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QWP & LEARN TO SEE LIKE AN ARTIST =g

TOLESSON6 9  of

"~ THE FORM DETECTIV )
3 IEvery object is a puzzle of simple rom.sJZ X _ - g

€ BECOME A 9 THE BALLERINA MYSTERY @ 0 THE DOG PUZZLE W ,w\
FORM DETECTIVE @ A _ A

don't draw things.
They discover the

forms hiding
inside them.

Before dmw\ing, ask: G Sohere = head 0 Circle = head
? -
Q\ What shapes do I see? E Rectnal st m icrm
What forms do I see?
q ﬁ Cylinders = & Tirghes =
q Which form is biggest? arms & legs ears
Which form overlaps & Cone = skirt &30 ﬂ Box = muzzle
another?
\ip ‘Don’f name it. :
1 Analyse it. %l Even graceful movement A e e {bm ;
___?___;l begins with simple forms. e e W
ENSEEE
@) THE TEAPOT INVESTIGATION & € THE SCREW CHALLENGE @ 0 SHAPES BEYOND THE BASICS @
2 B Mot every shape is a circle or square.
[ cube = head Artists also look for:
ﬁ Cylinder = shaft

Heart

T———— Mature and machines
Complicated objects become simple obey the same g Star Hexagon
P ot e v drawing rules. @ T These become part of your
visual vocabulary. @@
@) DETECTIVE QUESTIONS @ @ YoUR TURN @ @ REMEMBER ® |
Before drawing, ask: gt = Look around your room. [= s

&) What form is #?

L 1 ; ) = v Artists don't draw objects. E
@ Which form is biggest? is often v : s

(@ Whic frm vl ncitr? [N || C Pl e QP Artists draw forms.
| hidi
:::r W Artists draw relationships.
@ Can 1 simplify it further? oge
@ What 5hque family does 1 ‘) Heart ] . - . e s : :
it belong fo? No drawmg reqwred V] . : — A

Just observe.

A=\ ) THE FORMS. SOLVE THE PUZLLE
A\ DRAW WITH CONFIDENCE X2
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¥ LESSON 12 ,//" What you NP

 THE GRID METHODA ===

you do on
Turn one difficult drawing into many easy drawings.

the other grid.

1 ENLARGE PROPORTIONALLY L BN 2 GRID BOTH SURFACES 2% |
Place the reference on top of the drawing paper The reference needs a grid. |
and align the corner and edges. The drawing paper needs the same grid.

@ Asor coe core € P2 o bong ruker from | (E]) Extond the ruor acrusa | (B Drenw the diagonal ne Same rows. Same columns. Same proportions.
and the top and the top-left comer to the drawing paper. fram the comer through I Reference (with grid) Drawing paper (same grid)
side edges. the battom-right comer Make a small mark the mark. Trim off any
of the reference. where it crosses the paper you don't need Iz 3. 4
opposite edge. or use it for notes. i |
A kA : vl
4 3 ¢ |
. |
_ _ |
. . ! One grid is a map.
| ARTISTTIP ¥ COMMON MISTAKES _ i Two grids are a system. Qg
- opsing | N

r*mﬂﬂzw Fj gt J ]
Lmt—mgm XI ________ X \!

3 CROSSINGS ARE KING 2L 4 FIND THE HALFWAY POINT DRAW ONE SQUM!E CHECK BEFORE 7 THE STAR GRID 1'%
AT A TIME COMMITTING

-+

1 2 3 4

"

|
. Don't draw: Drow: Refererce Yeusr drtrwing A
. '”n % L [squere C2) [squore C2)
= bl halfeeay? W The Enes j 1 B
W Lat o g W The crossings // ¢ |
of centre? W The shapes - T y
W Befors o J inside one square.
ater halfuray? Sil i N Bt 3
Where does z :

n | '!h‘m_mm, If something looks wrong: The star grid creates extra
your strongest The middle helps you 8 W Where does it X Don't keep gaing checkpeints. It helps you find:
reference points. measure accurately. - > o X Don't quess W Centres WP Distonces

‘o £ e , ok v W flignment W Intersections
If the mwngs are | ST o Correct - i
TS dra When in doubt, B W Doss it pass ¥ Continue specially use portraits
gt h . J ! thresgh the F and complex subjects.

find the middle. f
usually correct. v E middie | Small mistakes grow. >
N— Small corrections save | The star grid helps you.

find your way home when
o 90 SR )

WHY ARTISTS USE GRIDS 2= COMMON MISTAKES 23 4 - REMEMBER =1 4
E’ Enlargement 5’ Confidence : ancwn grids | A grid does not draw for you.
; i Fong [proportiens A grid teaches you to cbserve
O Reducton = i :_mbp:ts X Ignoring crossings e more accurately.
W Accuracy RS e K Guessing (i ;""{- The better you observe, y/
- ¥ Drowing the whale (b the better you draw. |
H Lt s @ picture at once | % -
v .
)

WHAT YOU DO ON ONE GRID,




WHAT HAPPENS WHEN YOU SQUINT? 3

!
i
|
l

|
1
‘.
|
|

+ SQUINT #
-TO SEE VAI.UES

z Squmt your eyes Simplify the scene. See what matters. \_,,

© Art4Heart

- . |
e : V Detals ¥ Values ¥ Lights separate v/ Yousee the big @ _ |
HY SQUINT _ disappear. remain. from darks. picture clearly.

