ever.

Vools usees

Sketchbook, Adobe InDesign, Procreate

PDewrleee) The
Epub {ile frem my
webstie herel

The biggest challenge while making this project was myself haha. | was overly too
ambitious since we only needed like 4-5 pages for our digital book. Nahhh how
about 14 pages, not including the front and back covers. Despite the ridiculous in-
crease in pages, It was hardly a problem! The only problem was that | was doing
even more work but that didn’t matter to me because | was having to much fun.

The process went extremely smoothly! | didn't even know you could do small an-
imations in InDesign. That's so cooll However, they are a bit lackluster so | took
it upon myself to make some animations inside the panels. | would make a cou-
ple of frames and turn it into a GIF file so it looks like the characters are mov-
ing. It may seem small but it adds a lot of charm to the story | was going
for. | don't think the jokes would've landed as well if | hadnt done those GIFs.
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Type: PSA campaign advertising

The Preject

Create an advertising PSA campaign with 6 differ-
ent mediums of advertising.

Date: Semester 4 Winter 2024

The chesen epie

Depression and anxiety awareness

From my fourth semester, this project was honestly
pretty fun to make! Around that time | downloaded
Procreate and drawing has never been easier for me.
Say goodbye to drawing with the brush tool with a
dang computer mouse. That sure was painful. For this
project, we had to make 6 different promotional pieces
in line with a PSA topic we could choose for our cam-
paigns. | went with Depression and anxiety since | felt
like it’s still important to talk about in our day in age.
The six different advertising ads were an Instagram
post, a billboard, a bus stop ad, a postcard, a poster,
and a magazine ad.

28 Portfolio Yousef

The biggest challenge for me with this project was
to express the overarching message throughout
all 5 illustrations without it feeling the exact same.

The process was a little slow but | managed to create some illustrations
that convey the message whenever you feel down, there will always be
someone there by your side. When the going gets tough, you are not
alone. | created 5 different illustrations that conveyed that message but
also made them distinct by incorporating a scenario of a potential symp-
tom of depression and anxiety/scientific facts. Lastly, | needed to make
mockups of these PSA illustrations by using 6 different advertising ads.

Tools usee:

Sketchbook, AdobePhotoshop, Procreate

MENTAL HEALTY

o
' Canadian Mental Health Association

Mind Your Ming
\ &5 4aly, Vsfen, and hea| r'-q?,um

&

®Q

3.789 Likes

CMHA: When stressed out, people with anxiety dissorders,
tend to have a state of mental hyperarousal, frequently
marked by worry, which leeads to hypersleep reactivity.
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The demographic | had on my mind when making this magazine cover
was a teen demographic. Roughly around the ages of 16 to 22. Young-
sters who like to listen to funk and punk music that like to do graffiti and
wear baggy clothing. A very specific demographic but | think | nailed the

Type: Magazine cover

The Preject

Create an original magazine cover and make sure
to convey it to a specific demographic in mind.

ITILE nics

design with the character design of Mic and their fresh and punk like vibe. | o\ A bty T v Iiom,{ﬁ:gg?‘
) S ULk STAR

wanted to create an illustration with a funky and graffiti looking aesthetic.

Date: Semester 5 Fall 2024

The chesen Theme

Graffiti punk theme

| was inspired by a previous student’s design where they made a
punk/pop-up aesthetic magazine cover. Instead of using photogra-
phy images in clever ways, | drew everything on my own. | tried to
replicate a graffiti and sketchy style into my illustration piece and |
think | pulled it off pretty well. | added a little touch of paint splat-
ters around the outline of the characters, icons, and even the logo
and paint strokes to make it more authentic to the theme as if it
was sprayed on the walls of a back alley or a run-down building.

¥+

I lssue 2 4 _067‘9097

Voeels vseek

. . . . Sketchbook, Adobe InDesign, Procreate
From my fifth semester, in my Publication Design 2

course, the magazine cover was probably one of my
favorite projects to make that semester. The design of
my magazine cover is completely drawn by me and
that was super fun to do! The colors | chose are my fa-
vorite colors. This project was the start of my more con-
sistent art style. With the splashes of paint, the sketchy
imperfections, and the exaggerated character designs.

N\ *3
NN

NN 3 .
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Type: 3D Blender Animation

The Prejeel

Create an short 3D Blender animation that tells a
story.

Date: Semester 5 Fall 2024

The chesen Theme

Halloween/Spooky vibe

This Blender Project is a collaborative assignment with
first-year students. The third-year students were tasked
to create the story, make the storyboards, model the
environment, and make assets where the main scene
of the story will take place. While the first years will
model the main characters for the story. The story starts
with our main character lying in bed scrolling through
their phone. Suddenly a little ghost appears behind
them and spooks them. They get so scared they bash
their heads into the back of their head and they launch
their headphones far off from shock. The ghost floats
towards the phone, picks it up, and hands it back to
our main character. Our main character smiles, grabs
the phone, and proceeds to thank the ghost. The ghost
then looks back at the headphones and disappears.

