DRAWING FENCE POSTS IN PERSPECTIVE %

et

OCCASIONALLY You may WANT T DRAW OBJECTS WITH EQUAL SPACING
SucH AS FENCEPoSTS, TELEPHONE POLES, LINES IN SIDEWALKS ,0R, STRIPES DowN A HigHwAY
IN PERSPECTIVE. HERE'S HOW, A STEP AT A TIME ...

AN IS HEAE
HORIZON LINE PELNT

D) eEain wWiTh A n&mm)
LINE, A VANISHING POINT
AND YouR

s FIRST PoST.

DREM A SECOND
POST (wuergvER you
THINE 1T LOOKS RIGHT Y
BETWEEN THE RECEDING
LINES.

DRAw b LINE
FROM THE CEHTER
OF THE “x" To THE
VANISHING POINT,

CROSSES THE SELONT POST,

@

WHERE THE DIAGONAL
LINE ToucHES THE TOP
RECEDING LINE, DRAW A
THIED PosT.

.

COMTINUE THE
PATTERN UNTIL You
HAE ALL THE TS5
| t vou wWANT. BESIDES

! 7 GETTING SHERTER, YOUR
_F‘"HJ5T5 SHOULD ALSSD BE
GETTIME ELOSER TORETHER.

4

RECEDING LINES
FROM YouR TIRST PosT
TC THE VAMISHING POINT,

DRAW AN
"X" BETWEEN
THE TwWo POSTS.

HOTICE WHERE THE "CENTER LINE™

START AT THE
BOTToM ©F THE
FIRST POST AND
DRAW A DIAGOMA L
LINE THROUGH THE
CEHNTER OF THE SECOND PAST,

STOF THIS DIABOHAL LINE
AT THE ToP RECEDING LINE.

e N T S LW L

HEw, MOV E

To THE BeTroM oF
THE SECONHD PeST AND

DRAW A DIRGOHAL LINE

THROVEGH THE cENTER oF THE

THIED PoST TO FIND THE PLACE

T& DRAW THE FOURTH Po5T.

FINALLY, ERASE ALL OF
YOouR GUIDELINES AND ADD

TEXTURE AND SHADING TO YOUR
DRAMING .



DRAWING INTERIORS... ST E COYTE

g

SIMPLE COVAL OUTLINE AND
SOME LIGHT GUIDELINES ENDING
AT 4 CENTRAL VANISHING POINT.

\ START YOUR CAVERN WITH A
\

A

| FROM THE EDGE oF VOUR
SIMPLE QVAL, SKETCH A
FEW STALACTITES (HANGING

| FROM THE ROoF OF THE CAVE ),
SOME STALAGMITES (RISING
FROM THE FLoOR), AND A
COLUMN OR TwWO,
KEEPRP IT SiMPLE !

ADD A SECOND OVAL USING YoUR
GUIDELINES. BY USING OVERLAPPING
SHAPES (oPTICAL PERSPECTIVE) AND
YOUR GUIDELINES gfrusm PERSPECTIVE),
YOU CAN START SHowING DEPTH
IN YOUR DRAWING.

CRAW A FEW STALAGMITES
AND STALACTITES HANGING
DowN AND RISING UF FRoM
YOUR SECOND ovAL.

CONTINUE ADDING OVALS
ALONG WITH STALAGMITES,
STALAGTITES AND COLUMNS
UNTIL YoU HAVE 5 or &
LAYERS" IN YOUR CAVERN.

KEMEMBER To DRAW YoUR
STALAGMITES, STALACTITES
AND Cotumns SMALLER
AS YoU ADD THEM To THE
BACK OVALS.

(OPTICAL PERSPECT: VE)



CHANGING SHAPE INTO FORM

NEXT., ADD SOME SMALL, CURVED
LINES TO YOUR CAVERN FEATURES,
CHANGING "THE TWwo-DIMENSIONAL

SHAPES INTO THREE-DIMENSIONAL
FORMS,

\4

FINISH WITH TEXTURE € SHADIN

REMEMBER, *~(l —i ¢
INTER|OR_SCENES | /)| Ligmme

LIKE CAVES AND 4
TUNNELS ARE
USUALLY DARKEST |4
AT THE FAR £ND. &

START YOUR SHADING 4T THE BACK

OF YOUR CAVE WHERE |7 W/ll BE THE
DARKEST AND GRADUALLY SHADE
LIGHTER AS VOU WORK VOUR wdy
FORWARD THROUGH THE DIFFERENT
LAYERS,



