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Thank you!

Thank you very much for purchasing this
PDF Handbook Sketch Like an Architect.
| believe it will offer you valuable and useful information,
which will help you to practice, achieve better results,

and be inspired while sketching. Enjoy!

All the best!

—— xS
———

- David Drazil -
#SketchLikeAnArchitect
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(Get 2 FREE months of a Premium Membership on Skillshare.)
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Reading Guide

This Handbook is created as an interactive PDF.
It means, that you can, for instance, click on the
chapters on the Contents page and you‘|| be
instantly directed to the corresponding page of the
book. The same app|ies for buttons on the contact

pages (p. 3 and 60) and external links to websites.

The Worksheets for practicing always have the
PRINT ME! sign with a little printer icon on the top
right corner of the page. These Worksheets are meant
to be printed out, so you can physically practice new

techniques and skills.

Happy sketching!
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How It Works

The main body of this Handbook consists of 6 Steps. Each of these
Steps is divided into 4 parts (as seen below). First, | explain you what

we are going to learn and why. Then, | show you the techniques and |

give you some crucial tips & tricks. After that, you can learn by practicing

on the provided worksheets. Finally, there is an exercise for each of the

Steps, so you can app|y and test your new|y acquired skill or tecrmique.

What & Why

What we are going to
learn and why this skill
or technique is important for

architectural sketching.

Tips & Tricks

Techniques and advice on what
to do and what to avoid. It is
more of a guideline since any

ru|e can be brol(enm ;)

Learning

Practice makes perfect, right? [tis
applicable for sketching, too. You
can use the prepared worksheets

to he|p you start.

Applying

Time for a final exercise, where
you can app|y the techniques
we have practiced. This is the
part you should up|oad to your
project gallery :)



Step Ol

Lines & 2D Objects P A Ay Ay

3 you look at most architectural sketches, they are made of a number

of different lines. Some of them are wavy,jagged, zig-zag, and some W
are straight. They are used not only for contours, but also for guide-

lines, constructional lines, shading, hatching and texturing - pretty /\‘/\N\/\/\/\/\/WW\/\/\/\/\/\
much almost everything in a drawing! /%W

As the first step, we're going to learn to draw different types of lines. e

We start with re|a><ing our hand, getting familiar with the right posture

and correct movement of our arm, and drawing various types of lines. Different types of lines

| I
O

I

Basic 2D objects



Line Types

Wavy

Staggered

Zig-Zag

Jagged

Dotted
Dotdash

Solid
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Wavy WV

Your turn!

Staggered - b“——ggi— 1 EEELE;;“Efi-

Your turn!

Zig-Zag AN N NAANANANANANANA AL

Your turn!
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Jagged

Your turn!

Dotted

Your turn!

Dotdash

Your turn!

Solid

Your turn!
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Drawing Straight Lines

For the construction of 2D objects
and perspective views later on,
we will need to practice sketching

straight lines.

The best technique for practicing
straight lines is to connect two points

with the shortest possible line.

Basically, we are going to need

3 types of straight lines according to
their direction - horizontal, vertical,
and diagonal. All of them will be
very useful in the later stages of our

architectural sketching.

Practice drawing straight lines with

Worksheet Ol.c on the next page.

" (
T — e ———————— e ———————————————— ey

—

— e

— ——
e




.............

.............

WORKSHEET Ol | S T =




Drawing 2D Objects

further on in the process are squa-
res, rectang|es, triang|es, and circ|es/

semicircles.

When drawing 2D objects, it is

Once you become confident about 2
drawing lines, you can move on to r—-‘ T 1
drawing some basic 2D objects.
Typically, what we are going to need

T
important to draw each side of an Tﬂ—ﬂ
object with a single stroke, as shown
in the explanation below. It is not
recommended to overdraw a line
with more strokes as it on|y gets a

bit messy ;) Try to draw only one line

even if it's not perfect. Just practice N

more of them, they‘” get better.

Another great tip is to always con-

nect two lines of an object without

|eaving agapin between, even quite « :
the opposite - create intersections .~ .

in corners. It will add a bit more Basic 2D Objects

technical look to your sketches.

