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T
his chapter identifies the basic varieties of traditional draw

ing,
w

hich range from
 sim

ple sketches to sophisticated presentation
renderings. A

ny draw
ing is the result of a series of decisions one

m
akes about the subject and how

 to com
m

unicate it. C
onsider

the three steps of draw
ing: identify

the subject inform
ation or

draw
ing data, construct the draw

ing fram
ew

ork, and illustrate
the final im

age. A
pply this process to creating a quick draw

ing
in a sketchbook or developing a rendering for a design project.
B

y breaking the draw
ing process dow

n into a series of sm
all but

strategic choices, you w
ill build confidence in your visualization

skills and overcom
e the fear of draw

ing that so m
any designers

experience.

Sketching
O

ne fundam
ental m

ethod of draw
ing is from

 direct observation. It
is enjoyable to draw

 plein air, w
ith a subject in front of you to study.

B
ut w

hen there is no base inform
ation available, you can also sketch

from
 your im

agination. T
his takes som

e practice and confidence,
but it is possible to produce great draw

ings w
ithout any refer-

ences—
cartoon illustrators do it every day.

Purchase a sm
all sketchbook and carry it around w

ith you. G
et

into the habit of sketching everyday scenes and design ideas for
projects. Set aside tim

e during vacations and business trips to sketch
buildings or scenes (Figs. 1.13–1.14). Your draw

ings w
ill becom

e
an unforgettable record of that place and tim

e.

1.3
Draw

 the entire tow
n.This sketch, from

 the
view

point of the coastal tow
n’s pier, took about

an hour. C
om

plex w
indow

 patterns and w
hite

w
alls create an architectural texture that

contrasts w
ith the rough natural textures of the

m
ountain above the tow

n. 

1.4
Sm

all w
atercolor sketches are fast.

W
atercolor sets and sketch pads are available in

sm
all travel sizes. This w

atercolor sketch at
Yellow

stone N
ational P

ark captures the
architecture and surrounding landscape nicely.
W

atercolor by K
arin P

itm
an, A

IA, A
SLA. 

1.1
Sim

ple shade and shadow
 technique.This

8½
x

14" ink on M
ylar draw

ing w
as first outlined

and then shadow
ed w

ith diagonal lines parallel
to one another. W

indow
s are filled in black to

contrast w
ith the m

ullions. 

1.2
Practice sketching people.I created four

sm
aller im

ages on one page to shorten the
draw

ing tim
e, as the people I w

as draw
ing w

ere
changing positions. 
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Three Visual Levels
T

hroughout the design process, you can produce different types of
draw

ings to com
m

unicate your creative ideas. T
hink in term

s of
three levels of visual product. Q

uickly draw
n thum

bnail sketches
explore general design concepts and identify possible draw

ing view
s

that can be developed in further detail. C
haracter sketches

are
often the m

ost effective visuals produced during a design process.
T

hey are not tim
e-consum

ing to construct and have enough detail
and personality to effectively com

m
unicate your design intent. T

he
highest level of visual product is the presentation draw

ing,w
hich

has m
ore form

al detail and intent. R
em

em
ber, the m

ost successful
draw

ings m
ay not be the largest, the m

ost detailed, the m
ost col-

orful, or the m
ost difficult to create.

Draw
ing Fram

ew
ork

A
 draw

ing w
ithout structure is like a body w

ithout bones. T
he m

ost
im

portant decision you m
ake concerns the com

position of your
draw

ing, w
hich defines the geom

etry of the im
age and establishes

the center of interest—
the big idea. To best convey the three-di-

m
ensional characteristics of your design concept in a tw

o-dim
en-

sional draw
ing, you need to determ

ine w
hether a perspective view

or paraline view
 is appropriate.

1.5, 1.6
Thum

bnail sketches identify view
s.These

tw
o sm

all sketches w
ere part of a series of

annotated draw
ings m

ade from
 different points

of view
 for a series of renderings of a large

m
aster plan. Each w

as about 6 x 6" ink line and
color m

arker on trace. D
raw

ings by D
avid

K
lages, FA

IA.

1.7
Redline m

ock-up. 

1.8
Ink line draw

ing.

1.9
Eye-level perspective.This loosely delineated

concept draw
ing w

as created from
 im

agination,
developed w

ith a redline m
ock-up (Fig. 1.7),

and traced w
ith a P

entel Sign pen on vellum
(Fig. 1.8). The 10 x 15" black-and-w

hite draw
ing

w
as then scanned at 300 dpi for archival

purposes. Finally, the im
age w

as colored w
ith

C
hartpak A

D
 m

arkers on both sides of the
vellum

. 
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Observation
Draw

ings
Stop, look, and draw

 
Purchase a sm

all sketch pad or sketchbook (9 x 12" or sm
aller) and

take it on your next holiday or business trip. Sitting still w
ill not be

easy, but dedicate som
e tim

e to sketching an interesting scene or
building detail. M

any people develop the discipline of m
aking ob-

servation sketches and design notes in journals; these then becom
e

ongoing records of their creative process.

Draw
ing from

 Real Life
Take a sketchbook outside on a w

arm
 afternoon and start draw

-
ing. It w

ill be a lot of fun and provide you w
ith valuable draw

ing
practice, w

hich you can never have enough of. O
rganize a group of

creative friends and go to an interesting place together to sketch
for an afternoon. T

hen do it again. O
bservation draw

ings
are cre-

ated sim
ply by looking at your subject and draw

ing it, w
ithout

using any tools other than your pencil or pen. T
he object you draw

m
ight be a view

 you w
ant to capture in your sketchbook, an ar-

chitectural m
odel, or even a photograph that you use as reference.

1.10
Travel sketch.This observational draw

ing of
C

hâteau de C
henonceau w

as done in about 30
m

inutes during a vacation in France. P
rism

a color
pencil in an 8 x 10" Strathm

ore 400 sketchbook.
D

raw
ing by P

aul Stevenson O
les, FA

IA.

1.11
Quick lunch-hour sketches.This pair of

5
x

6½
" sketches of a historic train station w

as
draw

n w
hile eating lunch across the street. The

sm
all size and scribble sketch technique kept

the draw
ings quick and loose. Instead of

capturing the entire building, these sketches
show

 tightly cropped portions of its historic
detail. P

erm
anent ink pen on bond paper. 

1.12
Direct observation perspective sketch.A

 large
study m

odel of a regional m
all, park, and civic

center is being sketched directly from
 an angle

that establishes the perspective and m
assing of

the buildings. 30 x 40" felt-tip pen on vellum
. This

direct draw
ing technique m

ay not be as accurate
as sketching from

 an enlarged photograph or
com

puter m
odel, but it is quick and accurate

enough for conceptual presentations. 

1.13, 1.14
Architectural sketchbook.This talented

architect has been filling sketchbooks w
ith

draw
ings since the 1960s, beginning as an

architectural student traveling in Europe, then as
a soldier in Vietnam

, as a traveler in South
A

m
erica, and as a keen observer during a long

professional career. H
is 8½

 x 11" sketchbook is
alw

ays w
ith him

. The observation sketches on
the facing page are of fam

ous buildings that he
drew

 in his free tim
e during business trips. H

e
used rolling-ball pens because of the consistency
of their fine lines—

and because they are easy to
draw

 w
ith. D

raw
ings by Terrance B

row
n, FA

IA.