Squint
your
" eyes
. (or blur
- your

vision)

1. YOU SQUINT 2. DETAILS FADE 3. VALUES REMAIN 4. SEE THE STRUCTURE

4 5 4 ¥ Notice the darkest
Relax your eyes | Small details, The relationship between You can now focus on 1 dark.
until the scene | textures and sharp lights and darks becomes |  shapes, values and ' ' ' E“F}'thing else fal
looks soft and blurry. edges disappear. clear and obvious. ' big patterns. somewhere in betwegn,

& FOR ARTISTS

When you squint, you train your eyes to see what

@@ SQUINTING

really matters in your drawing or painting: REMEMBER @
¢ SlMPLIFIES ¥ Big shapes instead of small details Your eyes are
¥ Value patterns instead of textures powerful tools.
COMPLEXITY‘ W Structure instead of surface Learn to use

them well.

ﬁ | That's how you create stronger, more accurate art. .

OBSERVE. SIMPLIFY. UNDERSTAND. THAT'S THE ARTIST'S WAY. @



®  LEARN TO SEE LIKE AN ARTIST 3

* DRAW WHAT YOU SEE, (
NOT WHAT YOU KNOW *

'\"OUR BRAIN DRAWS SYMBOLS. YOUR EYES SEE REALITY. .

@ WHAT IS SYMBOL DRAWING? @ THE EYE MYTH

L + 3 eyelashes + Different shadows
Bird “M" shape Flower symbal e
\ A + Irregular lashes
| € THE TREE MYTH @) THE HOUSE MYTH
» SYMBOL ] GBSER\{'MT!DN; 5 SYMBOL & OBSERVATION
ks o, + irregular =
brr:r?ches /\
* Hegative : !
1 spaces s
s Different m D]

leaf masses
* Varied |_|
values

Real houses obey perspective. @@

Trees grow. Symbols don't. @@

© THE BIRD MYTH (@) THE FLOWER MYTH
> SYMBOL & OBSERVATION K SYMBOL & OBSERVATION

Your brain says bird.
Your eyes see wings. @ Mature loves variation. @

@ How ARTISTS ESCAPE SYMBOL DRAWING (@) TRY THIS CHALLENGE

I 3 i i i Draw these obj from life. Do no Ethe object.
X DONT ASK: @ ASK INSTEAD: | | | Do not name the cbject sea. | T

“What is it?" |« What shape is #t? | YOUR SHOE A COFFEE MUG YOUR KEYS A PLANT

& « What angle is it? 7 E 5
9 * How long is it?
+ How wide is it?

| » What is beside it? |

|+ What value is it? |

Describe: @ shapes @ lines @ angles

REMEMBER ‘ ~ SIDE BY SIDE: SYMBOL vs OBSERVATION |

Your brain stores symbols. | TREE HOUSE BIRD FLOWER

Your eyes see reality. %
Great drawing begins
the moment you stop
drawing :.ymb-ols v

'-:'

L s % YOU ACTUALLY SEE. * AN

When you were a child, | 3 SYMBOL twhat you know) o QBSERVATION (what you see)

your brain invented —

simple symbels, : c Efes e
Yeou still use many not s

of them today. Eye symbol Tree symbol  House ;.,rmw (e) ._ : ymbols,

v —
XN X + Football shape «! Differant eyeiid shapes shapes, valugs
Circle irig = Differant curves

@ i 3 STOP DRAWING SYMBOI.S START DRAWING WHAT ' Art4Heart v _

/ The brain -

loves shortcuts. |

Artists learn
to ignore
them. r

\
D : , P
o T
2 :

]
e

They are
collections of

and lines,

—_

* Perspective
+ Different
angles

* Different

.. window sizes
+ Qwverlapping
shapes

* Value
changes

+ Different
petal sizes
+ Overlapping
petals
« Curves
* Shadows
# Natwral

variation

LY : -
ARTIST TIP - @
When you say,
“This is an eye”
you step chserving.

When you say,
“This is a collection
of shapes and values”
you start drawing.

v

BONUS REMINDER
Take your time.
Look carafully.
Measure with your eyes,
Compare shapes.
See the truth.

Then draw it. W




 WHAT IS A LINE? e FOLLOW THE LINE | HUNT FOR

A line can be:

Straight

S-curve

| Hook \J

;ape Y

Every drawing

begins with a line.

HUNT FOR
S-CURVES

S-curves create
movemnent
and grace.

" TIPS FOR SUCCESS |

| % Take your time.

W Look for lines
before shapes.

@ Don't rush.

W Compare often.

% Practice every day.

% Lines are your friends!

A line is simply a paint
moving through space.

Curved ___/——\

|| Don't draw the person.
FOLLOW the line.

Straight lines
create structure.