The process of sketching 2D objects

_13_
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Exercise

Your Exercise for practicing Lines

& 2D Objects is to sketch a simple
cityscape of your favourite city.

If you cannot think of any city, feel
free to get inspired by your own
photos, search on Goog|e, Pinterest,

or any other p|at1corm of your choice.

The point of this Exercise is not to
get too complex, but still practice
different types of lines, long straight
lines, various 2D objects, and also to

get familiar with the use of |ineweight.

Don't worry too much about mal(ing
it look perlcect, the focus should be on

becoming more confident about the

mentioned techniques when drawing
lines and 2D objects. Good luck!
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Step Ol

Wrap up

Let's sum this up! On this page you can find the most important
tips & tricks for sketching Lines & 2D Objects. This advice should
serve as guidehnes, but feel free to use what suits you the best and

leave the rest out with no worries.

¢ Mind your posture and : Draw with whole your arm, ¢ Always draw with a light
maintain a good overview ¢ :  startingthe movement ¢ ¢ hand; pull your pencil/pen
of your canvas. from your shoulder. rather than push it.

Use of different lineweights ¢ Long lines are achieved by 2D Objects - draw each line
serves well for defining I drawing with your whole arm ¢ with a single separate stroke.
depth planes, better clarity, and supporting your hand by :

and creating emphasig and s|io|ing on your little finger.

contrast in a drawing.

_'Ié_

Do not erase the incorrect lines

- learn from them instead.

2D Objects - create
¢ intersections in corners,
avoid leaving gaps.



Step 02 [D f

T-point perspective

Basic Perspective Rules A

The way we see the world is driven by rules of perspective - both
linear and atmospheric. In this chapter we'll take a look at one point
and two point linear perspective as it will |ay the foundation for our 2-point perspective

architectural sketches.

The important thing about perspective is to realize that it is applied
everywhere, literally everywhere. Everything we draw, from an apple to
a spaceship, needs to follow the rules of perspective in order to look
realistic. The perspective works like an invisible grid helping to place
objects in our spatial composition. It is a way how to describe 3-di-

mensional space on a 2D plane.

There is no reason to be scared of perspective drawing, it doesn't al-

ways require a ruler or math knowledge to handle it. By following just

a couple of simple rules, you'll be able to express your spatial ideas

through Sketching in perspective. Let's dive into it! 3-point perspective

Multi-point perspective

-17 -



Concepts of Perspective

Let's have a look at the diagramma*
tic sketch on the right hand side of
this page. Simple sketch of 1-point
linear perspective illustrates its main
components, which we will further
refer to. See the description in a
tip*box to Fu”y understand the key

elements of every perspective.

T

The key components of
any perspective drawing
are Picture Plane, Horizon Picture Plane
Line, \/anishing Point, and

Ground Line.

setetetetttttttttttttttnnnnnnccccccaas . N\ishing Point
Picture Plane is an imagina~

ry transparent plane the 3D -~ | Horizon Line
space is projected onto. L}v 2 Eye Level
Horizon Line is an imaginary
horizontal line at eye level.
Ground Line

Vanishing Point is a point on

the horizon line, where para||e|

lines appear as converging,

Ground Line is parallel to the
picture p|ane and the ground.

_'|8_



More on Perspective

On the illustrations on this page you
can exp|ore the rules of perspective
through a comparison of a Top View
and Perspective View of the same
scene. Notice the position of the ob-
server in the Top Views and how it is

translated into the Perspective Views.

These parallel lines in the Top View converge at the The parallel lines of this direction converge at the The parallel lines of this direction converge at the
same Vanishing Point (VP) in 1-Point Perspective. Vanishing Point 1 (VP1) in 2-Point Perspective. Vanishing Point 2 (VP2) in 2-Point Perspective.
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View in Perspective

Time for a quick demonstration!
Take a box or any boxy-shaped
object close to you and place it on
a table in front of you. Because
the box is now positioned under
your Horizon Line, you are able

to see its top surface. If you raise
the object above your head (above
your horizon), you will be able to
see its bottom surface. We||, this

is not rocket science, | know, but it
dramatica”y he|ps to understand
the importance of the position of a
Horizon Line in relation to displayed
objects in perspective. See the
different positions of the Horizon Line

on the right hand side of this page.