T
R

A
D

IT
IO

N
A

L
 D

R
A

W
IN

G
 T

Y
P

E
S

1
6

1.10

1.11

1.12

0
6
_
4
3
5
4
8
9
_
c
h
0
1
.
q
x
d
:
L
a
y
o
u
t
 
1
 
 
1
0
/
1
9
/
0
9
 
 
2
:
3
0
 
P
M
 
 
P
a
g
e
 
1
6



T
R

A
D

IT
IO

N
A

L
 D

R
A

W
IN

G
 T

Y
P

E
S

1
7

1.13

“N
o am

ount of skillful
invention can replace
the essential elem

ent
of im

agination”
—

E
DW

ARD
H

OPPER

1.14
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Control Your Draw
ing Tim

e and Size
O

bservation draw
ings involve selective editing; you m

ust control
the am

ount of tim
e you spend m

aking the draw
ing as w

ell as how
m

uch detail you put into its delineation. G
ive yourself a short tim

e
lim

it to sketch. T
hen com

pare your results w
ith another draw

ing
that took longer. T

he com
parison m

ay surprise you. In m
any in-

stances, a sketch created quickly represents the subject m
ore suc-

cessfully than a sketch that took longer to create. G
iven a short

am
ount of tim

e, you m
ay only trace the edges and shapes of the

subject, filling them
 w

ith tone and texture later. T
he expressive

m
ovem

ent found in these gesture draw
ings is rich in em

otion and
free from

 the constraints of technical draw
ings.

It is also im
portant to determ

ine the size of your sketch. Stan-
dard field sketchbooks tend to be 7 x 10" or 9 x 12". T

he sm
aller

paper size is m
ore portable and forces you to draw

 sm
all, saving

tim
e. Select a draw

ing pen or pencil that is good for sketching in a
sm

all form
at (see pp. 80–85).

Draw
ing from

 Photographs
Since you w

ill not usually have the luxury of draw
ing from

 life, take
a picture instead! G

rab a digital cam
era and take a series of reference

photographs to draw
 from

 back in the studio. Study the photos and
block out your draw

ing using the inform
ation that you see.

1.15
W

alk through dow
ntow

n.This series of
im

ages w
as based on photographs taken at

different locations. U
sing the severe scribble

technique enabled each segm
ent to be draw

n in
about 10 m

inutes. They show
 basic m

assing
and m

ovem
ent w

ithout any detail. 18 x 18"
perm

anent ink on M
ylar. 

1.16
N

ew
 uses for an old neighborhood.This

sketch illustrates sim
ple m

odifications to the
sidew

alk, graphics, storefront, side yard, and
cars that com

m
unicate the potential of

renovating the m
ixed-use street. U

sing the
photo as a reference for existing inform

ation
added believability to the 8½

 x 11" draw
ing.

Felt-tip pen on vellum
 w

ith C
hartpak A

D
 m

arker
color. 

1.17
Visualize a sketch w

hen you take the picture.
This building w

as a perfect subject for a sketch
show

ing architectural and streetscape
im

provem
ents. The photo w

as used as a
reference to approxim

ate the perspective and
building proportions. 

1.18
Capture the m

om
ent in a sketch.This Italian

dog w
as looking for tourist handouts and w

illing
to stand still w

hile I sketched him
 patiently

w
aiting at the stairw

ay. 6 x 9" pencil draw
ing on

bond paper. 
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�
If you are draw

ing outdoors, clip your paper to a piece of foam
 core or heavy

cardboard, w
hich w

ill serve as a w
indproof draw

ing table.

�
D

on’t overdraw
 your subject. Visualize the m

ost im
portant inform

ation, sim
plify

and outline the less im
portant objects, and leave the unnecessary data out of the

draw
ing.

�
C

reate new
 inform

ation as you draw
. You are not obligated to draw

 your subject
verbatim

 unless you’ve been told to do so. G
o ahead and alter, em

bellish, and
m

odify the object you are draw
ing. D

raw
ing is a creative process.

�
If you have trouble draw

ing objects such as furniture or cars, m
ass out the

subject as a sim
ple rectangular “shoe box” form

 first and then gradually block in
the details.

�
E
dit out unnecessary item

s and show
 only the inform

ation that is im
portant to

your design story. For exam
ple, if you are draw

ing a
natural landscape and an ugly road and bridge are in the
view

, just leave them
 out.

�
There is no harm

 in using a ruler or drafting triangle
to help you keep lines straight. It’s easy to accidentally
draw

 crooked lines, w
hich can dim

inish the quality of
your draw

ing.

�
Tilt your draw

ing board up so you can w
ork w

ith your
face square to the paper. If the board is flat and you are
looking at it from

 a severe angle, the im
age m

ay stretch
out of proportion.

�
R

ecord the am
ount of tim

e it takes for you to create
an observation draw

ing. D
raw

 the sam
e subject again in

less tim
e and com

pare the differences betw
een the tw

o
im

ages.

OBSERVATION DRAW
ING PROJECT

S
elect an outdoor scene that has a variety of m

an-m
ade and natural shapes, such

as a street scene in your tow
n that has trees, storefronts, people, and other activ-

ity. M
ake a sketch of your subject in 1

0
 m

inutes or less. The sketch should be
black-and-w

hite and no larger than 6
 x 9

". P
ut that sketch aside and m

ake an-
other sketch of the sam

e view
 in 5

 m
inutes or less. Then m

ake a third sketch of
the scene in 1

 m
inute. C

om
pare the three sketches.T
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1.18

Quick Tips
O

bservation D
raw

ing
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“Im
agination is m

ore
im

portant than know
ledge.”

—
A

LBERT
E

IN
STEIN

Im
agination

Draw
ings

U
se Your M

ind’s Eye
Im

agination draw
ings are created strictly from

 your m
ind’s eye,

using practically no visual references. D
raw

ing this w
ay is often

called cartooning or storyboarding. Such draw
ings can be generated

quickly, w
ithout a lot of detail. T

hey are often used for design feed-
back and to form

 the base inform
ation for m

ore finished draw
ings.

T
he film

 industry has alw
ays used storyboards for visualizing

various scenes and set designs. W
alls covered w

ith im
agination

draw
ings from

 num
erous illustrators help directors understand and

visualize a film
 early on, in the project’s concept and developm

ent
phase. A

rchitectural design and planning projects often begin w
ith

m
any im

agination draw
ings developed in the concept phase of the

project. T
hese m

ultiple im
ages can visualize a sequence like travel-

ing through a building or dow
n a public street. Storyboards can

also identify a variety of different view
points for the project that can

be edited and eventually becom
e m

ore developed draw
ings.

D
uring an architectural charrette early in the design process for

a new
 science m

useum
, I storyboarded ideas on 8½

 x 11" paper as
w

e conceptualized the m
useum

 (Figs. 1.43–1.54). I produced over
fifteen sketches in the afternoon w

orkshop. A
lthough the draw

ings
w

ere extrem
ely rough, they allow

ed everyone to clearly understand
the design concepts. Later I w

as able to m
ake the final draw

ings
w

ithout additional input from
 the group. D

epending on the com
-

plexity of the im
age, I m

ight lightly block out the draw
ing w

ith pen-
cil and then apply a darker layer of pencil or ink for the final sketch.
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1.21

1.19
Pencil m

ock-up of a retail street.This 6 x 9"
soft red pencil on trace is a one-point, eye-level
sketch of a com

m
ercial streetscape. It w

as one
of m

any quick thum
bnail sketches visualizing

different areas of a developm
ent. 

