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[ake a close look at what you are c/rawiwg to see the detail

[s it shing or dull?

Is it dark or /ighf in colour?

Whaf mar/eings can gOM 566?

[hink alrout which details you need
to include in your drawing. A + °
elal
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/f you can, carefu//g fee/ the objecf(s) you want to draw.
What are the textures like?

Rough or smooth?

Hard or soff.?

Think alrout how you mighf
draw the textures. + -‘—
SeX1\Uve
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Look at the 'Big Picture

[ake a sfe//L back and look at the whole objecf or groupn of
objecfs.

What is the overall shape?

Which details are imporfanf.?

Which ,’LGH"'I'S are most inferesfing?
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Think alrout Scale

Look carefu//g at the size of the items you are drawing.

Which Things are small?

Which Things are /arge?

How do the sizes compare with each other?

Trg and draw the size of objecfs in
,'Lroporfion with each other.

Sco\‘e
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Sometimes it is he/pfu/ fo use a frame to decide what to include in

your a’rawing.

Do you want to draw
the whole objecf or
jusf one ,’LGFT.P

‘('V'osv"‘a
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Lz@%# and Shade

Look at the shadows on the
object(s).

Where is the /ighf coming [ 7
from? L |

What shadows can you seer “3\'\"’ O\V\A

Which are the /ighf areas and
which areas are dark? SL\O\AZ
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the object(s) you are drawing.

Are the ,'Lroporfions correct?
Have you forgoﬁen angfhing.?

keeF c‘r\eckinﬂl




