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points to remember

Hold the pencil loose and away from the point.

Use your whole arm.

Keep the paper free and not fi xed down.

Avoid erasing too often.

Use diff erent pressures on the pencil to achieve diff erent 
tones.

FREEHAND DRAWING AND 
RENDERING

1a.  Lines and 
Geometric Shapes

Make sure that you have the paper in a 
comfortable position and not fi xed down.  Turn 
it on an angle if that feels better. Use an HB–2B 
pencil.

1.  From the start point draw freehand lines to the given 
dots.  Make sure that you put your pencil on the start 
point and look at the point you are aiming at, not at 
your pencil.

2.  Draw freehand each set of parallel lines about 5mm 
apart as shown.  Vertical, horizontal and at 45º angles 
both ways.

3.   Draw freehand the following geometric shapes.

Square Rectangle

Triangle Diamond

Oval / Ellipse Circle

SECTION 1

task

Start

1. 2.

3.
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1
1. Draw two
    vertical lines

1. Draw two 30° and one
    vertical line to form arrow

2. Add  30° parallel
    lines at top

3. Add two verticals
    at each end

4. Add two 30° lines at top
    to complete cube

2. Add two
    horizontal lines

3. Add  45° lines 4. Add vertical and horizontal
    lines to complete cube
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points to remember

Hold the pencil loose and away from the point.

Use your whole arm.

Keep the paper free and not fi xed down.

Avoid erasing too often.

Use diff erent pressures on the pencil to achieve diff erent 
tones.

FREEHAND DRAWING AND 
RENDERING

task

1.

2.

1b.  Cubes in Oblique and 
Isometric

Make sure that you have the paper in a 
comfortable position and not fi xed down.  Turn 
it on an angle if that feels better.  
Use an HB–2B pencil.

1. Oblique Cube
Underneath the written instructions for the oblique cube, 
and using the given starting points, freehand draw the 
cube following the four stages. Turn the cube into a small 
box that could hold something. 

2. Isometric Cube
Underneath the written instructions for the isometric 
cube, draw the cube freehand following the four stages. 
Turn your cube into a die or something similar.
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11111c.  Cars in Oblique and 
Isometric

Use an HB–2B pencil.

1. 2D Car
Draw freehand the 2D car using the given starting boxes 
(crates) as a guide. Follow the instructions and develop 
your car to completion. Add colour to your fi nal drawing 
to make it look realistic.

2. Oblique Car
Draw freehand the oblique car using the given starting 
boxes (crates) as a guide. Follow the instructions for the 
2D car and develop your oblique car to completion. Add 
colour to your fi nal drawing. 

3. Isometric Car
Draw freehand the isometric car using the given boxes 
(crates) as a guide. Follow the instructions for the 2D car 
and develop your isometric car to completion. Add colour 
to your fi nal drawing.

Putting a box around an object and drawing inside it is 
called crating.  We do this to help us construct a drawing, 
and the box is used as a guide. The unused parts can be 
erased at a later stage.

points to remember

Hold the pencil loose and away from the point.

Use your whole arm.

Keep the paper free and not fi xed down.

Avoid erasing too often.

Use diff erent pressures on the pencil to achieve diff erent 
tones.

FREEHAND DRAWING AND 
RENDERING

task

1. Round corners 
and add wheels       

2. Add appropriate 
details    

3. Complete the 
final car  

1. 2D
Car

2. Oblique
Car

3. Isometric
Car
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points to remember

Hold the pencil loose and away from the point.

Use your whole arm.

Keep the paper free and not fi xed down.

Avoid erasing too often.

Use diff erent pressures on the pencil to achieve diff erent 
tones.

FREEHAND DRAWING AND 
RENDERING

1d. Tonal Scale using Lines

Use an HB–2B pencil.

1. Draw freehand vertical straight lines. 
Sketch vertical lines from one end or the other (start lines 
about 3–5mm apart) and reduce the gaps to darken the 
tone at one end.

2. Draw freehand 45° straight lines. 
This is called hatching.
Follow instructions in No 1.  
Slope lines at 45°.

3. Draw freehand 45° straight lines both ways.
This is called cross hatching.  
Follow instructions in No 1.  
Slope lines at 45° in both directions.