1.20
Final retail street draw

ing.This draw
ing w

as
traced directly over the pencil m

ock-up. M
ore

detail w
as added w

ith a felt-tip pen on vellum
.

C
olor w

as added w
ith a lim

ited num
ber of

C
hartpak A

D
 m

arkers. 

1.21
Red pencil m

ock-up w
ith traced people.The

one-point perspective of this interior room
 w

as
draw

n w
ith a Sanford C

ol-Erase w
ooden pencil.

R
ed lines are easy to see beneath a second

sheet of vellum
 as the final black pencil draw

ing
is com

pleted. P
eople w

ere carefully traced in ink
from

 an entourage file. 7 x 11" on trace. 

1.22
M

arkers and colored pencils add texture.
The pencil draw

ing (Fig. 5.24) w
as digitally

printed on presentation-w
eight bond paper and

colored w
ith C

hartpak A
D

 m
arkers. A

dditional
texture w

as added to the carpet and skin tones
w

ith P
rism

acolor pencils. A
 black pencil overlay

on the right side of the draw
ing em

phasizes the
different lighting in the adjacent video
production room

. 

1.22
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Don’t Be So Serious
Im

agination draw
ings don’t have to be serious. You can have lots of

fun sketching hum
orous situations and even cartoons. T

his “light”
draw

ing technique is very effective for new
sletters or inform

al pre-
sentations. School or office get w

ell or good-bye cards are perfect
applications for cartoon draw

ings, too.

Be Aw
are of the Draw

ing Detail
W

hen you draw
 from

 your im
agination, it is easy to get trapped

into show
ing too m

uch detail. If you only need to com
m

unicate
a rough concept, then keep the draw

ing fairly undeveloped. Try
to m

ake it proportionally accurate w
ith a believable perspective

view
, but show

 as little detail as possible. T
he cam

pus plaza sketch
(Fig. 1.24) is an exam

ple of a draw
ing w

ith m
inim

al detail.

In other situations, you m
ay need to show

 m
ore detail and com

-
m

itm
ent to the design, even though no solid design direction has

yet been established. For exam
ple, the quickly generated zoo in-

form
ation kiosk sketch (Fig. 1.25) then required m

ore delineated
signage elem

ents and m
ore carefully draw

n proportions. (B
oth of

these exam
ples w

ere used in form
al client presentations.)

1.23
Pencil and pen com

bination on paper.
This hum

orous im
agination draw

ing depicts an
im

aginary ski resort in Southern C
alifornia w

ith the
coastal highw

ay threading beneath the structure.
P

eople ski for half a day on a plastic snow
 surface

and surf for the other half. The 18
x

24" detailed
draw

ing w
as created w

ith a technical pen on
hard-finish B

ristol board; additional tone w
as

created w
ith a soft graphite pencil. 

1.24
Loose hatching pattern.This 10-m

inute
8

x
10" sketch of an outdoor plaza is draw

n w
ith

m
inim

um
 detail. Shading is done alm

ost entirely
w

ith continuous zigzag lines. Felt-tip pen on
vellum

. 

1.25
Zoo kiosk design.A

 m
oderate am

ount of
detail w

as needed to accurately com
m

unicate
the size and proportion of the exhibit structure.
The draw

ing w
as one of five alternatives and

began as a ½
" =

 1’-0" scale elevation.
Felt-tip pen on vellum

 w
ith gray C

hartpak
A

D
 m

arker shadow
s. 
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1.26–1.29
Storefront design concept.This

draw
ing series represents an im

aginative
approach to quickly visualizing the dram

atic
nighttim

e lighting of a retail entrance. The
process involved several draw

ing, scanning, and
reversal steps to achieve the m

ixed-m
edia

solution.

1.26 Step 1:The initial freehand perspective w
as

blocked out on 8½
 x 11" paper w

ith a felt-tip
pen. The im

age w
as scanned and reversed in

P
hotoshop.

1.27
Step 2:The reversed im

age w
as printed and

additional black tone w
as applied w

ith pen and
pencil to those locations w

here building and
spot lighting w

ere anticipated.

1.28
Step 3:The draw

ing w
as once again

scanned and reversed in P
hotoshop. The new

im
age w

as printed on bond paper for final color
and graphics.

1.29
Step 4:The im

age w
as colored w

ith a
com

bination of m
arkers and colored pencils. A

w
hite-out pen w

as used to create lights and add
“sparkle” to the draw

ing. G
raphic signage and

photographs w
ere cut out from

 other sources
and applied directly to the draw

ing w
ith a glue

stick. D
raw

ings by John Leggitt, A
IA.
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Preferred Draw
ing Sizes

Ideally, im
agination draw

ings should be betw
een 8½

x
11" and

11
x

17". T
he sm

aller the im
age, the less detail it requires and the less

tim
e it takes. Tw

o or three quickly generated draw
ings are generally

m
ore effective for visualizing a design concept than a single, m

ore
detailed im

age that takes longer to draw
. Figure 3.29 illustrates a pro-

totype restaurant w
ith different exterior regional styles applied to the

sam
e structure. Even though a floor plan never existed, the side-by-

side draw
ing com

parison effectively allow
ed the client to understand

the overall concept and further develop the idea.

1.30
Running race prom

otion.This 4 x 8"
perm

anent ink on M
ylar draw

ing w
as loosely

based on a photograph, scanned, and then silk-
screened on shirts to advertise a local architect’s
convention fun run. 

1.31
Architect’s H

allow
een party invite.

Im
agination sketch of a construction site w

ith
people carving a giant pum

pkin from
 scaffolding.

5 x 7½
" fine-point technical pen on vellum

. 

1.32
Global technology poster.This 8 x 10"

perm
anent ink on M

ylar draw
ing w

as first
blocked out w

ith red pencil on vellum
. The

draw
ing w

as used as a poster for an event
featuring global com

m
unication. 

1.33
Them

e restaurant sketch.This quick
draw

ing for an im
aginary them

ed restaurant w
as

draw
n w

ithout any m
ock-up. 6 x 9" on trace w

ith
P

entel Sign pen; color m
arkers w

ith P
rism

acolor
pencils for added tone. 

1.34
Big TV.This 4 x 6" cartoon sketch reveals

the grow
ing size of televisions. P

erm
anent ink

pen on vellum
. 
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1.33

1.34

�
If you w

ant your draw
ing to fit on 1

1
 x 1

7
" or 8

½
 x

1
1

" paper and you are draw
ing on an oversized piece

of M
ylar or trace, put crop m

arks on the larger sheet
to represent the final page size. To accurately
establish the location of the crop m

arks, trace over a
sheet of paper that m

atches the final dim
ensions.

�
A

dd a final touch to your draw
ing by erasing your

layout or m
ock-up lines, elim

inating any overlapping lines, and m
aking last-

m
inute im

provem
ents to areas of the draw

ing that you are not happy w
ith. B

e
critical of your w

ork and alw
ays try to im

prove your technique.