Find Worksheets 02.a and 02.b on
the next two pages which will guide
you while practicing free-hand

perspective sketching.

X Horizon is cutting through the Objects.

We shouldn't be able to see the top surfaces!

v/ The Horizon is above the Objects.
We can see the top surfaces.

+/ The Horizon is cutting through the Objects.

We can't see either top or bottom surfaces.

«/ The Horizon is aligned with the Ground Line.

We can't see either top or bottom surfaces.

+/ The Horizon is below the Objects.

We can see the bottom Sur\taces.



* PRINT/ME!







Exercise

L R T| p :
y I :

\J“;
Il ¢ Start with small and quick :
thumbnail sketches to

test different ideas of a

Your Exercise for practicing

o I i )
Perspective is to create a free-hand lfi}unmummvlmwmmnmmmiﬂé ‘ »

(1-point or 2-point) perspective A
Ny
g |

sketch displaying at least three sketched composition.

KA

vo|umes O‘F your choice.

1 ﬂmn”"mm{”"‘g!‘l“ N / Follow any composition ru-
First | recommend to start with pla- — ‘lM|fl!‘!‘!W")Yq)V =N .qu}\}\\\‘\\ ¢ les of your choice (the gol- :
cing imaginary boxes on your canvas P : | § \\\E\\‘\\k\\ “ | den rule, rule of thirds, etc) :
and finding a nice composition and —— i —— /i ¢ to guide you when placing

balance. The next step is to add more volumes in perspective.

details to the boxes by playing with
subtraction, addition, or intersection A|Ways begin by drawing
of volurnes. imaginary boxes first,
. o Detailing and hatching
The focus of this exercise is on full later
understanding of perspective rules, : comes ’ :
composition, and your spatia| imagi_ 1-Point Perspective sketch evoking modular architecture e eeesccccscsccescesssssscssssses N

nation during sketching.

The focus is not on scale or realism,
so you are free to experiment. Give
it a couple of tries to find the right
balance in your image. Again, you
are encouraged to get inspired by a
movie, a poster, or whatever you find

relevant. Have fun!

Thumbnail sketch suggesting a composition Pencil sketch - testing proportions and detailing the volumes Clean pen sketch of an abstract volumetric composition (tracing paper)

_23_



Step 02

Wrap up

Here's a wrap up of the main tips and tricks for sketching
perspectives. This advice should serve as guidelines, but feel free to

use what suits you the best and leave the rest out with no worries.

¢ Start with a thumbnail : Always draw imaginary : Make use of design prin-
sketch to test yourideas ¢ ¢ boxes firstand thenthe : ¢ ciples such as repetition, :
and compositions. objects inside these boxes. balance, and contrast.

¢ Create dynamics inyour  : . Follow composition rules Play with volumes by
sketch by sketching |ong such as the go|den rule, rule * subtracting, adding or
diagonal lines. : of thirds or others. intersecting them.

- 24 -



Step O3

Shadows, Textures & Materiality

Now that we are confident about lines, 2D objects and perspective

Sketcl’\ing, we are ready to move on. To improve our sketches, we need

to add more details, specifically by working with light and shadows
and by expressing materiality through different textures.

y e & 4 & Shade and Shadow
In this chapter, we will start with deﬁning shade and shadow and
sketching different lighting conditions in perspective to add more
plasticity and depth to our drawings.

Subsequently, you will learn how to visually represent materials in

your sketch, such as brick, stone, concrete, timber, or g|ass.

To create suggestive textures, we'll take inspiration from real-life

references, simp|ify them to textures, and sketch them through

various rendering techniques. Let's get started!

Rendering Techniques

_25_



Shade and Shadow

In order to create a convincing
perspective sketch with volumetric
qualities, we should add correct

shadows to our spatial composition.

First, we define the |ight source (sun,

bulb etc‘). In architectural sketches we
choose the position of the light sour-
ce with a certain intention to enhance

the spatial qualities of our sketch.

The brightness of the surfaces of
our object are effected by the light
source - exposed surfaces are brigh-

ter, sheltered surfaces are darker.

