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| -Point Perspective:
1. Draw the horizon line (HL)
- Draw 1 vanishing point (vP)
. Draw a 2D shape P
. Make converging lines (CL) back to the vanishing point (V) .
. Use vertical and horizontal lines to finish the shapes
Add shading from a light source
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‘2-Point Perspective: B L

. Diaw the horizon line (HL)

. Draw 2 vanishing points (VP)
Draw the 1+ vertical line

. Make converging lines (CL) to each vanishing point (VP)
. Use vertical lines finish the shapes
. Add shading from a light source
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Draw 3 vanishing points (VP)
Draw the 15t vertical line to VP #3
. Make converging lines (CL) back to the vanishing points (VP) #1 and #2
Add shading from a light source !

is made just like 2-Point, but all the vertical lines go to VP #3
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it Perspective:
Draw 4 vanishing points (VP)
' Draw the 1# vertical line between VP #2 and VP #4 and a horizontal line

between VP #1and VP #3
Draw curved (football shaped) converging lines (CL) between VP2and VP4
Draw converging lines from the top and bottom of the shape to VP1landVP3

. Add shading from a light source

2 like 2- Point, but with curved lines instead of vertical
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raw 5 ;r;nlshlng points (VP) "
the Horizon Line and Vertical Line (+
w straight lines that radiate out (like a sun) and 2 curved (football
aped) lines from north to south and another east to west
w the building within the lines that you just drew
shading from a light source
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smaller, fade, have less detail, and the position of the object gets higher
per as it gets closer to the vanishing point

ers get smaller as they fade to the VP, use CL and/or vertical lines

The mp and bottom are CL *be aware of the size of the door compared to the

ust have a space in between windows)
Make awindow wm\ the top and bottom using CL and/or vertical lines/CL
Make window go across the whole side of the building
Draw an "X” from corner to corner of the window
Draw a vertical line through where the X crosses
Erase the X and repeat to find the center of the new 2 windows, and keep
repeating until the desired amount of windows is achieved
Erase every other window
ws in a Row (must be touching)
Do the same as equally spaced but leave them connected

Make CL to the VP on the opposite side of the paper
All lines go to VP’s

Make with CL to VP’s

Make with CL to VP's and vertical lines

ral and
They get smaller as they get closer to the VP, remember size compared to the
bulldings
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Always use inmultiples of 3

* Position i

¢ Detail

* Overlap

* Different Values }

* Size Variation o
Objects get smaller, fade, have less detail, and the position of the object gets higher |
on the paper as it gets closer to the vanishing point |
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Signs r
* Letters get smaller as they fade to the VP, use CL and/or vertical lines |

* The top and bottom are CL *be aware of the size of the door compared to the
building

ust have a space in between windows)
Make a window with the top and bottom using CL and/or vertical lines/CL ]
Make window go across the whole side of the building
Draw an “X" from corner to corner of the window -
Draw a vertical line through where the X crosses {
Erase the X and repeat to find the center of the new 2 wlndow:, and keep
repeating until the desired of windows is achi
* Erase every other window
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must be touching) -
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Do the same as equally spaced but leave them connected

* Natural elements (at least 2 in multiples of 3)

* Built features (at least 3)

® Use perspective techniques (at least 4)

* Shade everything
® Drawing must fill the page

* Structures (at least 5)

* Make CL to the VP on the opposite side of the paper fo
* Alllines go to VP's
‘Roads
* Make with CL to VP's
" ‘ o

You will create a scene using 1, 2, 3, 4, or 5 point perspective that includes:

*  Make with CL to VP's and vertical lines

* They get smaller as they get closer to the VP, remember size compared to the
_ buildings _

& NOW IT'S EASY TO TELL.
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USING OVERLAPPING LINES TO SHOw DEDTH (S ONE
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aurits € ornells Escher wa
orge Escher: He was th
dal patterns from @
s earlier studies, he amv
rehitecture school, Esch
tor, Samuel Jessurun d
sortraiture captured in wool
Fight Heads" (1922).

fscher traveled to the Mediterrar
onders of th
923 they marr

ome with his family,

d architecture, startlin
ore human-oriented wi

such as 1935's "Hand With Re

addition to eventually bec
sher was emb D)
e output embodied or
her died on March 2
4. His work has contin
athematica| implications