PERSPECTIVE IS USED BY ARTISTS TO MAke
OBJECTS IN THEIR DRAWINES LOOK (LOSER OR
FURTHER FRoM THE VIEWER . (DEPTH)

PERSPECTIVE USES
A m‘ﬂ'é’ﬁ”;'?rf:”'““ﬁ,
LINES To SHoW DERTHE CEE'ie

¥ L T v ——— —
OPTICAL PERSPECTIVE SHOWS DEPTH BY USING

VALDE (suabing), Postrion, DETAIL, OVERLAPPING LINES AND SIZE.

DEPTH £AN ALSO
BE SHOWH BY WHERE

14 TS EXAMPLE, THE "Hm-f"m THE LEFT
AFFEAR, “Ciosgr” -n.lq.u THE ONES ON THE RiENT.
(EVEN THE' THEY'RE SMALLER). VALUE (SHADING)
HAS BEEU USED To SHow DEPTH, GEMERALLY,

CLOGER To you ARE KER THAM
JAME THINGS FAR .ln.l.ly' e s

THE BOTTOM oF THE F'AEE APPEAR
"CLoSER™ TD THE VIEWER .

= BY ADDING MORE b
BETHIL SOME OBTECTS IN T;-“.:fanﬂus, BY CHANGING THE size

THEY CAM Look CLOSER THAN oTHER OBTECTS, OF OBTECTS IN YOUR
TDRAWINGS, YOU CAN ADD DEPTH TO
YoUR woORE. REMEMBER, ADDING
TEFTH MAKES YoUR m.l.wmﬂs MORE
INTERESTING. :

B ‘%’

USMEG OVERLAPPING LINES TO SHow DEDTH 1S ONE
OF THE EASIEST WayS TO INCLUDE OPTICAL PERSPECTIVE [N YoUR DRAWINES.

.::£=-——
/M_,./\
o THIS EXAMPLE OF MOUNTAIN PEMIES, s // ,.-""H

HPOSSIBLE T TELL wWHICH PEAKS ARE -
CLOSER OR FORTHER AwAY , but add some OVERLAPPING LINES § Now ITS EASY TO TELL.




LINEAR PERSPECTIVE

WP p—— VANISHING POINTS —— = p
ARTISTS USE “LINEAR PERSPECTIVE” = RIS LITE —=
(LIKE 'OPTICAL PERSPECTIVE™) TO SHOW DEPTH

IN THEIR DRAWINGS,

LINEAR PERSPECTIVE 18 CONSTRUCTED WITH A

HORIZON LINE, VANISHING POINTS, anp NiNes
RECEDING LINES. (eo o THE

A HORIZON LINE IS AN NTS )
|MAGINARY LINE WHICH |5

LEVEL Te THE ARTIST'S

EYES. IT I8 SOMETIMES o

.-""‘1\_",_1'_‘-;' >
CALLED AN"EYE LEVEL" LINE. ;::rﬁ#w
S - <
ﬁ;‘;"ﬁ’f" RE

_ NORIZON LINE o

= " '@Wffﬁq o I
. e
S o P
OBTECTS THAT you ARE DRAWING MAY
RISE ABOVE" OR FALL BELOW THE HORIZON
LINE.

VANISHING POINTS =~

ARE IMAGINARY POINTS

¥~ USUALLY, (BUT NOT ALways )

VANISHING PoINTS ARE PLACED
©oN THE HORIZON LINE.

B SR A DRAWING MAY
- — ,:;.._ HAVE SEVERAL
AN - wm_ VANISHING POINTS,

RECEDING LINES ARE PARALLEL LINES WHICH COME
TOGETHER AT A VANISHING POINT IN YOUR DRAWING.

- I
FOR EMMPLE, || _,

THE PaARALLEL LINES oM THIS BOX...

BECOHE RECEDIMNG LINES
WHEH TRAWN IN PERSFECTIVE.