Furthermore, there are two kinds of

ShadOWS ~- cast shadow (shadow)

and form shadow (shade).

A shadow is the silhouette cast by
an object that blocks a source of
light. A shade is the less defined
dark side of an object not facing the

|ight source.

Use Worksheet O3.a on the next
page to practice Shade and Shadow!

THE IMPORTANT RULE for our
drawing is that a Shadow is always

darker than a Shade.

In this explanatory sketch,
the sun produces a cone
of light. In other exam-
ples using sunlight, sun

rays might be considered

/ parallel because of the
A (O S Sun(Light Source) great distance of the sun
, \ : (Worksheet 03.a).

..................................

VP R . Horizon Line VP2

Plan Position of Sun

'\\ Parallel lines
converging at the

same Vanishing Point.

Shade Shadow \

(Form Shadow)  (Cast Shadow)

_26_



WORKSHEET O3.a

This Worksheet is for practicing
correct shading technique by adding
a shade and a shadow to the com-

position.

To do so, follow the chosen Real
Direction of Sunlight (the diagonal
line with the sign of Sun, defined
through the corner of one of the ob-
jects) and its Direction in Plan (the

horizontal arrow with a letter “p").

In this case, consider the sun rays
parallel - the Real Direction of Sun-
|ight will have the same orientation

in the whole composition.

If in doubt, check the first page of
this chapter (p. 24) to see the correct
shading solution for this Worksheet.

-27 -




Rendering Techniques

Mastering rendering techniques

is massively important to ensure

a high quality sketch. The effect

of these techniques depends ona
rendering medium and on a chosen

paper and its texture.

In the examples on the right hand side
of this page, you can see the differen-
ces between a pen with O tip and a

pencil with graphite hardness 2B.

The pen lines are sharper in compa-
rison to the penci|. However, the pen
is not capable of drawing dynamic
strokes, so there are almost no
differences in the thickness of lines

or tone values.

The pencil, on the other hand,

is a softer medium than a pen
and artists can vary the strokes
depending on the level of pressure
applied. Because of that, in my
opinion, it takes more effort and
experience to tru|y master penci|

drawing techniques.

By practicing, you should understand
the differences in the use of rendering
mediums and papers together with
appropriate techniques to achieve the

desired impact in a sketch.

Pen with O.1 tip

Hatching (Separate Lines)

Cross Hatching
(Separate Lines)

Pattern

XX KL '.&,‘,'4,' COL
S UGS 0,
8 “ e ‘\‘\.\\? ‘b\.&;:g;‘\‘t\oa“',"

W '\ :‘\ DR
\ )
XS AR NEDEN
AR
SRS
'4‘\':':‘?0‘\“\0‘;‘:‘:‘ 204
RS ‘ﬁ R .,
\ ‘ & KX ‘/"/o %)
2000%
SRS
IRAAAEORUIKY
ORI
A RBRXNN
AR AR M

v 2

Cross Hatching

(Continuous Lines)

Pointilism
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Pencil 2B

Hatching (Separate Lines)

Cross Hatching Cross Hatching
(Separate Lines) (Continuous Lines)

Pattern Pointilism



Textures & Materiality

Now we are going to use the rende-
ring techniques mentioned before to
create suggestive textures expressing

materiality in our objects.

In these examp|es you can see the
most common materials which we

depict in architectural sketches.

Some of the textures, e.g. stone or
timber, might be used for different
elements in a space, such as walls,
Hoors/roads, beams etc. That being
said, we should a|ways try to adjust
these textures so they fit their con-
text - by means of correct perspec-

tive and the level of detail.

STONE

BRICK & CONCRETE TIMBER

GLASS

Stone wall

Wooden planks (facade)

I

Brick texture (detailed)

Wood section (beam)

Wood texture (floor)

Vi

/

Y ya

//

Ve
7,

7
S

Window reflections

-29 -

Concrete texture

Stone road
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Hatching (Separate Lines)

Cross Hatching
(Separate Lines)

Pattern

Your turn!

Cross Hatching
(Separate Lines)

Pattern

Hatching (Continuous Lines)

XX SIS KK X
s
RNl
N AN
LN SRS
0 0 015300
AL
QRS
'4,’ ‘0,"#",/'
ORI EAX
Ve,

%
O

Cross Hatching

(Continuous Lines)

Pointilism

Your turn!