�
The best w

ay to indicate the transparency of glass is to draw
 objects on the

other side of it. For exam
ple, if you are draw

ing a w
indow

, create a view
 of plants

or people through the glazing. You can also show
 reflections of nearby objects.

D
raw

ing diagonal lines across the glass also sim
ulates reflections.

�
A

 sm
aller draw

ing w
ith less detail w

ill save you tim
e and

still com
m

unicate your design idea.

�
A
dd hum

or to your draw
ing. D

on’t be afraid to exaggerate
key elem

ents of the im
age. The benefit of m

aking draw
ings

from
 your im

agination is that they do not have to be realistic
or accurate (Fig. 6

.6
4
).

�
W

ith freehand draw
ings, it is very easy to accidentally

m
ake the vertical lines crooked, especially if you are draw

ing
at a slight angle to the paper. U

se a triangle or straightedge
and lightly draw

 a few
 vertical guidelines w

ith a pencil. You
w

ill then be able to see any nonparallel lines by standing
aw

ay from
 the draw

ing and looking squarely at the im
age.

�
If you are creating a storyboard or series of related draw

ings, m
ake all of the

im
ages exactly the sam

e size and form
at.

IM
AGINATION DRAW

ING PROJECT
S
elect a design project at w

ork or at school. W
ithout any assistance from

 m
od-

els or photographs, create a series of im
agination draw

ings, or storyboard, that
conveys w

hat som
eone m

ight experience if he or she w
alked through or around

the space. M
ake all of the draw

ings sim
ilar in size and form

at, using the sam
e

draw
ing pen or pencil. A

dd color to the im
ages if doing so w

ill support the story.

Quick Tips
Im

agination D
raw

ing
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1.35
Thum

bnail storyboard.This series of tw
elve

thum
bnail sketches represents possible view

ideas for concept draw
ings. D

raw
ings by P

atric
D

aw
e.

1.36
Ink draw

ings reduce w
ell in docum

ents.The
various thum

bnail sketches on this page all
share a sim

ilar characteristic: they are each less
than 3 x 5" and draw

n w
ith an ink pen. N

otice
how

 m
any im

ages are cropped, and how
 the

detail and hatching varies. 

Thum
bnail Draw

ings
Keep It Sm

all
T

hum
bnail draw

ings are the easiest draw
ings to create. D

ue to their
postcardlike size, detail m

ust be kept to a m
inim

um
. V

ery sim
ple

line draw
ings w

ithout m
uch color or variation in tone, they are

often and used in the m
argins of reports to support the text. Som

e-
tim

es they illustrate objects or logos; they can also be used like clip
art to em

bellish graphic docum
ents. In the early design phase of a

project, thum
bnail draw

ings help storyboard m
ultiple ideas that

are later developed through m
ore refined draw

ings.
T

he best size for a thum
bnail is 4 x 6" or sm

aller—
any larger

and you’ll need m
ore detail and draw

ing tim
e. A

nd thum
bnails can

be reproduced even sm
aller than that. If you reduce the im

age by
50 percent, the illustration w

ill be sharper and m
ay fit better on

the page. U
se ink linew

ork, as you m
ay not get a quality reduction

from
 a color draw

ing or one w
ith varying tones. A

 great shortcut
for m

aking thum
bnail draw

ings is to keep a file copy and high-res-
olution scan of every draw

ing you create and reuse portions of those
im

ages for new
 thum

bnail draw
ings. R

eusing and m
odifying ex-

isting w
ork saves a trem

endous am
ount of draw

ing effort.
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1.37
1.38

1.39

1.40

1.37–1.40
Team

w
ork draw

ing.C
learly articulating

design intentions during a public planning
charrette w

as im
portant and required the

team
w

ork of architects Seth H
arry and P

eter
R

oper. Seth first generated quick design
sketches (Fig. 1.37) and then developed a
freehand perspective w

ith m
ore detail,

entourage, and com
position (Fig. 1.38). P

eter
refined Seth’s draw

ing and developed the final
pencil draw

ing (Fig. 1.39) w
hich he then

colored w
ith P

rism
acolor pencils (Fig. 1.40).

D
raw

ings by Seth H
arry, A

IA, and P
eter R

oper.
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W
hen to U

se Thum
bnail Draw

ings
A

s either a single im
age or a series of m

ultiple im
ages, thum

bnail
draw

ings support graphic reports and docum
ents effectively. In a

design sum
m

ary report, Pow
erPoint presentation, or new

sletter,
text alone is boring and unim

aginative, but lim
ited layout space

m
ay not allow

 for large draw
ings. Incorporating thum

bnail draw
-

ings is an im
aginative solution that breaks up large blocks of text

and adds a personal touch to the graphics.

H
ow

 M
uch Tim

e?
K

eep the tim
e it takes to m

ake thum
bnail draw

ings to a m
inim

um
.

T
hese draw

ings aren’t supposed to be inform
ation rich; they just

support the text and add character to a graphic docum
ent. Try not

to spend any m
ore than 15 m

inutes on each thum
bnail. T

hey don’t
have to be draw

n from
 im

agination—
they can even be traced from

other sources. R
em

em
ber, less is m

ore!

1.41
Thum

bnail sketches for a book.
Each of these ink line draw

ings w
as

sized 4 x 4" and traced onto M
ylar from

photographs. They w
ere then reduced

by half and published in a book about
designing in m

ountain environm
ents.

Each of approxim
ately forty original

im
ages created for the publication w

as
the exact sam

e size and proportion and
used the sam

e delineation technique,
w

ithout any fram
e around the im

age. 

1.42
Thirty-m

inute vignettes.These four
thum

bnail sketches identify different
streetscape elem

ents during the
concept developm

ent of a project. The
ideas w

ere easy to sketch and allow
ed

the client to visualize the m
any

alternative signs that could be
integrated into the building. Felt-tip pen
on trace. 

1.43–1.54
Quick color studies for an

exhibit.These 5 x 5" draw
ings w

ere from
a series of tw

o dozen quick conceptual
sketches for a new

 aquarium
 exhibit.

Each im
age w

as draw
n w

ith a felt-tip
pen on vellum

. A
 record scan w

as m
ade

before each draw
ing w

as colored.
C

hartpak A
D

 m
arkers w

ere applied
directly to the original artw

ork, and each
w

as scanned a second tim
e for use in a

presentation docum
ent.
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1.55–1.60
Them

atic sketches tell a com
plete

story.These are a few
 of nearly forty sketches

that w
ere quickly generated to prom

ote a new
convention center. Each 3½

 x 5½
" sketch w

as
sized sm

all in order to save tim
e and keep the

detail to a m
inim

um
. The im

ages include a
variety of architectural, interior, and landscape
design subjects that give an overall im

pression
of the activities surrounding the new

 building.
R

esearch m
aterial and site photographs w

ere
traced to create the draw

ings. A
 perm

anent ink
pen w

as used on M
ylar, copied onto bond

paper, and colored w
ith P

rism
acolor pencils.