HUNT FOR

HOOKS Y-SHAPES
Hooks appear Y-shapes are one

of the most

@7 Hooks

'w S-curves

@@ Curves

@ Straight lines
CHECK YOUR DRAWING COMMON LINE MISTAKES
Hold your drawing and the reference . ollow the cu
side IJ:: side. 4 XTeo gt 1;:,::
Do the lines match? (\;) > |
Make 2 o 3 small corractions. |/ Mo stiff | Allow natural bends
. |
NToo seratehy i Confident, smoath
e |

COMNFIDENCE = BETTER LINES V

v STOP DRAWING THINGS. V

> START FOLLOWING LINES. -

STRAIGHT LINES ,

= A line is a full stop that kept on walking. @

! TRAlN YOUR EYES TO FULLOW DIRECTION, FLOW AND MOVEMENT.
; Most drawing mistakes happen because artists stop
Iooklng at the line and start drawmg what they think they see.

-

| o HONT FOR o

HUNT FOR
CURVES

Curves

TRACE
THE JOURNEY

Choose any line.
Place your pencil
on the start.
Follow it slowly. |

PRACTICE CHALLENGE
Find in any scene:

W 5 straight Eines

W 5 curves

@ 3 S-curves

W 4 hooks

% 5 Y-shapes

The more you find,

the better you see! @

Art4Heart @

ww.artdheart.com

o

;’é
\ straighteri?
1§ Does it spht?
W Does it hook?

Your brain
sees a person. 1|
Your eyes ‘:

E:"“)

FO O‘W the ;;""T
"t the object.

© ASK YOURSELF: |
7 Does it curve”
7 Does it

A LOLLIPOP

REMEMBER

Good drawing is
not about drawing
objects.
Good drawing
is about following
lines accurately.




© Art4Heart V

Cr‘ea'tmg Bright nghhghts
Reflective Eyes

@ Lift to create @ Erase to make @2 Lift small areas for @ Create bright spots |
shine and strands light appear. ¢ realistic reflections. and reflections.

: --“:Smooth :Sha.ding Effects

Scrft Clouds : Mist & Fog Portrait Highlights
at,. B 2.0 r P
e ! e | USe a ggﬂ
¢ k“e“d*‘fd Eraser
and light
pressure,

@ Lift gently for i @ Erase lightly to create @ Lift highlights for soft, : & Lift to create depth
| 50'& ﬂu’FFy forms. atmosphere. & natural light. and distance.

A

Fine Detail Erasing
Tiny Highlights : Lettering

@ Erase tiny lines = @ Lift fine hairs for . Erase tiny s for | @ Keep letters crisp 6
with contrel. ' realistic detail. sparkle and depth. and clean.
. Addmg Surface Texture
i Fabnc Texture Fur & Hair

| @ Erase lines and e&gves @ Lift highlights for % Erase to build : & Lift tiny shpes for
to create tcxtwe ; fahru: reuhsm : natural stmnds : sparkle and depth.

e B:T ERASERS S @ ARTIST TIP REMEMBER ﬁ \\.;,_ \

|
@ Great drawmgs are not Just about | | ep Lift, don't scrub. &
adding darks, | i
‘ Kneaded  Precision Vinyl Battery | | but also about lifting lights. W Work slowly and gently, = I~ |
| > i

Eraser Eraser Eraser Eraser . - | 9 Era.sing is part of the dmwing. - p \
@ Use the right eraser for I E?:’;:i :::1!;3:& V | @ Less erasing = more control. 3 -

the right effect.

ERASING ISN'T A MISTAKE. IT'S A TECHNIQUE. % B




@) SCRATCHY LINES

¢ Too many short strokes

FiX:

e Use long,
smooth strokes

PRESSING

TOO HARD TOO EARLY
e Linse dark & hard to erase

o Start Iight,
build later

WOBBLY /
HESITANT LINES
* Makes drawing look shaky
FIX:
Draw with confidence

OUTLINING EVERYTHING
EQUALLY

* No depth or focus

Vary line weight

Thick — front

Thin — back

NOT LIFTING
THE PENCIL
* Smudges & messy lines

Lift between strokes

L)

) BEGINNERS MAKE 4

AVOID THIS

DRAW FROM YOUR |
SHOULDER | START LIGHT

NOT JUST YOUR WRIST! —> THEN COM_IT! ¥,

@) BETTER LINES. BETTER DRAWINGS.
' PRACTICE. PATIENCE. PROGRESS.

TRY THIS

TRY THIS

it

TRY THIS

& e

TRY THIS

AVOID THIS

YOU'VE GOT THIS! (&)

@ |



Math,
Music,
Nature,

"= THE GOLDEN MEAN .. )

. 59 2. & NATURE'S BLUEPRINT . ¥ _#¢
o 3 : Bem&t? eem"ed C&WG w i s .'_-... :
1 WHRT |5 THE GULDEN ME»@N? 4 . 2 MEET F|BONACC| .
| A special proportion that appears i s | -:;:::T:;i:;’?::d m _\

again and again in rw.bure, art
| and design. numbers before it.

§ T _ WLESSON 14v -

e

Golden Rectangle :’u:::s
. = 1
. = \ grow,

4 a spiral

[l 7 appears.
| L kL - v |
i = ;
| Golden Spiral ;i) B

'3 NATURE LOVES SPIRALS 2] >

Thl same puttern appears at many different scales. - e i
i 5. r :

T Galaxy @
6 THE HUMAN CONNECTION %'

The Golden Mean can often be
observed in the human body.

Count the spirals! {1 '
@ Clockwise

7 ART & ARCHITECTURE 3 I . OIIMIEEYE v

Artists use the Golden Mean
to create balance and harmony.