STEP

step 5,
FINISH YDOUR
DRAWING BY ADDING
SHADING AND PATTERNS
TO YOUR SKYSCRAPERS

= A TRONT PERSPECTIVE PROJECT/

S DRAVING A BRES-EYE VIEW

OF A CITY

FIRST, DRAW SEVERAL RECTANGLES AROUND A
CENTRAL VANISHING POINT. THESE RECTANGLES
" WILL BE THE TOPS oF your SKYSCRAPERS /

ALONG WITH RoADS, TREES

AND SIDEWALKS ARDUHD

THE BASES OF THE BUILDINGS,

MOTICE HOwW THE

CWINDOW LINES
RECEDE TO THE

WadisHINE PounT,

;.

ster 4

ERASE THE
RECEDING
LINES FROM |,

@

&

STEP 2.. NEXT. DRAW
RECEDING LINES
FROM EACH CORNER

o
|4

L=

WANISHING
POINT

(WITHOUT PASSING THROUGSH
THE TOP OF A BUILDING )
TO THE VANISHING POINT.

=

um.'l-:t! How REEEDIHG
'I'I-iRﬂuG-H A Euumme‘- Top.

;ﬁ

~._|

VRNISHING POINT.

\ ster 3. AFTER You @
HAVE DRAWN ALL THE

RECEDING LINES, THEN

DRAW THE “ FAR END" OF EACH
BUILDING. (BE CAREFUL NOT TO
DRAW OVER OTHER BUILDINGS)



DRAWING INTERIORS...

ML

WHEN YOU DRAW INTER|OR SCENES,A GOOD KNOWLECGGE OF BOTH OPTICAL
AND LINEAR PERSPECTIVE 15 ESSENTIAL.

|~
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~a VANISHING o
™ PO!HT -
- -
] rl
T ‘£ -
~ -
<
Pl 8
o \\
&
- \\\
*
~ e
rd LY
s .
ry h
i .
& e
4 Y
.-‘/ \\
r "

-

1. START BY PLACING YOUR VANISHING POINT 2. DRAW THE FIRST SET OF "SUPPORTS" FoR

A LITTLE ABOVE THE CENTER aF THE
FAGE. NEXT, DRAW RECEDING LINES FROM
THE CORNERS OF THE FAGE TO Your
VANISHING PeinT. (DRAW LIGHTLY)

YOUR TUNNEL. NOTICE HowW THE RECEDING

LINES ARE USED TO PIcK WHERE THE
CORNERS ARE PLACED.

-..e(ERASE) (ERnsE)™ -~

\\H ~ /

——

A TERASEY

T,

7 ~

N

3. USE_YOUR RECEDING LINES T0 ADD
THICKNESS AND DEPTH TO YOUR SET b
OF SUPPORT TIMBERS.

aft

¥ DRAW LIGHTLY”

il
4

AND ADDING
T CHANGE

* OPTICAL PERSPECTIVE/
o BUBCIE
g.ﬂm S AND WILL BE DAR

L
k alt: }‘af‘g TONNEL.

4, DRAW A SECOND (SMALLER

—  YOULL BE CHANGING THE SMOOTH LINES OF
BJELTS LIKE &L LAMPS

D SIGNS. MAKE YOUR LINES E48
ND ERASE By DEAWIN ] N s Y

THEM Ag LIAHTLY AS PESSIBLE.

RS AND OBTECTS SHOULD GET S
“Ein FURTHER BACK, .’f%‘PAC‘-E. A{SG&%‘ JEEES'A

AS THEY ARE DRAWN TOWARDS THE

SET oF
TUNNEL SUPPARTS, USING Your RECEDING

LINES FOR PLALEMENT AND DEFH.

THE TIMBERS INTO RoueH EDGES il

|i|'_'|"||"-.

YOLU DRaw THEM
HOWLD SHow LESS

||'!|'|_.

I} _|'I.||, ¥ I .'[ L. .'|'.'."_!_'r |'|'|.' iy,




qﬁ#s 0t ADD SETS OF TUNNEL
SLf

ETS, OONNECT THE FArroMs
= TH A FoucH LiNE HiCH sHow's
THE TUAASEL walL -

5. YOUR VANISHING POINT

TO LAYOUT THE MINING
— CART AND THE TRACKS
FOR THE CART.

© FINISH YOUR MINE DRAWING
WITH TEXTURES, SHADING
AND A FEW SCATTERED OBJUECTS

7O ADD [NTEREST TO THE 8CENE. -,

A )

p .-'- : .-,-;_. = - .-. 1-_

() — i\; g




DRAWING INTEKIORS...