1.61
Com

bine and color thum
bnail sketches.This

8½
 x 11" cover for a report com

bines fourteen
separate thum

bnail sketches, m
any of w

hich are
show

n above. C
opies of each original w

ere
m

ounted together, and edges w
ere retouched

w
ith w

hite correction fluid and additional
linew

ork. A
 final copy w

as m
ade and colored

w
ith P

rism
acolor pencils. This im

age can also
be easily m

ade using P
hotoshop to com

posite
the different im

ages. 
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1.61

�
Label a 9 x 12" envelope TH

U
M

B
N

AIL D
R

AW
IN

G
 EXAM

PLES FILE and begin
filling it w

ith exam
ples of thum

bnail draw
ings you find in m

agazines and new
spapers.

U
se these exam

ples for reference w
hen you begin new

 thum
bnail draw

ings. M
ake a

high-resolution scan of each im
age and place it in a sim

ilar com
puter file.

�
Tape or spray-m

ount your thum
bnail draw

ings on 8
½

 x1
1

" bond paper so you
can copy or scan them

 and file them
 easily.

�
U

nlike larger draw
ings that can contain a hierarchy of

subjects, a thum
bnail draw

ing should have a sim
ple,

singular m
essage. D

o not try to show
 too m

uch inform
ation.

�
To create a series of thum

bnail draw
ings that w

ill be
grouped together, determ

ine a consistent size for all of
the im

ages and draw
 them

 in an identical size and style.
The draw

ings w
ill then provide a consistent design them

e
and reinforce each other.

�
D

ue to the sm
all size of these draw

ings, try to keep the am
ount of tim

e you
spend on each to a m

inim
um

. W
ork quickly and lim

it the am
ount of detail.

�
A

dding color to a thum
bnail can enhance w

hat w
ould

norm
ally be very sketchlike and difficult to understand

draw
ing. B

ut keep the color sim
ple so it can be easily

reproduced.

�
C

rop the im
age area and draw

 only the m
ost im

portant
inform

ation. D
eterm

ine w
hat is not essential to your story

and leave that inform
ation out of the draw

ing.

�
W

ork in black-and-w
hite linew

ork only. A
void using

gray tones, as they are difficult to reproduce at such a
sm

all scale.

�
C

reate the thum
bnail at tw

ice the size you w
ant the final to be. R

educe the
draw

ing 5
0

 percent for the final reproduction.

�
A

lw
ays keep a high-resolution scan of the original line draw

ing before you add
any color, shading, or texture. A

 record scan can provide useful inform
ation to

trace for future draw
ings, and it is harder to trace inform

ation after shading and
textures have been added. The black-and-w

hite version of the draw
ing w

ill also be
easier to reproduce in som

e reports or graphic docum
ents.

Quick Tips
Thum

bnail D
raw

ing
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Concept Draw
ings

Visualize the Concept
A

 concept draw
ing is an illustrative representation of a design di-

rection, m
otif, or them

e. It can be created for a broad range of ap-
plications, from

 design presentations to reports and publications.
A

 concept draw
ing can portray the spirit of an urban space, evoke

the excitem
ent of an interior room

, or tell the story of your land-
scape design idea.

B
ecause of the standard glass size of m

ost flatbed scanners, con-
cept draw

ings should be 11 x 17" or sm
aller. U

nlike sketchlike
black-and-w

hite thum
bnail draw

ings, concept draw
ings are large

enough to portray m
aterials and design details, as w

ell as people
and objects that are m

ore carefully draw
n. T

hey are alm
ost alw

ays
colored w

ith m
arkers or pencils. C

oncept draw
ings often begin

w
ith a rough sketch (Fig. 1.64) that is then developed as a draw

ing
m

ock-up and eventually traced as finished artw
ork (Fig. 1.67).

1.62
Thum

bnail sketch of retail space.This 5 x 9"
quick sketch identified the m

any elem
ents for

an interior com
m

ercial space. The im
age w

as
first blocked out in red pencil. Then felt-tip pen
and color m

arkers w
ere applied directly to the

pencil draw
ing. N

otes w
ere added to identify

different objects and m
aterials. This im

age can
be seen as one of m

any sketches in Fig. 1.63. 

1.63
Review

 of concept sketches.A
 series of a

dozen quick sketches w
ere generated to

visualize a large m
ixed-use developm

ent. Each
5 x 9" sketch w

as sized sm
all to save tim

e. O
nce

an im
age w

as review
ed, it w

as developed into a
larger and m

ore detailed concept draw
ing. This

review
 process is very effective for visualizing

com
plex projects that have m

any different types
of public spaces. 

1.64
Aquarium

 quick sketch.This 6 x 9" im
age

w
as generated in about an hour. R

ed pencil and
felt-tip pen on trace w

ith C
hartpak A

D
 m

arker. 
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1.65
Redline m

ock-up.This 8 x 14" im
agination

draw
ing w

as based on the sketch show
n in Fig.

1.64. R
ed pencil on trace. 

1.66
Final ink line draw

ing.The red pencil
m

ock-up w
as traced using a perm

anent ink pen
on vellum

. The 8 x 14" im
age w

as easy to
create, as all of the m

ajor draw
ing decisions

w
ere m

ade in the red pencil m
ock-up. 

1.67
Final colored draw

ing.A
 sam

e-size digital
copy of the ink draw

ing w
as m

ade on
heavyw

eight presentation bond paper and
colored w

ith C
hartpak A

D
 m

arkers. P
rism

acolor
pencils w

ere added to highlight textures and
lighting. The 8 x 14" im

age w
as scanned in

color at 300 dpi and used in the final
presentation. 
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Create a Design Dialogue
E

ach concept draw
ing is a unique draw

ing solution to a design
problem

. A
s a defined step in the design process, it is also a snap-

shot of your current design direction. T
he linew

ork and coloring of
m

ost concept draw
ings have an inform

al quality, m
aking them

ideal in-progress draw
ings that represent your creative thinking.

T
hey can be developed as a single im

age or created as m
ultiple

draw
ings that represent a broader story about the design.

C
lients have very favorable reactions to view

ing concept draw
-

ings: because the im
ages don’t reflect a finished design product, they

encourage a constructive dialogue about the design. M
any genera-

tions of concept draw
ings can be produced during the process of

refining a specific design. It’s alw
ays a good idea to discuss your

draw
ing approach beforehand w

ith others involved in the project—
such as your teacher, client, boss, or cow

orker—
to be sure that your

idea w
ill com

m
unicate the design in the m

ost effective m
anner.

1.68
Thum

bnail sketches of different view
s.Five

pages of notes and sketches w
ere generated to

visualize an am
bitious m

ixed-use international
trade center. Final view

s w
ere selected from

 these
rough sketches. N

otes w
ere added to explain

visual concepts supporting each sketch view
. 

1.69
Redline m

ock-up of grand lobby.B
ased on

the thum
bnail sketch show

n in the upper-left
corner of Fig. 1.68, a 7 x 10" red pencil m

ock-up
w

as developed from
 im

agination. A
 straightedge

w
as used to m

aintain consistent vertical lines.
Slight pencil shading helped visualize the
contrast betw

een the roof and exterior sky. 

1.70
Black-and-w

hite line draw
ing.The red pencil

m
ock-up w

as traced w
ith a Staedtler Lum

ocolor
pen on M

ylar. M
any of the long vertical lines

w
ere drafted using a straightedge. Slight

corrections to the 7 x 10" M
ylar draw

ing w
ere

easily m
ade using an electric eraser. B

ecause of
the sm

all size, the people w
ere draw

n w
ith

m
inim

al detail. 