Different languages. Same heartbeat. _,_
154, 258, ﬂ D
5. 8.13. _

Numbers @ Rhythm % Pntt:rn (P
> ! . R " Everything connects
Everything h hythm.
Neturel proartins = plasing. o our yes. ® | Eeitea e Q|

9 YOUR CHALLENGE 4%

Find the Gelden Mean in... 4

W A flower W A pine :mm

-%ARHST TIP | WOW MOMENTS ® 4. ° *

& Math and music it together. ¢' =

You do not need
W A shell W Your ear maths to enjoy the W Nature and art fit together. /7
W Asucculent W A building Golden Mean. e et e
WA 9&|ﬂ"5" You only naed v Beauty follows rules. -¢- s

v Sketch it. Trace the spiral. . ¢‘_ | =N . . curiosity. > ::um“ltrl:::s;:ﬁ:mkl
Eumnpnﬂmdmbﬂ:hn! W - B ——— 1




_LESSON 2:3

lJ Grea.t drame\

.5' are built on }
understanding,

not force. &

} .
= \‘\'1 v ,/;"j' >

N
e S

o WHAT IS PAPER TOOTH?
|

i
v
|

CLOSE-UP VIEW (MAGNIFIED)
Pwks (hills)

Paper is not smaoth.
It has tiny peaks
| (hills) and valleys.

This texture is called
“tooth” and it is what
holds the graphite.

A

9 WHY BEGINNERS PRESS T0O HARD

They try to force the graphite into the valleys
by pressing harder. This causes... =

X Paper tooth gets crushed
X The surface becemes smooth and shiny
X Harder to build more layers
X Erasing becomes difficult

X H pem'.ili can tear the paper

@ L7 THE PAPER DO THE WORK

| Your job is to build layers, not to force the pencil. I |

o
Heavy pressure
flattens the tooth,

Light pressure
builds layers.

i Build your values with different pencil grades, |
] not just heavier pressure. I |
' A softer pencil creates rich, dark wolues. ]

helping to reduce tiny white specks without
Ty ﬂ.ul'btnlng the pnp:r L

- —— - —

| o THE LAYERING METHOD (sTeP BY STep)

THE SECRET OF
PAPER TOOTH

Why different pencil gmdes create better, smoother shading

2H HB 2B 4B 6B
(Planning)

. @ A harder pencil can gently work into the paper tooth, ' '

i {
¥

When you shade with a soft pencil, i er

‘ '@ WHY WHITE SPECKS APPEAR -
|

|
| the graphite touches mainly the
‘ peaks of the paper.

|

I

|
!
_— Graphite ;
The tiny w1|.|ays stay white. sits on the ‘
peaks enly.
That is why your shading
can look grainy or ; White
speckled. P valleys
. . 2 -1 F—" remain. |
o HOW DIFFERENT FENCIL GRﬂDES WDRK TGGETHER
STEP 1 STEP 2 RESULT
SOFT B PENCIL ADD H OR F LIGHTLY Smoother, more even

tone with less visible
paper grain.

Touches the peaks.
Creates dark tone.

Reaches further into the
valleys. Reduces white
specks.

: D-Ffuent grudes + light pressure = moﬂth rich, bmutlful shading. ' 7

—— e —— =

=t

() sMOOTH SHADING WITHOUT DAMAGING THE PAPER

Let the graphite build gradually.

Hor F
{Light finish)

(Base layer) (Depth) (Darker) (Deep shadows)
¥ : " . oy :

The iigllt finish with H or F gently softens the texture
and reduces visible specks without destrugmg the tooth, @@

REMEMBER =g z

We are not trying to fill every valley.
We are aiming for a smoother, more even appearance.

@) commoN misTAKES
|

1. PLAN 2. BASE 3. BUILD DEPTH 4. DEEP SHADOWS. 5. REFINE [ Pressing toe hard i . 2
Use ZHor H  UseHBorF  Use 28 or 48 Use 4B-6B Use H or F X Using only one pencil . fh'P“P"'dvthewk
for your light for a light for mid to derk whare the lightly over the % Starting with a vary soft pencil . Let the Pencil do the o
shatech., base loyer, walues. darkest areas are. | aren to even o : 8 | You 4
¥ e | out the tone. X Going straight b | simply guide
g % Rubbing or scrubbing with the pencil | € process
f“ *® Expaﬂingpadﬂﬂ!mthwﬁmﬂuftﬂ'l .
¥ Balinving more pressure = better value

I o

ARTAHEART CHALLENGE
Create two shaded squores. Use the same time and pressure.
SOUARE B - LAYER WITH GRADES

Use ZH == H = I8 = 48 — 68 ~+ H (ight finigh)
Light layers ooy

SQUARE A - OME PERCIL ONHLY
Use 48, pressing harder to get dark,

:_‘ : Pnhenu + tlu nght pem:ll + 1|ght pressure = professional results. '

OBSERVE & COMPARE

Which sguare locks smoather?
Which has less visitle grain?
Which was easier on gour hand?
Which syeare wousld be easier
to odd detnils to?

W What dd you discover? @

* ARTISTWISDOM- |
Master the texture. \

Haner the paper.