HOUANIE A A PR SRCE S

o

"--w{ \\
IN 8 SiMPLE, ONE- P T WALLIWAY , ALL LINES TO OREATE THE “revsian ' oF 4 “TURN"
END AT ONE VANISHING POINT. f“mf TOES pE IN YOUR HALLWAY, SIMPLY MAKE ONE
THE DOORS, TILES ON THE FLOOR, EVEN THE WALL SHoRTER THAN THE OTHER.
WAL PADER BopDEeRs ALL LINE LUE Wery

THE PEANTRAL VANISHING FONT.

USING MULTIPLE VANISHING POINTS /

HALLWAYS ¥ PASSASEWAVS WITH SEVERAL TURNS ¢ BENDS MAY REGUIRE SEVERAL VAMISHING FOYNTS.

NOT ALL
PE?MISHJM&

NTS ARE &
}"ﬂiiﬁ PAPEH'!!!

- =
=t

=

wP Tl

USE THE SAME VANISHING PolnTs FoR

WALL WHEN Vvou LAYoUT THE GUIDELINES
FoR STAONES, TILES of

OBTECTS ON THOSE WALLS.




T

—

DRAWING A SIMPLE HoUSE” STEP-BY-STEP INSTRUCTIONS

FIRST, BEGIN BY DRAWING A "HORIZON™ LINE ACROSS THE TOP OF YOUR PAPER.
NEXT, PLACE VANISHING POINTS AT THE FNDS OF THE HORIZON LINE.

« THE 1% LINE OF YOUR HOUSE @) 18 THE CORNER NEAREST JO THE VIEWER. MAkE
SURE THIS LINE 15 TALL ENoUGH TO REACH THE PEAK OF THE Roor !

» DRAW RECEDING LINES @@@ & FRoM LINE (D To BoTH VANISHING POINTS.

- DRAW THE LEFT END @ OF YOUR HOUSE BETWEEN LINES @ anp
« DRAW THE RIGHT END (@) OF YOUR HOUSE BETWEEN LINES (2 anp
(BE SURE TG MAKE LINE @ cLoSER To LNE (D) THAN LINE®) )

NOW, DECIDE HOW TALL YOU WANT YOUR ROOF TO BE % PUT POINT "A" ON LINE (D).

- DRAW RECEDING LINES @ an(@® FROM POINT "A” TD BoTH VANISHING POINTS.
FIND THE VISUAL CENTER OF THE FRoONT OF THE HOUSE BY DRAWING AN “X",

» DRAW LINE ((© FRoM THE ToP oF LINE(D To THE BOTTOM OF LINE (D

- DRAW LINE @ FROM THE TOPOF LINE@ To THE BOTTOM OF LINEQD

« DRAW LINE (@ 50 IT PASSES THROUBH THE CENTER OF YOUR "X".
(LINE (D) 13 DRAWN BETWEEN UNES @ anp (3).)
PLACE POINT “B" ON LINE @), AT THE TOP OF LINE (i2)

- DRAW LINE (3) From PoINT "B TO THE LEFT VANISHING PoOINT.
« DRAW LINE ™D FROM THE TOP OF LINE @ TO THE RIGHT VANISHING FPoOINT.

PLACE POINT “C"ON LINE (3 WHERE LINE(®) CROSSES ().
« DRAW LINE (® FROM POINT “A" TO POINT"E".
« DRAW LINE @ FROM POINT “B" To THE PLACE WHERE LINE (@ (rRosses (B),
« DRAW LINE @) FROM POINT “C* TO THE PLACE WHERE LINE (® CROSSES @.
Now, JUST DARKEN THE OUTLINE, ERASE ALL THE EXTRA LINES,
AND YOU'LL BE READY TO ADD WINDOWS, A DOOR AND SIDING.

/ AL THE EXTRA
- LIMNES

A

g
g

& DarkEN
Aﬁﬁ' THE OUTLINE

el
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USING 2- PowT PERSPECTIVE TO DRA\J

"" Pt 1

h T

1. Draw a horizon line across the top
half of your paper {about 2 ¥ inches
down from the top of the paper)

4. Connect the top and bottom of your
vertical line with receding lines to each
of the Vanishing Points.

e

2, Add Vanishing Peints (VP) on the left
and right ends of the horizon line, just
inside the edge of your paper,

3. Draw a vertical line underneath the
horizon ling about 3 inches high. This
is the left edge of the box that will
become your bridge,

§. Draw two more vertical lines
between the receding lines. The
vertical line on the laft side will show
how WIDE your bridge will become.
The vertical line on the right slde will
show how LONG your bridge is.

