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For countless aspiring artists and designers,
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convincing drawing on paper can feel
impossibly wide. You can see the object
clearly in your mind's eye, yet when your
pencil touches the page, the result feels flat,
distorted, or simply wrong. This struggle is
the very problem that How To Draw
Drawing And Sketching Objects
Environments From Your Imagination
Scott Robertson aims to solve. This
masterwork, co-authored with Thomas
Bertling, is not just another drawing book; it
is a rigorous, systematic curriculum
designed to equip you with the foundational
skills needed to draw anything you can
imagine with confidence and accuracy. It
teaches you to see the world as a collection
of forms in perspective, giving you the tools
to translate thought into line. This article
will explore the core principles of this
transformative book, offering a
comprehensive guide to understanding and
applying its powerful techniques.

Who Is Scott Robertson
and Why Does His Method
Matter?

Before diving into the techniques, it is
important to understand the authority
behind the method. Scott Robertson is a
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profile projects RORAKFHBm the Spy Kids
films to the Halo and Star Wars: The Old
Republic video games. He also co-founded
the prestigious entertainment design school,
ArtCenter College of Design's Entertainment
Design department. His unique background
in industrial design—a field that demands
precise, functional, and drawable
objects—shapes every page. He treats
drawing not as a mystical talent but as a
learnable, analytical skill, much like
mathematics or physics. This approach is
the beating heart of How To Draw
Drawing And Sketching Objects
Environments From Your Imagination
Scott Robertson. It dispels the myth of
innate talent and replaces it with a set of
clear, repeatable steps. For anyone serious
about concept art, industrial design, or
simply drawing realistically from
imagination, his methodology is considered
indispensable.

The Philosophical
Foundation: Drawing Is a
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Learnable Skill

The first and most important lesson from the
book is a mental one. Robertson argues that
the greatest obstacle to drawing from
imagination is not a lack of skill, but a lack
of understanding. He presents the act of
drawing as a problem-solving exercise.
When you look at a chair, your brain
recognizes it immediately. However, to draw
that chair from a new angle, you must
understand its structure—the thickness of
its legs, the relationship between the seat
and the back, how all these parts sit in
three-dimensional space. How To Draw
Drawing And Sketching Objects
Environments From Your Imagination
Scott Robertson provides the tools to
deconstruct that chair into its essential
geometric components. By learning to
master these building blocks, you move from
copying what you see to constructing what
you want to see. This shift from passive
observation to active construction is the
fundamental paradigm shift that the book
champions.

Core Principles: The
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The book is dense with information, but it is
built upon a few critical, interlocking
principles. Mastering these is the key to
unlocking your ability to draw from
imagination.

1. Perspective: The Undisputed
King

Robertson does not simply mention
perspective; he systematically deconstructs
it. He starts with 1-point perspective and
quickly advances through 2-point, 3-point,
and even curvilinear perspective (5-point).
However, his approach is practical and
visual. He teaches you how to construct
accurate grids on the fly, how to place
objects within those grids, and how to rotate
them. A huge emphasis is placed on
understanding the station point, picture
plane, and vanishing points as a single,
integrated system. You will learn to draw
ellipses correctly, a non-negotiable skill for
drawing cylinders and rounded forms.
Without a deep, working knowledge of
perspective drawing objects and
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virtually impossible. This book ensures you
build that working knowledge from the
ground up.

2. Orthographic Projection: The
Designer's Blueprint

This is a technique borrowed directly from
industrial design. Before drawing an object
in a dynamic perspective view, Robertson
instructs you to draw its orthographic
projections—the front, side, and top views.
By laying out the object's exact proportions
in these flat, 2D views, you create a precise
"blueprint" of its dimensions. This blueprint
removes all guesswork. When you then
construct the object in perspective, you
know exactly how wide, how tall, and how
deep every part is in relation to the others.
This is a powerful strategy for avoiding the
common pitfall of drawing an object that
looks fine from one angle but falls apart
when rotated in your mind. It grounds your
imagination in concrete data.

3. Form Language and
Construction: Building Like a
Sculptor
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of simple, primiRPPEIEERNspheres, cubes,
cylinders, and cones. This chapter,
"Construction," is a masterclass in how to
combine these primitives to build anything.
You will learn to "add" and "subtract"
volumes to create complex surfaces, using
construction lines that are visible in the final
sketch. These lines are not mistakes; they
are the scaffolding that holds the drawing
together. Robertson provides specific, step-
by-step methods for drawing complex
surfaces like car bodies or mechanical parts
by starting with a simple box and gradually
carving away or building up areas. This
process gives you total control over the
form.