The paper is your

Art4Heart (@

444K

e — — 9 UNDERSTAND YOUR PAPER. RESPECT YOUR TOOLS. ENJOY THE PROCESS. v o U oo



< BN DERSTANDING

happen when your \\I I

?upq.r ill'“i 'ﬂnur { "

W Pent.lls work .l' ¢
\\ . nggl,'nl,r }'

{
" ,\z_:ﬁ!,r" : The texture of the paper shapes your dr'dwmg i *-..
3 "_‘ Choose the right surface for the look you want to create. @
@ WHAT IS PAPER TOOTH? @ THE 3 MAIN SURFACES
Paper tooth is the tiny texture on the CLOSE-UP VIEW (MAGNIFIED) Every paper surface falls into one of these three categories.
surface of the paper. peaks (hills) SMODTH MEDIUM
sy S (HOT PRESS) (COLD PRESS)

“tooth” (grip) your
medium has and how
your marks lock.

.'1 M

Very little texture. Moderate texture with Pronnunced texture with

" As we learned in Lesson 2B, the grophite touches the peaks. | Th H“':::‘hﬂ’ - ;,mu't_;m n:":':"md ﬁg:p;k::dl vallogs
DrFfer:ni surfaces have dlﬁ'nn:ni size and shape of tocth. @ e S e 3 S s

Tlse maore tulure. ﬂlt mare \nSlbLt gWr pem'.ll strokes will In .

]

&) HOW SURFACE TEXTURE AFFECTS YOUR DRAWING
Same pencil. Same pressure. Three different surfaces.

SMOOTH (HOT PRESS) MEDIUM (COLD PRESS) W Bold, expressive marks
% Cleaner marks W Balanced texture. ¥ More texture in
¥ More detail ¥ Good grip yeur drawing l
¥ Easy blending W Better for lagering @ Great for loose
¥ Great for fine lines ¥ Versatile for and artistic effects
and pen work wet and dry media W Helds mere medium
BEST FOR: BEST FOR: BEST FOR:
Detailed drawings, : General drawing, - =2 Expressive work, |
pertraits, pen & ink, graphite, mixed media, - et charceal, pastels,
technical wark, sketching. watercolour.
0 WHICH MEDIUM LIKES WHICH SURFACE? 9 FEEL AND SEE THE DIFFERENCE
MEDIUM SMOOTH  MEDIUM ROUGH T
I Graphite v v o (Fer taxturs) f/ ]
\
f Coloured Pencil v v v{’ibght texbure)
/ Pen & Ink v v
P Charcoal v . v
e W Feels smooth W Feels slightly bumpy. W Feels naticeably rough
d Pastels v v almast Ghe satin. ¥ Magnified: and uneven.
. Watercolour v v ¥ Magnified: small, even bumps. ¥ Magnified:
_._{‘ Mixed Media v 7 wery tiny tooth. bigger peaks and ulk_.ﬁ
Match the surface to your medium for the best results. @ ; Your F'“EF'" C0 9""{ toal. T""' them! @ b
0 COMMON MISTAKES 6 B ARTAHEART STUDIO TIP
X Using smecth paper X Using very reush X Expecting watercsbsur X Pressing tea hard BS .
for tharsesl or pastels paper for fine detail pﬁwfwyupl-h. o papts. | = E o T
> ; : w. - | There is no “best” surface. N zl:’“' ‘:_w M"‘ L
s E ¥ L] ium ance.
P d | . t !
"’L ‘ﬁj = i There is DTJ'H the bes ! W Rough for expression.
g | surface for what you MR | W Let your surface
Little tnoth = Too much texture = Too much testure | It damages the paper | | .
poor geip and lots  loses detail and makes can tire your hand tooth and makes | to create. ! aipport]your: style.
of smudging. precise work difficult. and wear your pemcil blending difficult. 1 !
L
Let the paper and the pnn:-il wark ’mgi’lher. nat against each cther. B | (=
0 STUDIO CHALLENGE [~ ry ot raes) | = eowm (cowo press) Ig
Draw the same simple leaf I e
on oll three surfaces using e - 1 e ek
the same pencil o | j"v’ " 3
Obzerve and compare: i =
B Texture W Tone
¥ Detail ¥ Erasing — P =
¥ Blending ¥ Overall feel .' 4

Understand your paper. Respect your tools. Enjoy the process. @ tAl‘t4HGﬂl‘t(@

- Art from the Heart



B'andins is

Powerful - but

knowing when NOT
to blend is what

creates imPacL

Vv

"-“.‘. @ PRESERVE. DEFINE. MAKE IT COUNT. '_

. Blending softens, but sometimes you need sharp edges,

clean details, and texture. Knowing when to stop ¥ = J
Hendins I(egps your dr'awing stmng. clear and intentional. i

i
'- " ' DIFFICULTY: @ @ 9 Q
N @ = Foundation @ = Building Skil @) = Refinament (@ = Mastery
1“"‘-_ 3

Blsnding has its place - but not mryw"laru‘ WHY IT MATTERS

]'(ﬂcwirls when NOT to blend protects contrast, detail and the story you want to tell. @ Keeps important areas sharp and clear
@ Crestes stronger contrast and depth
P Maintains texture and realism
@ Draws the viewer's eye to what matters
@@ Giuqsw art focus and intention
SITUATIONS WHEN YOU QULD NOT BLEND
1. HIGHLIGHTS 2. SHARP EDGES 3. FINE DETAILS 4. TEXTURES 5. FOCAL POINTS 6. LINE WORK
Keep highlights clean Used for definition, Details ke hair strands, Rough surfaces, fabric, Reep the area you want Strong lines give
and crisp to create structure and clear wrinklez, textures and bark, stone, metal = attention on sharper atructure, mevement
contrast and realism, separation. small features, let the texture show. than the rest. and clarity,

.