1.71
Final colored print.The line draw

ing w
as

copied at the sam
e size on presentation-w

eight
bond paper, using a digital copier, and colored
w

ith C
hartpak A

D
 m

arkers. P
rism

acolor pencils
added tone to the different surfaces and the sky. 

1.72
Exhibition theater concept draw

ing.U
sing

the sam
e process described in Figs. 1.69–1.71,

this 7 x 10" draw
ing visualizes a sm

all
presentation theater w

ith a circular stadium
-

seating arrangem
ent. Extensive hatching

captured the dark space and dram
atic spot

lighting. The sm
all draw

ing size allow
ed the

people to be draw
n w

ith m
inim

al detail. 

1.73
M

useum
 of m

edicine concept draw
ing.This

draw
ing m

atched the basic form
at and

delineation technique of all of the other
draw

ings in this series. The circular shape of the
stair and signage adds interest to the im

age.
C

om
pared w

ith the other draw
ings, the people

and graphic signage in this im
age are draw

n in
m

ore detail. 
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Concept Draw
ings in Series  You w

ill save the greatest am
ount of

tim
e if you can com

m
unicate your design idea w

ith a single draw
-

ing. B
ut som

etim
es you need a series of draw

ings to tell a m
ore

com
plete story. O

ccasionally, the planning or building design is-
sues are so num

erous that a series of six to ten concept draw
ings is

necessary to fully illustrate the design ideas. Show
n on these tw

o
pages are four draw

ings from
 a series of seven created to visualize

m
any ideas about a new

 m
useum

 devoted to pet them
es—

pet
health, pets in history, pet products, and pet-related events.

A
 concept series should em

ploy draw
ings of sim

ilar size, form
at,

illustrative style, and coloring technique in order to give the collec-
tion of im

ages a consistent appearance and quality. In the exam
ple

of the pet m
useum

, each draw
ing illustrated different interior and

exterior program
 elem

ents of the building—
the exhibition halls,

m
ain entrance, interpretive exhibit room

s, retail spaces, and other
am

enities.

1.74
Fill the draw

ing w
ith content.This 7 x 10"

concept draw
ing of an exhibit space

incorporates graphics on the floor, w
alls, kiosk,

and ceiling. D
etail is purposely m

inim
al, but the

m
any different shapes and colors create the

im
pression of a large collection of artifacts.

Including people in w
heelchairs in your

draw
ings underscores the accessibility of the

space. C
one shapes colored in yellow

 draw
n

below
 fixtures creates spotlights; any shading is

kept aw
ay from

 the lights. The three-step
draw

ing process is sim
ilar to the one described

in Figs. 1.69–1.71, except this draw
ing is on

vellum
 and colored only w

ith m
arkers. 

1.75
Signage identifies the retail space.This one-

point perspective clearly identifies the retail uses
by including six different signs. The perspective
em

phasizes the corridor connecting to the
outside. P

eople and objects in the foreground
are carefully draw

n, w
hile the im

ages in the
background are ghosted. A

ll of the 7 x 10"
draw

ings w
ere sized to fit on a standard flatbed

scanner. Each w
as draw

n w
ith a felt-tip pen on

vellum
, reproduced on presentation bond w

ith a
digital copier, and colored w

ith C
hartpak A

D
m

arkers. 

1.76
M

ultiple focal points add interest.This
concept draw

ing is divided into three different
stories. The left side show

s a person interacting
w

ith a reptile exhibit, the center a fam
ily w

alking
through the space, and the right side a m

other
and child studying a detailed exhibit. D

raw
ings

are far m
ore exciting if there are m

ultiple
activities taking place w

ithin the im
age. 

1.77
People and bright colors add energy.In this

concept draw
ing, the events center hall has

m
any brightly colored kiosks w

ith graphics.
P

eople draw
n in the foreground and

background give the appearance of a w
ell-

attended event. Im
agine how

 lifeless this
draw

ing m
ight look if there w

ere only a few
people in it. 
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Select the Right View
Selecting the right view

ing angle for a concept draw
ing is a m

atter
of answ

ering tw
o basic questions: H

ow
 close should I be to achieve

the best view
 of the subject? and H

ow
 high off the ground should

I be w
hen looking at the subject? You should also include som

e en-
vironm

ental context in your draw
ing. A

dding objects to the fore-
ground can accentuate the draw

ing’s three-dim
ensionality and help

fram
e the im

age. M
ost concept draw

ings are illustrated from
 one

of three points of view
: eye-level view

, w
ith the scene observed

from
 5 to 10 feet above the ground; roof-level view

, as if you w
ere

looking from
 a rooftop or bridge or w

hile clim
bing a tree; and aer-

ial view
, a bird’s-eye view

 from
 far above the ground. Look at the

different draw
ings throughout this book and determ

ine w
hich of

the three view
 categories w

ere represented in those im
ages.

The Best Concept Draw
ing Size

C
oncept draw

ings should never be any larger than 11 x 17". D
raw

-
ing originals at 8½

 x11" m
akes for easy copying, scanning, and archiv-

ing. A
t these sm

all sizes, you can have digital color copies or
high-resolution flatbed scans m

ade of your draw
ings. A

lw
ays keep

high-resolution scanned copies of your draw
ings at various stages of

developm
ent. T

he draw
ing sequence in Figures 1.81–1.85 illustrates

the step-by-step process of creating a concept draw
ing for a restaurant.

1.78
Aerial view

.The entire site and building
configuration is displayed by view

ing the subject
from

 above. The height aboveground varies
according to the site size. 

1.79
Roof-level view

.M
ore of the ground plane

and site layout is visible w
hen looking dow

n at
the subject from

 a height of about 15 feet above
the ground. 

1.80
Eye-level view

.This is the m
ost natural

option for view
ing a subject. A

 typical eye-level
view

 is approxim
ately 5 feet above the ground. 

1.81
Step 1: Gather the draw

ing data.The original
photograph w

as enlarged on a copier. A
com

puter w
irefram

e roughly blocked out a
second-floor addition. The page of tracing
entourage includes people, cars, and trees.
Vellum

 w
as then placed over the enlarged photo

and both w
ere taped to the table surface. 

1.82
Step 2: Place and trace the objects.A

 felt-tip
pen fram

e w
as draw

n around the outer edge of
the photo. U

sing a red pencil, the building
outline and com

puter w
irefram

e w
ere added,

follow
ed by tracings of the car, people, and trees. 

1.83
Step 3: Com

plete the redline m
ock-up.The

building roof form
, w

indow
s, outdoor dining

area, second-floor terrace, stairs, and sidew
alk

w
ere all roughed in w

ith red pencil. The
photograph w

as rem
oved and a second piece of

vellum
 w

as then taped over the m
ock-up. 

1.84
Step 4: First trace the foreground.U

sing a
P

entel Sign pen, objects in the foreground w
ere

outlined first. Shading and shadow
 w

ere not
added until the entire im

aged had been traced. 

1.85
Step 5: Com

plete the concept draw
ing.