Cross Hatching

(Continuous Lines)

Pointilism

Wood section

Brick texture

s

Brick wall

Brick wall



Exercise

This time the exercise will be even
more fun to do. For practicing various
texturing techniques and suggesting
materiality in your sketch, | prepared
a perspective composition without
any textures. Your task is to finish

the sketch by adding all the details.

A|thoug|'1 the main focus here is on
app|ying textures, feel free to add

more details in perspective such

as windows or railings. You can also T

[ .
z:‘
i

7

A

=

add more volumes or p|ay with the

2

'ii ‘
[}l!" Jaipjy

&

22
N

composition as you like. Again, feel

DN
7222
2z
N

free to experiment!

(72
77

Z

Make use of different lineweights,
put city silhouettes on the horizon,
draw jagged lines to suggest foliage,
or get creative with the sky. Try to
add different kinds of details to

spice up this basic composition.

Use Worksheet O3.c on the next
page or draw your own perspective
composition. Make use of all the
experience you have and you've
gained so far to finish the image.
Happy sketching!

_3'|_






Step O3

Wrap up

| believe that by now you've learned how massively the texturing & sha-
cling affect the final result. It might be a bit tedious sometimes but it's

definitely worth it! Here again is a summary of the most important tips.

: Shading - shadow is always ¢ Textures work as a graphic : Make use of selective
darker than shade. . simp|i1cication suggesting . texturing - highhght on|y
real-life materials. o some areas.

¢ Define the Real Direction of ¢ :Learn the differences between : Observe your surroundings
: Light, coming always through ¢ using a pen and a pencil for ol to get a correct understan-

a corner of an object. shading and texturing. ding of light and shadows.

_33_



Step 04

Populating Your Sketch

At this stage, we move forward to Sketching human Figures as itis an
essential skill in order to better understand a sketched space. There
are several reasons why integrating human figures in architectural

sketches is important.

Generally speaking, architecture is about creating spaces for people.
From this point of view, it makes sense to add people into spaces
which are meant for them. By doing so, we depict more lively envi-
ronments and we create greater opportunities to express our idea,

because peop|e are the |<ey element of Storyte”ing.

Finally, and most importantly, human figures add a sense of scale
to our sketches. Therefore, we should always refer to a human figure

when defining the scale of sketched spaces and surroundings.

In this chapter, we will learn a quick way how to sketch human
figures based on the right proportions, how to incorporate them into
perspective sketches, and how to work with them to build a sketched

composition in the right scale.

Quickly Sketched Human Figures

_34_



Human Figures

When quickly sketching human
figures, we use loose curves and
more dynamic strokes. The impor-
tant aspect of such drawing is the
proportions. By keeping the right
proportions, we make sure that our
sketch evokes human figures, or even
better - looks realistic. To support this,
it is also recommended to draw the
ground the figure is standing on, or
the ﬁgure‘s cast shadow, so it doesn't

seem like people are flying in the air.

We usually draw all figures with

more or less the same relative height
(as seen in the examples on this
page). Another case is sketching sit-
ting people or children - their height
must be adjusted accordingly.

As a|ways, the level of detail
matters - sometimes just a curve
or silhouette contour will do fine,
sometimes you add more clothing

details, a suitcase in hand etc.

It is a good idea to draw groups of
people instead of a number of indi-
viduals - suggesting an interaction
between them which builds a foun-

dation for storytelling in our image.

_35_
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Exercise

Your Exercise for practicing po-
pulating your sketch is to sketch a
composition of human figures in an
eye-level perspective.

For start, you can suggest a simple

spatial setting in an eye-level per-

spective to put your figures into. In

the examp|e on the right hand side,
| chose to sketch a space evoking a
public plaza, so a number of diffe-

rently distributed people would feel
natural in there.

When you're done outlining the spa-
tial setting, add 10 to 15 figures in
various depth |ayers to your sketch.
The rule number one for populating
your eye-level perspective sketch is
to keep every figure’s head on the
horizon. We assume that all of them
would be the same height (except
for children or sitting people).