4. Draw freehand squiggles.
Have your squiggles gather intensity by reducing the gaps 
and darkening the tone through to one end.  

task

Pencil leads are made by mixing graphite with fi ne clay and then 
fi ring them into sticks in a kiln.

The lead is actually graphite, a form of carbon, which is one of the 
softest minerals.

The two ingredients are combined in diff erent proportions to 
produce leads of diff erent hardness and blackness.

Softer and blacker pencils (B to 6B etc) have progressively more 
graphite, while harder and lighter pencils (H to 8H etc) have 
progressively more clay.

Pencil leads are relatively brittle so don’t drop them.

6B

Softer

Darker

Harder

Lighter

4B 2B B HB H 2H 4H 6H 8H

Vertical
Lines

Hatching

Cross
Hatching

Squiggles
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1 2 3 4 5 6

1 2 3

light
source

2

1

32222
points to remember

Colour pencils are soft and should be protected. Don’t 
drop them.

Hold the pencil loose and use your whole arm.

Don’t fi x your paper down.

COLOUR THEORY AND 
RENDERING

2b.  Tonal Scale Render 3D 
Solids

Render the fi ve tonal scale boxes from dark to light 
starting at either end. In the top box, three tonal values 
should be used, which represent the three shades you 
would fi nd on a cube when a light is shone onto it from 
above and at an angle.

Value 1  Full light
Value 2  Partly in shadow
Value 3  Full shadow

Render the fi ve diff erent geometric solids with 
diff erent colours to clearly show a light source.

Use the given examples to help you with your rendering.

Add shadows to the second of the two solids you render.

task
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FREEHAND DRAWING TONAL SCALE    RENDERING    ISOMETRIC      OBLIQUE    GRAPHICS IS COOL

A   B   C   D   E   F   G   H   I   J   K   L   M   N   O   P   Q   R   S   T   U   V   W   X   Y   Z     1  2  3  4  5  6  7  8  9  10

Top face
value 1
in full light

light
source

Side face
value 2
in part light

Back face
value 3
in full shadow

45°

30°

60°

3333
points to remember

Hold the pencil fi rmly about 20 to 30mm from the point.

Use your  whole arm.

Keep the paper fi xed down.

Use light pressure on the pencil to draw construction lines 
and heavier pressure to draw darker fi nishing lines, or use 
a darker pencil.

Make sure that the head of your 
T/square is hard against the edge 
of your drawing board.

Also check that your set squares 
are sitting fi rmly on the T/square.

This will ensure that your lines 
are always accurate

INSTRUMENTAL DRAWING

3a.  Linework and Printing 
Practice Sheet

In this section you will learn some basic skills to help you 
draw accurately and present your work to a high standard.

Drawings are constructed, or built, around a good 
foundation. It is preferable to complete your drawing 
in very light construction lines.  Use a 2H pencil for this. 
When you have checked that everything is correct you can 
darken the outline with a darker pencil.  Use an HB pencil 
for this.

1.  In the boxes provided to the right of the examples 
shown, copy the lines neatly using your T/square and 
appropriate set square.

2.  At the bottom of the page practise your printing 
between the guidelines provided. Use only capital 
(upper case) letters and copy the alphabet, the numbers 
and the words shown.

Make sure your lettering hits both the top and bottom 
lines.

3.  Shade the two cubes using the example as a guide.

SECTION 3

task

1.

2.

3.

30˚/60˚ 
set square

T/square

45˚ 
set square
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1. Length of lines 2. Diameter of circles

3. Radii of arcs

4. Dimensions of a steel plate
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points to remember

In graphic design we use millimetres and metres as our 
standard unit of measurement. We do not use centimetres.

It is very easy to measure to the exact millimetre, as long 
as you are careful.

INSTRUMENTAL DRAWING

3b.  Measuring Lines, Diameters 
and Radii

Measure the lengths indicated to the nearest millimetre, 
and record in the spaces provided.
Use standard numbering to record your measurements.

1. Lengths of lines.

2.  Diameters of circles. 
The diameter is the length of a straight line passing 
through the centre of the circle.

3.  Radii of arcs.
The radius is the length of a straight line from the centre 
to the circumference of a circle. Radii is the plural of 
radius.

4. Dimensions of steel plate.

task

discussion

Why would a graphic designer need to understand 
measurements?

If a designer did not measure accurately, what problems 
could arise?

List diff erent types of designers and how they would use 
measurements in their job
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