C
om

pleting the final 6 x 9" draw
ing involved

adding hatching patterns to the w
indow

surfaces, a stipple pattern to the sidew
alk and

building exterior, and shadow
s beneath the car,

trees, and people. Take your tim
e draw

ing
graphics and lettering. 
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1.88
Draw

n for black-and-w
hite reproduction.

This 12 x 16" line draw
ing w

as com
posed so it

could be reduced and printed in a book.
H

atching patterns help define building shadow
s

and variations in the terrain. The darkest areas
represent pine forests surrounding this alpine
resort village. B

ecause of the am
ount of detail in

the buildings, the hillside and m
ountain slopes

w
ere left som

ew
hat loose to avoid overw

helm
ing

the im
age. Staedtler Lum

ocolor pen on M
ylar. 

1.89
Draw

n for color reproduction.This colored
version of the sam

e m
ountain village clearly show

s
the red and w

hite color palette of the architecture
and the lush green vegetation. G

iving the
m

ountain a blue-purple tone created depth. A
dark shadow

 on the hillside above the tow
n draw

s
m

ore attention to the village and less to the
background. The P

rism
acolor pencils w

ere applied
in thick layers and blended w

ith a w
hite pencil to

create a soft, m
istlike character on the low

er
portion of the m

ountain. 12 x 16" perm
anent ink

pen on illustration board w
ith colored pencil. 

Draw
ing Decisions Based on Tim

e
A

s w
ith other draw

ing m
ethods identified in this book, it is very im

-
portant to m

anage how
 m

uch tim
e you spend developing the con-

cept draw
ing. T

im
ing w

ill affect the level of detail, coloring effort,
draw

ing technique, and overall accuracy of the draw
ing. In som

e in-
stances, you m

ay choose to keep the draw
ing very loose and sponta-

neous; in others, you m
ay elect to draw

 detail and linew
ork w

ith far
greater accuracy and care. U

nderstanding your audience and its ex-
pectations of the visual presentation w

ill aid in this decision.
Try to develop a technique you are com

fortable w
ith that also

allow
s you to generate concept draw

ings in a very short tim
e. You

m
ay be surprised how

 m
uch your draw

ings are appreciated by
clients and teachers as they becom

e the catalyst for creative dia-
logue about design and process.

Choosing betw
een Color and Black and W

hite
D

ecide w
hether to use color during the initial planning stage of a

draw
ing. T

hat decision w
ill inform

 your other choices regarding
draw

ing size and m
aterials, am

ount of detail and texture, and re-

production techniques. For exam
ple, if a landscape draw

ing is to
be black and w

hite, tree branches and leaves should be m
ore care-

fully draw
n in w

ith linew
ork. T

he sam
e draw

ing in color could
em

ploy coloring techniques to illustrate the foliage. T
his kind of

sim
ple draw

ing decision can am
ount to big savings in the am

ount
of tim

e and effort you invest in your draw
ing. Plan ahead!

Concept Draw
ing Checklist

Prior to starting any concept draw
ing, it is beneficial to answ

er
som

e basic questions:
•

W
hat is the draw

ing size?
•

H
ow

 m
uch draw

ing tim
e do you have?

•
Is it a single im

age or m
ultiple im

ages?
•

W
hat is the draw

ing form
at (landscape, portrait, or square)?

•
Should it be in color or black and w

hite?
•

Should it be draw
n w

ith pen or pencil?
•

H
ow

 m
uch draw

ing detail w
ill be included?

•
W

hat is the draw
ing’s point of view

 (eye-level, roof-level, or
aerial)?

1.86
Cafeteria exhibit w

all. This 10 x 14" concept
draw

ing highlights an exhibit w
all w

ith W
estern

artifacts displayed in a series of niches. The
basic perspective and foreground inform

ation
originated from

 a reference photograph taken in
another cafeteria. The original draw

ing w
as

created w
ith a perm

anent ink pen on M
ylar. A

digital copy on presentation bond w
as m

ade
from

 the original artw
ork and colored w

ith
C

hartpak A
D

 m
arkers and a m

inor am
ount of

P
rism

acolor pencil for ceiling and floor texture. 

1.87
Red pencil m

ock-up.A
 student at the

Savannah C
ollege of A

rt and D
esign practices

the technique of creating a red pencil m
ock-up

of a perspective draw
ing. 
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1.90
Com

puter-generated w
irefram

e
for the

P
hiladelphia International M

edical C
enter,

Songdo C
ity, South K

orea; A
rchitect: B

allinger
C

o., 2005. P
rovided by the client, the w

irefram
e

becam
e the base for the line layout. 

1.91
Final line layout.A

dditional details and
landscaping w

ere added to the building; figures
and entourage w

ere com
posed to com

plete the
layout process. 

1.92
Value study.A

 sm
all value study w

as m
ade

quickly w
ith graphite pencil on trace over a

reduced copy of the line layout. B
y

concentrating on the big shapes, m
ultiple

lighting concepts could be explored. 

1.93
Color study.A

 sm
all color study w

as m
ade

w
ith colored pencil on trace over a reduced

copy of the line layout. U
sing the sam

e
technique as the value study, several of these
studies w

ere m
ade in a short period of tim

e;
color com

binations and lighting effects could
thereby be considered. 

1.94
Initial color w

ashes.A
fter the line layout

w
as transferred and m

ounted to a board,
beginning w

ashes established m
ood; the artist

w
orked from

 light to dark, from
 big areas to

sm
all ones, and covered the entire im

age. 

1.95
Final com

pleted im
age.The w

atercolor w
as

finished and scanned into P
hotoshop, so the

im
age could be fine-tuned using tools and

adjustm
ent layers to push the contrast, value

range, and color palette. W
atercolor and

draw
ings by M

ichael P. O
’B

eirne. 
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�
Label a 9

 x 1
2
" envelope C

O
N

C
E
P
T D

R
AW

IN
G

 E
XA

M
P
LE

S
 and use it to store all your sm

aller concept
draw

ings. C
reate larger files for your 1

1
 x 1

7
" draw

ings. This w
ill keep your w

ork flat and aw
ay from

dam
aging sunlight.

�
If you are developing a series of concept draw

ings around a single them
e,

create variety am
ong the view

s and try to avoid repeating the sam
e elem

ents
such as traced people, plants, and graphics. R

epeated objects dim
inish the

originality of the draw
ings.

�
A
lw

ays add elem
ents to your draw

ing that w
ill clarify its scale. For

exam
ple, if you are draw

ing a landscape, include people, birds, plants,
furniture, signs, or lighting to reinforce the concept of your draw

ing.

�
D

on’t hesitate to add w
ildlife and other anim

als to your draw
ing to help

anim
ate areas that w

ould otherw
ise appear lifeless. Flying birds, geese on

w
ater, squirrels in grass, and dogs on a leash are all good exam

ples.

�
If you add signage to a draw

ing, avoid using the nam
es of real businesses. M

ake up your ow
n store

titles and graphics in order to m
aintain the unique character of your draw

ing; actual com
m

ercial nam
es

draw
 attention.

�
D

o not forget to add shadow
s to your draw

ings. A
n object w

ill appear to
float unless a shadow

 is draw
n beneath it. A

 soft shadow
 can suggest a

diffuse light source, w
hile a hard shadow

 indicates a single intense light
source, such as the sun.