Also keep in mind the composition
of an image. Note, for example,
how the main building is graphically
balanced with the closest figure in
the foreground.

Happy sketching!

|
7 - - I j
T
o o - H i) [! ] | ..____!»-— ] 1 '%
. e ] 'l L '__4'_,!_} ‘ z ]
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Step 04

Wrap up

As usual, here's a wrap up of the main tips and tricks, this time for sket-
ching human Figures. This advice should serve as guide|ines, but feel free

to use what suits you the best and leave the rest out with no worries.

Use loose curves and more : Keep the right proportions Use human figures to

dynamic strokes to quickly . between head, body, and |egs : determine scale and depth
to achieve a realistic look.

sketch human figures. in your image.

] ) P _ . ¢ Draw the ground a figure is
To Suggest Interaction, draw B : Inan eye level perspective, . " d' . h

. : . . . standing on, or a cast sha~
. groups of peop|e instead of a ¢ : draw all the standmg peop|es : &

dow, so it doesn't look like

number of individuals. heads on the horizon line.

people are flying in the air. :

_38_



Step O5

Adding Vegetation

As a final step before putting everything together, we'll take a look at

vegetation as an element in architectural sketching.

Natural elements can play an important roles in any visuals. Through
combining (very often) boxy architecture with more organic shapes of
vegetation, we can achieve a very appealing image. Moreover, vegeta-
tion might serve well for defining a setting for our image, for Framing

the spectator’s view, and unveiling the real focal point of an image.

That being said, vegetation is a very powerful and universal element to
use in sketches. In this chapter we'll focus on drawing trees, bushes, and

grass in different scales and from different ang|es. Let's dive into it!

Variations on sketched trees and bushes

_39_



Vegetation

As you can see from the examples
on this page, drawing vegetation
does not require anything new from
us. We still use lines and 2D objects,

just in a slightly different manner.

Since we graphically suggest
something natural and organic, it
should be also reflected in the sty|e
of our lines and 2D objects. To be
specific, it means that we use jagged
lines, irregu|ar shapes, uneven dis-
tribution of elements, and genera”y

a more free-hand style of Sketching.

Take time to study examp|es on
the next two pages and notice how
the sketching techniques from
previous chapters were applied to
the sketched vegetation - various
line types, hatching & shading

tecl’miques, use of |ineweight, etc.

/
Ul AN

Examples of sketched grass

Examples of sketched bushes

Various styles of trees from a top view
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Examples of simply sketched trees derived from basic 2D shapes.

Examples of trees with higher level of detail.

-4] -

On this page you can see a number
of examples of trees which differ in

their scale and level of detail.

As a rule of thumb, I'd recommend
drawing the trunk of a grown
tree at least the same height as

a human figure.

In case of more detailed trees, it is
a good idea to add grass or bushes
in the area where a trunk meets the

ground It makes a tree We||—p|acec|.

Note how the scale, defined
|oy a human Figure, influen-
ces the level of detail applied
to the sketched trees.
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Starting simple

Your turn!

Adding details

Your turn!
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WORKSHEET O5b

More details

Your turn!

Top view

Your turn! . . .
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Exercise

This time it is a quick and fun
exercise for practicing vegetation.
Your task is to sketch a simple scene
with different types of vegetation,
including at least 2-3 trees, some
bushes, and grass.

You should start by defining the
scale with a human Figure and then
drawing a basic composition of
trees. In the examp|es on the right
hand side, there is a|ways one small
and one big tree, but you are free to

choose your own composition.

Subsequent|y, you comp|ement the
sketch with smaller elements, such
as small pots with flowers, bushes,
and grass.

As a final touch, | recommend to
anchor the composition by defining
a setting ~ in this case, a simp|e brick
wall in the background will do fine.

Don't forget to use your know|edge
from previous chapters and thus
make use of lineweight to add em-
phasis and contrast to your sketch,
or use shading techniques to suggest
volume of vegetation.

Good luck!

—T
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Step O5

Wrap up

Here's a wrap up of the main tips and tricks for sketching vegetation.
This advice should serve as guide|ines, but feel free to use what suits

you the best and leave the rest out with no worries.