OVER-BLENDING PROBLEMS

Ellmlina too much can cause:

Loss of details
Mud and flat tones
Lifaless drawings

Weak contrast

€ € € € ¢

Confused focal point

THE GOLDEN BALANCE

Blend the backgreund.
Keep the subject sharp.

00D PRACTICE

@ Blend with purpese, ot habit. Before you blend, ask yourself:

@ Protect your highlights.
P Loave texturs exposed.
@ Use a bght touch.

@ Step back and decide,
@ Stop when it looks right!

" Will Llanding improve this sres?

o | this s res that rereds to sty tharp?

W Will detsil or testurs be lost?
w s this a focal point?

@ K unsure - dont blend yet!

DECISION GUIDE
Laok ak gour referance or drawing.
Ask: What do | wank the viewer to see fiest?

+

Enep that area tharp.
+
Soften and blend the rest.

W Lead the eye - dont lose it

ArtdHeart

Art from the Heart




FINGER BLENDING .

. % SMOOTH. SOFT. EXPRESSIVE. 9 ;

Finger blending uses the natural oils and warmth of your skin

The simplest
tool you have is

always with you.
Use it with

intention.

to soften charcoal, create smooth gradients, and bring
life and atmosphere to your drawings.

"' DFFiCLLT: @ @ @ @ @ O

W @ = Foundation @ = Building Skill @ = Refinement (@ = Mastery

. \"our finger is a fantastlc blending tool - but the how and when make all the difference.
Contro! Cleanliness. Light pressure. That's the secret to beautiful results.

2 HOW TO FINGER BLEND

1 WHY USE YOUR FINGER?

@ Instant soft blending €) APPLY CHARCOAL €) PLACE FINGER ©) BLEND GENTLY ) SMOOTH & REFINE
Add charcoal ta Use the side of your Use light pressure and Keep blending wntil

W Great for large areas the area. finger, not the tip. small circular motions you reach the smooth,
or back and forth. even tone you want.

@ Creates smoath gradients
W Adds atmozphere

@ Perfect for portraits
and backgrounds

; ART4HEART TIP L
Use your finger like a brush

- light, ,unﬂi and in
the direction you want. QP Build in layers. Dark to light. You can always add mare charcaal, but it's hard to take away,
3 WHEN TO USE FINGER BLEMDING 4 BEST FINGER BLENDING TECHNIQUE - 5 CLEAN FINGER = CLEAN DRAWING
LARGE AREAS PORTRAITS ATMOSPHERE LIGHT PRESSURE SIDE OF FINGER SMALL MOVEMENTS CLEAN FINGER DIRTY FINGER D€
Backgrounds, Skin tones, Fog, mist. glow Start light. Press only ~ Use the flat side Use small circles Smoath, clean Smudges, streaks

skies, shadows. soft tramsitions. and mood. at much as needed.  (not the tip or nail). or short strokes. Elends. and unwanted
i marks.

” (Great for toft, realistic, and expressive work. ' Control comes from pressure and movement. ” Wipe your finger often!

6 HOW TO USEP YOUR FINGER CLEAN 3 7 FINGER BLENDING DO'S & DONTS = (8 exeaTes 2

@ Keep a tissue or cloth i Do DON'T @ Use your finger for big, soft areas.
o ﬂ\:ll'bg; e l_ M o Use light pressurs ¥ Press too hard W Use stumps for small, detailed areas.
fipe often = especially when * " ; :
moving 1o a lightee aras! W Blend in layers X Over-blend Ooses tevture) | | ¥ f;"‘::‘bf:‘tﬂ::x:.""’? with stumgs

© Use a clean part of the tissue . |
each time, : Try blending in the direction of light

© For very light arcas, wash ¢ v Work with good gquality 3 Blend too early for a natural look,
your hands. i ¥ charcoal x e @ Practice! The more you use your finger, J8&

Ignore the direction
1 - & the mare control you'll have.
arrareART TP @ |- i

y v Take your time of light
A clean finger gives you /
§ == Ol

BEFORE BLENDING AFTER FINGER BLENDING

' Keep your finger clean X Use a dirty finger @

Q@ Soft blends are built, not rushed,

REMEMBER ”
Great art isn't about

It's about using them

i
i
i avo.fdl'ﬂg your ﬁngs:prirlts.
|
: with purpose.

” Art4Heart @ = . T ANOTHER BRUSH IN YOUR ARTIS

Art from the Heart - IT. LOVE IT. MASTER IT.



= HOW TO =

OLD YOUR PI

Start at the When outlining

back end of was done, hold
the pencil shaft. pencil in the

This helps with middle of the
light lines that can shaft. —
be easily erased. Shading is not

It also reduces the rereatland

urge to press too hard. harshly done.

Keep pencil
point sharp.
This ensure your

drawing lines are
clear and secure.

