PERSPECTIVE

meing 15 actually quite simple; just sketch the shapes and
masses yvou see. Sketeh loosely and frecly—il you discover
something wrong with the shapes, you can refer to the rules of
perspective below to make corrections. Your drawings don't need
to be tight and precise as far as geometrnic perspective goes, but
they should be within the boundaries of these rules for a realistic
portrayal of the subject.

Practice is the only way to improve your drawing skills and 1o
polish vour hand-eve relationships. It's a good idea 10 sketch
everything vou see and keep all your drawings in a sketchbook
50 vou ¢an track the improvement. (See page 12 for more on
sketching and keeping a sketchbook.) Following are a few exer-
cises to introduce the basic elements of drawing in perspective.
Begin with the one-point exercise.

ONE-POINT PERSPECTIVE

In one-poinr perspective, the face of a box is the closest part to
the viewer, and it is parallel to the horizon line (eye level).
The bottom, 1op, and sides of the face are parallel to the pic-
ture planc.

Horizon line

1. Draw a horizontal line and label it “eye
tevel” or “horizon line.” Draw a box below
this line.

Two-POINT PERSPECTIVE

In two-paint perspective, the comer of the box is closest 1o
the viewer, and two VPs are needed. Nothing is parallel to
the horizon line in this view. The vertical lines are parallel
to the sides of the picture plane.

VP Hovizow line VP

.

1. Establsh the horzon line (see “One-Point
Perspective™ at left), and then place a dol
at each end and label them VP Deaw a ver-
tical line that repeeserts the cormer of the
box closest 1o the viewes
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VP
2. Now draw a Fght guidelins from the top
right cormer to a spot on the horizon line.
Place a dot theee and Ladel it VP (vanish-
g point). All side lines will go to the
same VP
VP
3. Neat, draw a Ene from the other cornes a5
shown; then draw a horizontal lise to
establish the back of the box.
P

4. Fmally darken all Goes as showe, and you
will have drawn a perfect box in one-point
parspective, This box may become a book,
a chest, a building, ete,

2. Dearw guidelines to each VP
from the top and the bottom of the
wertical line. Draw two more vertical
lines for the back of the sides.
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3. Dvaw two Snes to the VPS, as

shown, 10 establish the top of the box,
Now darken all the Sees and you will
have drawn a perfect bax in tmo-point
perspective,

FINDING THE PROPER PEAK AND ANGLE OF A ROOF

1. Draw 2 box in two-peint perspective.

2.Find the center of the face by deawing diagonal lnes
from cormer 1o comer; then draw a veetical lise upward
through the center. Make a dot for the recf height.

3. Using the vanishing point, draw a line s the anghe
of the roof ridge; then draw the back of the roof. The
angled roof Encs will meet at a thied VP somewhese
in the sky,