#01 ....................... ; #02 ....................... § #03 ....................... §

¢ For vegetation, we use jag- : . . . BSY i i

. ,g . 1°8 ¢ Level of the detall apphed . Slmp|ncy the trees, which are

ged lines, |rregu|ar shapes, : ion d d . in the distance, and apply
. to vegetation depends on its _

and genera”y a free-hand : . . more details to the trees
: scale (distance from a viewer).

style of sketching. in the foreground.

: : ¢ In case of more detailed : : \/egetatlon serves well for
. Drawthe trunk of a grown : . . . .
trees, add grass or bushes ¢ : defining a setting, framing
tree at least the same X . . . .-
n the area Where the trun|< N . aview, or unve|||ng the Foca|

height as a human figure. :
g u lgur meets the ground. I point of an image.
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Step 06

Awesome Perspective Sketch

In this last chapter, we'll have a look at ways to combine all of the
previous elements into an awesome perspective sketch. The focus
will be on integrating them in a way so we achieve the desired impact

- specific mood, atmosphere, or story in a sketch.

With this final exercise, the goa| is to learn how to translate this im-
pact into a sketch by working with composition, scale, depth planes,

and focal points.

One of the important aspects and variables is also whether we draw

from our imagination or by observing an existing reference. Here you'll

have a chance to study different examples of finished sketches, descri-

bing key techniques and explaining the workflow behind an image.

On the next pages, you can follow the tips on each sketch to get some

insight into the chosen techniques and approaches. Happy sketching!

-
dl lml‘l\m v
#
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Exercise

Your final task is to create at least

one free-hand perspective sketch

and use all the skills and knowledge
you'‘ve obtained so far. The type of
perspective is up to you, as well as
the source of your inspiration - you
can draw either from observation or
from your imagination.

A good idea is to choose your favou-
rite building or a building from your
favourite architect, if you have one. It
actua”y doesn't need to be a whole
building, but it can be a small part of
it or just an interesting detail.

Once you decide on the subject, | re-
commend creating a clear vision of
what the final image should look like.
It might help to answer questions
like -~ What do | want to show in this
picture? What is the most important
thing about this building? Where do

I want the viewers to look first?
What story should the image tell?

Give it some thought, but most
importantly, do it! Allow yourself

to experiment, sketch several ideas
and find out what suits you the
best. Your unique human touch to a
sketch is very often the most pre-
cious added value. Feel free to refer
back to previous chapters and prac-
tice a specific technique if needed.
Happy sketching!

"
il
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One of the possible workflows might go like this:

testing ideas on small thumbnail sketches
choosing a good composition

estab|ishing the right scale with a human Figure
drawing a focal area (imaginary boxes first)
adding surroundings, more people, vegetation

adding more details, hatches, shading, and colour

i
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—
/
/
Multi-point Perspective /
/
Basedon a photo reference - B 7 /
Tree House Hotel by Bengo Studio — " J— O s P ol verannnnnnnns
— - P TIP 7 :
. . . . . o . S/ :
In this image, there is an Interesting p|ay between the two comp|ementmg \.@/ : F / d I k .
. . . . ocus your detailing work ¢
major elements - stacked architectural structure and natural surroundmgs. . /jj 4 h gh h .
: only on the areas whic :

The central part of the image is most detailed and therefore it draws the

most attention. The focus is on the hotel itself, its role within the nature, matter to the i Image.

and the contact with the closest vegetation.
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1-Point Perspective
Inspired by the work of Ruzaimi Mat Rani

This perspective sketch served as a well-rounded exercise depicting a
suburban or rural atmosphere. It offered rich possibilities for practicing
texturing, shading, and sketching vegetation. However, the hardest task was
to keep the right scale according to the human figure in the foreground.

¢ Take your time to produce :
: high quality textures and
shading in a sketch.




2-Point Perspective (Vertical)
Imagination

This image offers an unusual look

at 2-Point Perspective. The first
Vanishing Point is on the low Horizon
Line, but the second \/anishing Point
is positioned high above the Horizon,
where all the verticals converge. This
arrangement allows for a strong expre=
ssion of verticality and supports the
geometry of the high-rise building.