32 Portfolio Yousef

Cheelk eul’ The
{finished) viceel

Teols vsees

Sketchbook, Adobe Premiere Pro, Blender

The first years were a little more familiar with Blender, how-
ever, us third years had never even touched 3D before. So |
took it upon myself to learn Blender in 1 whole day so that |
could model some assets for the scene/room where the story
will take place. When creating models for the room, | would
look around my room and try to replicate some of the objects
in Blender. For Example, | looked at my own Nintendo Switch,
my phone, my lamp, my light switch, and my outlet and tried
my best to replicate it in the software. Once | got the hang
of the basic tools, It was honestly smooth sailing from here. |
was able to create more than 8 unique models for the room.

| took it upon myself to animate the whole thing on my own.
It was one heck of a task | gave myself but | was determined
to do it all on my own. | was the one who made the story-
board so | knew how to place the camera and models the
way | wanted them to. A big challenge when creating the
animation was moving the pieces of the character models.

|u‘»|., o ot (3 ok i D
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The process was kind all over the place to be honest haha. We only
had 2 weeks to do this project which isn't a lot, especially since
we third years have never used Blender before. As mentioned be-
fore | learned Blender pretty much in 1 full day and it was pretty
dreadful learning a bunch of things. However, | got the hang of it
and got started on making some of the props for the animation.
But before all that Jayvee (another Third year in my team came
up with the story and | drew up the storyboard. Once that was
done we went straight to prop modeling. | had modeled, a light
switch, an outlet, a bed, a nightstand, a Nintendo Switch, a lamp,
some mushroom plants, and a Kirby plushy. They were pretty fun
to make once | got a basic understanding of the controls and tools.
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As mentioned before, | took it upon myself to animate the whole
scene on my own. | knew that if everyone in the team animated a
part of a scene and then we compiled all of our parts, they would
look all very incohesive. But if one person animated the whole thing,
it would look consistent. And since | drew up the storyboards, | knew
everything beat for a beat so | was perfect for that task. The problem
with the first-year students’ character models was that they were
not rigged. By rigging the model, it’'ll make it very easy to move the
characters the way you want. However, | did do a turn-around and
decided to move each piece of the model for the animation. | would
have to keyframe each piece of the model so that they would all move
together. The process was slow at first but once | got the gist of it, it
was smooth sailing from there. | also added lighting to the footage.
The shine of the phone screen, the light of the lamp was done by me.
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Type: Logo brand

The Preject

Create a logo for a made up company design a
brand guide towards that brand.

Date: Semester 5 Fall 2024

The chesen Theme

Indie video game company called Hidden Gems

For my Graphic Design 5 class, the company logo
brand was one of my favorites that semester.
We had to create a brand guide for our made-
up company. For this project, we had to design
a logo for a made-up company. Since | love vid-
eo games | wanted to create a logo for an indie
company. Who knows, maybe I'll reuse this logo
for a future indie company of my own someday!

@ & @
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My biggest challenge for this project was the logo
design. For many of my sketches, | would draw
more so illustrations instead of simpler designs for
the logo. | struggled with that for a bit. | wanted
to create a logo that was simple but would evoke
the main point | wanted to come across. A “Hidden
gem” is a term from gamers. Every gaming console
has a huge gaming library so there are bound to be
a few games that you might miss out on. Whenever
people play niche/not-so-well-known but beloved
games from die-hard fans, they are called hid-
den gems. Hence the name. As the player, you are
bound to have drastically different gaming libraries
on your system compared to your friends. Maybe a
friend will recommend a game you've never heard
of. You give it a try and you end up loving it. “This
game is a hidden gem.” The gem represents the
treasure and “hidden” is self-explanatory. | want-
ed the letter “i” in Hidden would be replaced
by a keyhole to represent the treasure chest.

Teols vsees

Sketchbook, Adobe lllustrator, InDesign
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My biggest challenge for this project was the logo
design. For many of my sketches, | would draw
more so illustrations instead of simpler designs
for the logo. | struggled with that for a bit. | want-
ed to create a logo that was simple but would
evoke the main point | wanted to come across.

A “Hidden gem” is a term from gamers. Every gam-
ing console has a huge gaming library so there
are bound to be a few games that you might miss
out on. Whenever people play niche/not-so-well-
known but beloved games from die-hard fans,
they are called hidden gems. Hence the name. As
the player, you are bound to have drastically differ-
ent gaming libraries on your system compared to
your friends. Maybe a friend will recommend a game
you've never heard of. You give it a try and you end
up loving it. “This game is a hidden gem.” The gem
represents the treasure and “hidden” is self-explan-
atory. | wanted the letter “i” in Hidden would be re-
placed by a keyhole to represent the treasure chest.
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Type: Branding

The Projeel

Create and design an innovative brand and
eye-catching identity for the marketing for the 2025
Micromedia Vernissage for Vanier college.