�
D

raw
 against a triangle or straightedge w

hen adding shade to sm
all areas

of a draw
ing to accurately control the area of the shadow

.

�
P
rint your nam

e and the date in a low
er corner of your draw

ings in case
they get m

isplaced. D
oing so is also a great w

ay to advertise yourself as a
designer.

�
You can enhance the appearance of a sm

all original draw
ing sim

ply by
m

ounting it on a sheet of 1
1
 x 1

7
" w

hite paper; use either clear tape or spray m
ount.

�
W

hen appropriate, incorporate people into your im
age: they alw

ays add character and scale.

�
W

hen you do draw
 people, place them

 in active situations, interacting w
ith each other and having fun.

H
appy faces alw

ays enhance an im
age and m

ake for a m
ore inviting draw

ing.

�
For photocopying and digital scanning, the optim

um
 draw

ing size is 1
1
 x 1

7
". S

ize your im
age no

greater than 1
0
 x 1

6
" to allow

 for a border and w
hite space betw

een the im
age and the edge of the paper.

�
K

eep all sketches, red pencil m
ock-ups, and original artw

ork for future reference.

Quick Tips
C

oncept D
raw

ings
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Presentation
Draw

ings
A

s your design project reaches com
pletion, your client or instructor

m
ay request a m

ore form
al and detailed representation of your de-

sign solution. T
his m

ay be required for a m
ajor presentation or m

ar-
keting effort, or sim

ply as a final portrayal of the design. Som
e

clients, uncom
fortable w

ith the photorealistic character of m
any

com
puter renderings, are asking for a m

ore one-of-a-kind, authen-
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1.97

1.96
M

useum
 of Islam

ic Art.This form
al

rendering for I. M
. P

ei’s m
useum

 in D
oha, Q

atar,
w

as created through a series of digital and
traditional draw

ing steps:
Step 1.A

n existing A
utoC

A
D

 w
irefram

e
provided by the architect’s office w

as carefully
rotated to establish the optim

al eye-level entry
view

, w
ith the building geom

etry w
ell-defined

and fram
ed betw

een the landscaped planters.
Shadow

 studies determ
ined the m

ost effective
lighting condition for portraying the stepped
m

assing of the architecture.
Step 2.A

fter transferring the selected view
 to

a Strathm
ore board, the original 10 x 16" black-

and-w
hite draw

ing w
as delineated w

ith a
P

rism
acolor #935 pencil. The artw

ork w
as then

scanned at a high resolution.
Step 3.From

 that file, a slightly lightened
black-and-w

hite Iris print w
as m

ade on A
rches

cold-press w
atercolor paper at the final im

age
size of 14 x 26". A

ll final hand coloring w
as

accom
plished w

ith various P
rism

acolor pencils.
O

riginal and retrocolor draw
ings by P

aul
Stevenson O

les, FA
IA.

1.97
Presentation draw

ing for college design
project. This 24 x 36" draw

ing w
as generated for a

class project involving the rendering of tonal
values. The im

age w
as created using a

com
bination of graphite for the large fields of tone

and m
echanical pencil for the fine drafting,

lettering, and linew
ork. G

raphite pow
der w

as
applied w

ith cotton sw
abs and Q

-tips in a series of
steps involving frisket. D

raw
ing by H

unter Leggitt. 

tic piece of artw
ork—

a handcrafted rendering of the design. T
here

are m
any professional visualists and architectural illustrators w

ho
have developed their technique over m

any years and have a talent
for creating beautiful w

atercolor and m
ixed-m

edia renderings.
O

ther clients dislike hand-rendered im
ages and request  photo -

realistic representations. A
t this finished level of project develop-

m
ent, presentation draw

ings can also be paired w
ith anim

ations
and physical m

odels. T
he type of rendering you ultim

ately produce
should be dictated by the client.

Presenting Design Solutions
Presentation draw

ings or renderings are quite different than concept
draw

ings. C
oncept draw

ings are m
eant to be used during the design

process to generate design dialogue and conversation. Presentation
draw

ings are prim
arily used as a record of the final design solution.

N
ot everyone is expected to becom

e proficient at producing these
types of draw

ings. Professional illustrators develop careers creating
these renderings and becom

e experts w
orking w

ith specific m
edia.

Presentation Draw
ings:

•
Involve a m

uch higher level of detail and accuracy.
•

C
ould require a professional illustrator and the associated costs

of com
m

issioning a rendering.
•

Take m
ore tim

e to produce.
•

M
ay be larger than concept draw

ings, thus com
pounding the

tim
e and effort involved in producing them

.
•

A
re created via a process that m

ay involve form
al m

edia such as
graphite, w

atercolor, pastel, and gouache.
•

N
ecessitate illustrative developm

ent and the m
ore precise repre-

sentation of landscaping, people, m
aterials, shadow

s, skies, and
other elem

ents.
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1.99

1.100

Four-Stage Process  C
om

pared w
ith concept draw

ings, presenta-
tion draw

ings go through a m
ore com

plex developm
ent process.

Four stages are often required to produce a rendering of this type.
In the initial stage, background preparation, decisions are m

ade
about the design intent and purpose, the draw

ings’ dim
ensions,

the m
edia in w

hich they w
ill be created, w

ho w
ill illustrate them

,
the num

ber of renderings that w
ill be required, and how

 they w
ill

be reproduced and presented, as w
ell as about any photographic

and com
puter-generated data needed, deadlines, budget, specific

criteria dictated by the client—
and even the decision-m

aking
process itself.

T
he second stage, im

age m
ock-up, involves blocking out the

draw
ings, finalizing their com

position, selecting view
s, creating sam

-
ple illustrations, and soliciting initial client approvals.

T
he third stage, im

age developm
ent,

produces an in-progress
draw

ing that then form
s the backbone of the final rendering. V

alue
and color studies are review

ed. In-progress iterations of the draw
ing

are often show
n to the client for review

 and approval.
In the fourth stage, finished im

age,the presentation draw
ing is

com
pleted. It m

ay be scanned at a high resolution and digitally m
od-

ified to enhance its color or appearance. T
he final im

age delivered to
the client m

ay be the original artw
ork or a digitally m

anipulated file.
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1.101

1.98
Aerial perspective of golf resort.The

17
x

24" aerial view
 of a resort w

as first
sketched in pencil on vellum

 from
 a SketchU

p
m

odel view
 provided by the architect. A

fter
approval of the pencil m

ock-up, the final ink line
draw

ing w
as delineated w

ith a .25m
m

 fine-point
R

apidograph technical pen on 1000H
 vellum

.
Scanned at 300 dpi, the im

age w
as lightened in

P
hotoshop and printed onto w

atercolor paper
w

ith w
aterproof inks. The paper w

as m
ounted to

G
atorboard and painted w

ith w
atercolor and

gouache for highlights. W
atercolor by M

ichael
A

bbott.

1.99–1.101
Com

petition rendering.A
fter

considering tw
o view

 angles (Fig. 1.99), this
com

petition rendering for San Francisco’s ferry
building renovation w

as constructed from
 tw

o
elevations tilted up in A

utoC
A

D
 (Fig. 1.100) and

from
 site photos. The tow

er’s true proportion
w

as altered to balance the com
position.

W
atercolor and perm

anent ink. Illustration ©
J.F.

M
ahoney.
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