When you need
to do more detail
in your drawing,
hold pencil near
the point for

more control and
precision.

b Detail Mude Preusmn & Control )5

s s e c—

T|P Do not drop your graphnte penculs. | ".

Keep th fel t b
eep m safely in a container or box. —P—

Art4Heart L '_

INC



. LESSON 8 €

ﬁeszf;:ﬁ_- ; GRAPHITE ;
“=;"/' PENCIL BRANDS ¢

use it.

0 PROFESSIONAL QUALITY 2 (2 BUDGET-FRIENDLY BRANDS M 3 I NS (AL

e R R Aifrdabln robols and perict ALWAYS MEAN BETTER?
re

excellent comsistency, reliable ' for practice, classrooms A skilled artist can create
grading. smoath layering and and beginners. beautiful wark with almost|
long-lasting performance. decent il.
anl l.—m_ms i Ao and A great place to start if f 7 e

I seruau;l rawing d P (Pt Better pencils make the | 2
long-term learning. budge ited process sasier, not

the artist better.

o

DERWENT

KOH-I-NDOR
N HARDTMUTH

P o bedgel porcil  Drowe with & promiem pend

o WHAT WE USED IN THE ARTAHEART STUDIO 9 HOW DIFFERENT BRANDS FEEL
= | For younger children | DERWENT | FABER-CASTELL| KOH-I-NOOR | MONT MARTE | STAEDTLER |  LYRA

Most lessons were

taught using: | and beginners on 9000 HARDTMUTH |
% Derwent a budget we often W Smaath @ Coesistent @ Dark values | % Good value ow fe—
used: @ Rich graphite | W Clean point W Traditional foel | W Softer wood | W Sightly firmer | writing and
W Faber-Castell S5 & s W Escallest W Excellant v G-ut for W Excellent ol dranming
=i= o 4 control Feer L J Grul for W Good student
W Koh-i-noor E o SMIE: te laysring practice : G m

o g v o et d -l Q Qe

.Trga&wmdmuhmhmtfulsrnghtmww L) _.f

(D A NOTE ABOUT VERY (@) DON'T CHASE BRANDS € ARTAHEART STUDIO TIP

SOFT PENCILS _ _ D | ke cre of gow pencel | oowerons | momrect |

S e it sercilaifrom Buying more pencils | |
"y Fe K won't improve ) = ~ W our pencil may look perfectly x V |

certain brands can feel slightly gour dravings. o bl I/ (& |
""“HV“‘@ oo @ .but ene drop can fracture the ."_--' | +3 .
'I'I-mL isn't a 'Fc.uHr it's ;:mﬁ! Learning to contral graphite core inside. |
rw“li:lbﬁ:ﬂﬂdﬂrgwhlh prnsu:.vnluu 9T et 4l s sy e e o Core stays strong

and observation
Try different brands and g
choose the one that matches

your drawing style. /
2 =

©) CHALLENGE: BRAND COMPARISON

time you sharpen it, making the
Pﬂﬁiwﬂsbmﬂﬂd ﬂiﬂ M
wns‘hngpu—ﬁcﬂggnndgmﬁlk

'Tru[wpuuhm&mﬂmﬂ

theyl reward you with longer-
lasting, cleaner points. h 4
ey @) | s ©

L ' Sﬁﬂy.wplnci:innpu:ldlﬁn.rﬂuormum

grmu the same sphere using three different brands. travelling. A little protection goes a l“"ﬂ way.
ompare: o pu— o
Darkness 4 R = BT )
i [ ARTIST MYTH vs ARTIST TRUTH |
Sl - . MYTH X | TRUTH +/ '
o . "My sharpener is broken.” | Sometimes the sharpener isn't the problem...
~EEEND -<EEeSD -am=mD L iy S oo A3z

_‘1 . Then decide which one feels best in your hand. 9 graphite core has fractured inside.

" THE RIGHT PENCIL. ﬁ

© THE RIGHT PRACTICE. |
THE RIGHT YOU. o s . : e -
© THAT'S WHERE THE 1 i RN

HAGIC HACPEHS. 1 Know youn tools. Love youn ant. Create from the heant. W - Act4Heart Academy -




WATCH | s
AND LEARN --

* Videos can teach
you so much : Wﬂ(‘;li EEISNG
A7 « Learn techniques KNOWLEDGE
and tlps

VIEWING IS | o —
| NOT ENOUGH | ke @

* Viewing does absolut WATCHING
nothing alone WITHOUT DOING

» Knowledge without | CHANGES
action stays theory | NOTHING

on . » DOTHETIME
p s @ * You have to put in

e ——— v
|
P

the hours

e Build muscle memory
|

PRACTICE
PRACTICE,
PRACTICE

o Try and try again |
* Progress comes :
through repetition |

Y. HoNEST PRACTICE
. CREATES MASTERY

@ Talent helps. Pm&&b& Z?amfbmg,g.