Date: Semester 6 Winter 2025

The chesen concepis

A capybara passing down the torch

At first, | wasn’t too confident in myself with this proj-
ect. But with a little push of encouragement and deter-
mination, | created something super charming in so lit-
tle time. The idea of my concept is a Capybara passing
down the torch. Very bizarre | know but hear me out.
Capybaras have sort of turned into our Macromedia
program’s mascot over the years. Like our inside joke
for the program. So | wanted to pay homage to that. We
are the last students in Micromedia, now that Multime-
dia is the new and improved version of our program.
There aren’t many students, about 20 or so in our sec-
tion. We being the last remaining capybara’s passing
down the torch to all the new capybara’s coming into
the new program in the foreseeable future. It is indeed
theirturn to continue our legacy as Multimedia students.
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My biggest challenge by far was making my concept work, to
make it feel impactful and eye-catching. | already had my con-
cept in mind. We are the last Micromdea students at Vanier
College and since there has been a program change, the name
Macromedia now goes by the name Multimedia. It was as if we
were being erased. It is pretty sad to think about. But | want-
ed to reflect on the fact that despite being the last ones, we
will pass on our legacy to all the future Multimedia students
for the foreseeable future. Moreover, to represent us Macro-
media students, | wanted to go with a capybara since it has
become our unofficial mascot over the years. So with that con-
cept in mind, all | had to do was make it work! How could |
make an idea like that appealing but also work as a design?

Teols vsees

Sketchbook, Adobe InDesign, Photoshop, Procreate

With my capybara passing down the torch idea in mind, | had to make
it work despite how silly it was! | couldn’t keep my mind off it. So |
got to work! | always do big illustrations but this time | wanted to cut
back on the illustration and focus more on the typography of how my
poster design would look like. But | love drawing so much | had to do
something with it. So | made a balance between type and illustration.
| wanted the text “VERNISSAGE” to look like flames, so | went and
looked for fonts that would fit but there wasn’t anything for me. So
| drew up all the letters in “VERNISSAGE” in the style of flames. But |
couldn't just have it say Vernissage in flames and call it a day. So | drew
up a little capybara holding up a yellow torch. By drawing the capybara
with the torch in hand, | wanted to make the text “VERNISSAGE” form
an actual flame silhouette so it looks like the fire is from the torch itself.
And with that, the final design of my concept was ready. With that final-
ized, | can create the rest of the required elements for my Badge, pin/
button, invitation card, website mockup, as well as a 3D model figure.
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\ & Create a personal project that tests your skills after
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Date: Semester 6 Winter 2025
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Character Animation
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For my project, | wanted to make an animation. | had
made a few animations before so | wanted to give it
a go again! At first, | wasn’t sure what | wanted the

HOME  ABOUT PORTFOLID  CONTACT

s YOUR R : animation to be at first. | had a whole afternoon just
' . G : pondering, scratching my head, and writing down
| am Ak ' ' ideas of what my animation could be. | didn't want

it to be long so | decided to make the animation that
loops. The idea of my animation was me switching
MORE INFORMATION §E S8 | . T & - - into some of the character designs | made through-
multimedia@vanlercollege.qc.ca VANlER 17; - ] out the semester. So | had, Lucky the Rabbit from my
ZGkonalki media RN - game project and the Skaterboy from the 4 animations
project. Those two projects were one of my favour-
ites so | had to add them somehow to my animation.

SCAN ME!
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The biggest challenge when making my animation was definitive-
ly animating the transitions between the characters. | had some
trouble making it look seamless and natural. Another challenge
was trying to figure out what | wanted my characters to do in the
animation. | didn't want them to feel static and boring. | want-
ed to bring them to life and by animating them doing a specific
action, it’ll greatly evoke their personalities. | wanted it so that
when you look at the character designs and what they are do-
ing in the animation, you can understand their personalities.

The process was pretty slow but it was going smoothly enough.
Making the animations for the 3 characters was simple enough but

making the transition between them was a little hard. So what | did - &2’ 2 ’% 5 (f
was make some smear frames to give off the look that it’s moving =3 = sz s g s, ST
very quickly. In those smear frames, | would combine two of the ==~ =iyt B 25 0

characters that would transition between each other. It would look

like they were meshed and fused partially. At first for my Lucky o “(%%
the Rabbit, | was going to make Lucky run towards the other side e =

fce

of the canvas but that would’ve been kind of lame so | changed 7‘:;5
it to him hopping towards the end of the canvas all happily. The 2
hopping animation would look more dynamic and less static if he

was just running instead. For my Skaterboy animation, at first, |

wanted to make him do a trick on his skateboard but | changed

j w h
it since | already animated that in a previous project so | wanted

7% s )
to try something new. | ended up with the idea of dancing. More Z e
e s

specifically a break dance spin. It gives off a punk and cool feel-

YousefmoO1@hotmail.com

ing. | feel like the whole punk aesthetic can be easily correlated to
skateboarding so tried to make a connection with break dancing.
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