Think of how you can com- :
plement a building's geome- :

try in your composition.

_So_
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2-Point Perspective

Imagination

This image was a really good exercise for perspective and composition. To add a sense of
depth, | was Working with the 3 depth p|anes - foreground, middle ground, and background.
At the end | emphasized the focal point with a colour accent. This time | also tried a bit more
creative approach to the sky which supports the flow of the building and the landscape.

_5'|_

Get creative with graphic
ideas for the sky!



2-Point Perspective
Imagination

Lone|y, quiet, calm - | had these three values in mind when creating this image.
Instead of a busy city context, a simple summer house is placed in a very
natural environment, oﬁcering peace of mind. All the natural elements are very
important to the desired atmosphere, including the water with reflections. As a

final touch, | used a colour marker to enhance the shading of the image.

_52_

Try ao|o|ing some water ele- *

: ments to your composition! :



Multi-Point Perspective
Based on a photo reference
Copenhagen in Detail

Since | like to walk through the streets
of old cities and observe |oui|o|ings,

| took some photos in Copenhagen as
references for sketching. This sketch
depicts the lower half of an oriel of a
5-storey building in @sterbro.

As the scale of the sketch is big, it
requires a high level of detail. That

is a very challenging change from
regu|ar exterior sketches. Nonethe|ess,
| encourage you to pay attention to
such small details - on the bui|o|ings,
on the streets, or in a public space

in general. Very often you need to
thoroughly understand the principle
behind a detail and its tectonic
qualities in order to sketch it properly.

This was a great exercise in
observation skills and detai|ing work,
inc|uding window reflections and

shading techniques.

Pay attention to small details :

and practice observation.

.
..................................
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1-Point Perspective

Based e phOto reference TI p ------------------------ ;

The idea behind this image was to showcase a linear exhibition pavi|ion in natu- Think creative|y about fra- *

re. The geometry of the pavilion here allows for strong diagonals which creates

ming your image!
dynamics and depth in the sketch. To enhance the natural context, the fore-

ground is outlined by a tree and bushes, framing the whole image.
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2-Point Perspective
Inspired by
the work of Jahangir Ghavami

Colour accent! This is a very strong
feature, which can capture a lot of
attention. The colour palette here
consists of ana|ogous (neighbouring)
colours, emphasizing the sky, the soil

in the foreground, and parts of the
bui|o|ing. However, | find the vegetation
here the most interesting part of the
sketch, because it frames the image in
a very organic way all around. On top
of that, various textures, the use of wa-
ter elements and different lineweights
make this quick sketch very appealing,

Use colour accents to
: :
: emphasize certain areas or :

shapes in your sketch.
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Step 06

Wrap up

You know the drill by now. Here are the final tips & tricks for achieving
awesome perspective sketches. Take them easy, customize them, or

corme up with your own guidelines.

Focus your detailing work Take your time to produce Think of how you can com-
© onlyonthe areas which ¢ ¢ high quality textures and : plement a building's geome-
matter to the image. shading in a sketch. try in your composition.

STy adding some water ele- Pay attention to small details Think creatively about fra-
¢ ments to your composition! ¢ and practice observation. ming your image!
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Get creative with graphic
ideas for the sky!

Use colour accents to
emphasize certain areas or

shapes in your sketch.



Final Thoughts

Big congratulations for making it so far! | really hope you enjoyed the
journey, learned new things about sketching, and put some of the tips

and techniques to good use. However, this is not the end.

If there is one thing I'd like you to take with you, it would be this:
Remember that imperfections are what make free-hand sketching

so unique. The human touch plays a key role in architectural sketching
and everyone can find his or her own style, so there is no right or wrong

approach. Be open, experiment a lot, stay humble, and keep practicingl
I'll be happy if you found some bits and pieces from this Handbook
useful, and | would definitely appreciate your feedback, so feel free to

leave your comments and advice for improvements. Thanks!

Happy sketching!
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Resources to Explore
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Dan Hogman's Youtube Channel, URL:<https://www.youtube.com/danhogman>,
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Thank you for reading!

Click on the icons

@30 O

to getin touch, leave a comment, or just say hi!
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- David Drazil -
#SketchLikeAnArchitect
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