{ *lotingreplces | NG
¢ This is how el
w PROGRESS

mastery is built



PRACTICE DALY
20-30 MIN A DAY

2 V4

o

- START WITH
BASIC SHAPES |

ST RS AR
i

— P

ot
N\
-

REFERENCES | (@@} 4P LEARN OBSERVATION ;
— "_‘__'-"l | e — — -""___D

CYE

FZ

@ &P LEARN SHADING
* Hatching
o Cross-Hatching

6 & NOTICE PROPORTIONS,
SHADOWS

oy

e

WATCH TUTORIALS
YOUTUBE & ART COURSES

------

|

) \

= PRACTICE DAILY —> GET BET




* COMPARE =

ALUES

Great drawings are not about detail. £
They are about correct values. © f '

© Art4Heart ¥
= THE VALUE SCALE : | E){AMPLE SIMPLE OBJECT | HOW T0 COMPARE
e | VALUES
é_LlEil'lTEST | |
LIGHT | FIND THE
LIGHTEST LIGHTEST LIGHT
LIGHT L 4 Sl Locate the
o ' = O —_ lightest area |
P : ] in your subject.
This is your

reference Point,

9 FIND THE

DARKEST DARK

Locate the
H darkest area
5 in your subjen‘t.

This is your
other reference.

9 COMPARE

EVERYTHING ELSE

D000 00O00OO O

< DARKEST _
DARK = BT ARE MNow compare
| all other values
DARKEST | @ to these two
DARK ;
| extremes.

S - = : Where do they

3 THE KEY IDEA - FEEIE I o e ey fit on the scale?

Don’t guess. i Don't assume. . Don't rely on memory. | n
~ T - i .
] g | '
W o I g

. Squint your eyes | |
- - to see the big ;
"B value relationships |
more clearly.

EVERYTHING IS RELATIVE. ¢

Compare.

el




8  HARDvs SOFT f\
ol ’rlsntthedarkest one. "-1'
(GRAPHITE PENCILS | "=
Choosb'lg the rigffuf Penaf for ﬁ'fl.%,"oé. T,

| o MI-:E‘]' THE TWO FAMILIES 9 WHAT HAPPENS ON THE PAPER?

I HARD PENCILS 1 SOFT PENCILS S T e
| T e - - T2 - |

e -

Y0
~

Soft pencils contain
e Wears | more graphite, so the
quickly | tip wears down faster

as you draw.

Use the pencil that
suits the job, not the
one that happens to
be sharp. —- o

: ~ SMUDGE TEST | ] © ERASER CHALLENGE | ~ .
o Shade = Blend with finger or stump o Shade —» Erase with a normal vinyl eraser g - .
AT ¥ Hard geaphite

! [ 28 ] m s easily
| ; e
|

* Light values + Dark values Gt i
» Sharp poaint + Softer point |
» Clean edges * Rich shading
» Less smudging + Blend easily
| * More control * Smudge easily /_;;
| More clay * More graphite f % % |
g Blunt I '
fard point éaﬁ point =3
LIGHTER VALUES DARKER VALUES |
THE POINT TEST i N 0 WHICH PENCIL WINS? |
P e T Afer deawing . ART4HEART | e
N o femimutes - URSS TODOFTIESS HARD PENCILS SOFT PENCILS |
s ] - | E il be
IR 5= T | serpeedtoatioe T / Portaits
| ! int. ; ;
[ i 1] Bl ; v Perspective v Animals |
i m iﬁ- : s sm:!@ ' m;’:ﬂ’;ri‘:n::!; v Measuring v Landscapes |
: i i # | that point. v Fine detail v' Deep shadows |
| ilﬁ" | ﬁ“‘ 5"::':”5 | Hard pencils contain v Ligl‘lf guidell'nes v Backgrounds !
: | more clay., making the V' Architecture v Atmosphere]| I
m W i e W,ws | graphite Islr\ongur and | o
! i qu.;jd,y more resistant to wear.
! l
| |
| &

" - = usually leaves
yigisg P 4 a stain.
g ;—;f;‘ Fﬂf;k(' E % iTTis tasities

Hard pencils . Seft students why
' ' planning @
‘_-...M_ e ——— b_le_ﬂ:i ______ = S — ' TS =~/ |
PRESSURE MYTHS e T T e P
o Pressing harder is not the answer. ART4HEART STUDIO 14
LIGHT PRESSURE HEAVY PRESSURE X My students usually start with HB. i
* Graphite sits on the paper surface. + Flattens the paper tooth. a3
+ The paper tooth remains open, + Can score or damage the paper. Then we add a ZH for Pk'w"g
* Mora layers can be added. = Makes smooth layering difficult. A 2B for gan&l’nl sﬁndmj.

» Easier to erase and adjust. » Creates shiny graphite patches, A BB for the deepest shadows.

» H pancils can indent or tear the paper. Those four pen:.r'ls Cinlcreate

almost any realistic drawing.

ART4HEART STUDIO TIP P
If you need a darker value, change the pencil before changing the pressure. e HIHI CHALLENGE o Ask y‘ournlf,-
Let the gqp]..p. do the vork L] L DRAW ONE APPLE HOW DRAW IT AGAIN W Which drawi
- ————— ONLY USE USING h el
— —_—  ——— - i g F as more depth? |
| | HB+HEAVY PRESSURE | 48 + LIGHT PRESSURE | drloblo o i) ¥ Which was |
| |, | | t easier? &
- = \ W Which gave {
| o @ I | | smoother  — | |
l r - g | e J | = ! transitisns? @El
soft, rich and blendable. ] ARTIST WISDOM -

! It isn’t about owning more pencils.
a It's about knowing when to change them, W
- — = - .

ACADEMY