6. Finish the box outline by connecting
the top of the left vertical line with the
Vanishing Point on the right. Connect
the vertical line on the right with the
Wanishing Point on the left.

7. Erage the receding lines from the
edge of your box to the Vanishing
Points. Mext divide the long side of
your bridge in half by drawing an “X"
across the long side.

8. Use the center of the “X" to divide
the side of your bridge in half with a
vertical line.

9. Erase the first " X" and then, use an
“X" to divide each half into halves,
Draw vertical lines through each half
as you did in step 8 These are the
guidelines for the arches.




Leave a little space
between the boltoms
of the arches.

10. Draw a line from the 1st vertical
line to the Vanishing Point on the right.
This is the guideline for the tops of the

1. Erase the guideline from the edge

of your bridge to the Vanishing Point.
Draw ARCHES inside each section of

12. Erase the reﬁa_i_ning guidalines
from the side of your bridge, leaving
anly the arches.

13. Draw lines from the

bottom of each arch to the
Vanishing Paint on the

left end of the horizon
line.

arches on your bridge. the side of your bridge.
Guidelines for the |
boards go to the |
w LT WP ¥F el WP HORIZAH LIME Ve |
- -- ‘ — |
i ) h—"“-...b__ |
e = \\ . - %‘ Guidelines for |
g T e - - the bricks on
\.w__ﬂa--_""j,-\ﬁ Ql | %" al 'El the side of the
- L il ,*'-J bridge go to
AN the right VP
w1
|

14. Draw the edge of the
ground on each side of the river.
Erase the parts of the bridge which are
coverad or hidden by the ground line.

15. Finish your drawing by adding textures
and shading to your arched bridge and

the surrounding land. LB '
= R ; B S el
(] J' .”I‘ : ia:' Ii?'agj-f!“‘ '- o %S‘ 'I.E-I:':"‘F L. 5 -'. lgi:l
;u lJ P 0 e e ol R
] JJT[ ||f| % 4 I -fl;}]I Eé‘ Eﬁé:-éﬁﬂ; %ﬂ =
i i J |-!u il - %éﬁ-il ——
Ui w1 b Ay A At T T e, ———
VTR I35 7, ) IS Sy
iy, R =S5O
g i T e
A i W
; .I-*-,i;i o Use grass and stones to show "'y
H'ﬁ; Ik the edge of the path and the
% 'm cliffs down to the river.
L g Show the edge of the
bricks with a little
WHY CROSS THE BRIDGE? ikness=aheding.
Where does your bridge lead to? On the right Add darker shading
side of your drawing draw a “destination” like a inside the top of the
castle, coltage, cave or whatever you think arches.

someone would cross the bridge to get to.




DRAWING A

m;im : |l = Tgmwmsmw: @ r"
el IMPLE FYRAMID T
¢E:?T E.-g.::‘lum:_ [ (Riziary
FMAKE SURE THAT ayL
YouR, SECTioN LINES
SLANT Towarns 4
Wfﬂmﬂﬂ FainT,

_‘-‘_\--‘_""\-\_\_‘__\_‘hf_,-:—""-

a— D0 A Top mwruga
SECTIoNE amp
{ A GUIDE LINE

.AFD AN IMTERIaR
"PEPTH® Line

NEXT, DR VERTICAL
STEP Lings

FINISH YeurR FYEAmp - - ; b, : i
WATH TEXTURE, SHAD NG,
PETAILS AnD 4 FACK SR




PRE-COLUMBIAN PYRAMID DESIGNS 2=

HERES A VARIETY OF PRE-COLUMBLAN
PYRAMID “SKETCHES ” To DEVELOP

e INTD FtMES%IED DRAWIHGS OR, JUST
T0 USE FOR IDEAS Te HELP yoU
“CREATE" YOUR OWN PYRAMIDS.

10 LEFT

PYRAMID
OF THE SUN
(TEoTIHUACAN)

TEMFLE OF
INSCRIPTIONS
{PLAENGUE)

ALPEFLE.'PECW Tﬂ?trlﬁf In
'
l:rso‘fm STARTING SKETCHES -