Mastering the Drawing
Tools: Precision in Every
Line

Robertson does not assume you have perfect
line control from the start. He dedicates
significant attention to the physical act of
drawing. He teaches a specific pencil grip
for controlled, sweeping lines versus tight,
precise ones. He drills the importance of
drawing,through youn, forms—=that is,
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drawing the hidden back edges of a box or
cylinder as faint construction lines. This
keeps your drawing spatially coherent. The
book also covers foundational skills like:

¢ Ghosting Lines: Hovering your pencil
over the paper to rehearse a line's path
before committing it to the page.

e Drawing Smooth Ellipses: Using
your shoulder, not your wrist, for fluid,
consistent curves. He provides specific
exercises for this, as the ellipse is the
most common shape in industrial
design and architectural sketching.

e Line Weights and Quality: Using
thicker, darker lines for the edges that
are closest to the viewer and thinner,
lighter lines for edges that are further
away or are construction guides. This
instantly adds depth and readability to
your sketch.

These technical skills are not optional. They
are the mechanics that allow your
understanding of perspective and
construction to flow from your shoulder to
the paper with clarity and confidence.

Applying the Method to



How To Draw Drawing And
Sketching Objects Environments

Enmmﬁﬁgination Scott
Robertson

provides specific techniques for drawing
environments. This involves scaling the core
concepts up to the size of a room, a street,
or a landscape. Key techniques include:

e Drawing Ground Planes and Grids:
You learn to construct complex
perspective grids that can be used to
place objects like buildings, cars, or
people at any position in a scene.

e Using Enclosures: A method for
bounding a complex object, like a
building, within a simple perspective
box. You then design the details inside
the box, ensuring they all conform to
the same perspective system.

e Drawing Curvilinear (5-Point)
Perspective: For creating dynamic,
fish-eye lens-like views that give your
environments a sense of scale and
immersion.

e Altering and Reusing Perspectives:
You are not tied to a single base grid.
The book teaches you how to rotate
and shift a foundation grid or a
propped up grid (like a wall or a sloped
roof) to easily draw complex, non-
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Whether you are drawing the interior of a
spaceship, the exterior of a fantasy castle, or
a futuristic bridge, the foundational step is
always the same: lay down a solid
perspective grid and build your geometry on
top of it.

Designing Objects from
Your Imagination

The true test of your new skills is designing
something that does not exist. This is where
the exercise book, How to Render, often
comes into play, but the foundation is laid in
How to Draw. The process is:

1. Brainstorm and Thumbnail: Start
with quick, small, loose sketches to
explore different forms and ideas. Do
not worry about perspective here; just
explore shape.

2. Create Orthographics: Take your
best idea and draw its front, side, and
top views. This locks down the
proportions.

3. Construct in Perspective: Use your
orthographic blueprints to build a 3D
box in perspective. Then, begin adding
the volumes of your object inside that
box, using the construction line
techniques you have mastered.
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transitions. This is where your line
weight and shadow studies come in.

This structured approach eliminates the
guesswork. You are no longer hoping your
drawing will look right; you are forcing it to
look right by building it on a foundation of
geometric truth. This is the ultimate goal of
How To Draw Drawing And Sketching
Objects Environments From Your
Imagination Scott Robertson.

How to Use the Book
Effectively: A Strategy for
Learning

This is not a book to be read in a weekend. It
is a textbook and a workout regimen
combined. To get the most out of it, you
need a strategy.

* Read and Do: Never just read a
chapter. Have your sketchbook open
next to you. Do every single exercise,
no matter how simple. You must draw
the grids, draw the boxes, draw the
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as skill.

¢ Focus on One Thing at a Time: Do
not try to master the entire book at
once. Spend a week just drilling
ellipses and boxes. Then spend a week
on drawing ellipses on vertical and
horizontal planes.

e Draw What You See: Apply the
"construction" and "perspective" lens
to objects in your daily life. Try to draw
your coffee mug using the box-and-
ellipse method. Try to figure out the
perspective system of your table.

¢ Use the Companion Website: The
book references a website with
additional video demonstrations. Use
them. Seeing Robertson draw these
complex forms in real-time is
invaluable.

¢ Keep a Daily Sketchbook Practice:
Dedicate at least 15-30 minutes a day
to a dedicated practice. Consistency is
far more important than intensity. One
hour a day for a year is better than
eight hours on a Saturday.

What Makes This Book
Different from Other
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"a th1ng They mlght show you step by step
how to draw a dragon or a car. How To
Draw Drawing And Sketching Objects
Environments From Your Imagination
Scott Robertson does not do this. It
teaches you how to draw anything. It is a
manual for a mental operating system. Other
books may focus heavily on rendering and
shading (like the companion book How to
Render), but this one is laser-focused on the
pure, structural geometry of form. It is not
about making something look pretty with
colors and textures; it is about making
something readable and believable as a
3D form in space. This analytical, almost
mathematical approach is what makes it
unique and, for many, profoundly effective.
It is the most rigorous and systematic
treatment of perspective drawing available
for the self-taught artist or designer.

Overcoming Common
Struggles with This
Method
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frustration. Here are some common hurdles
and how to address them based on the
book's principles.

e "My ellipses are always lumpy!":
This is a muscle memory problem. Do
the ellipse drills from the book. Focus
on drawing through the ellipse twice,
using your whole arm, and relying on
your shoulder. Do not worry about
accuracy at first; worry about
smoothness.

e "I can't keep my lines straight!":
Use the ghosting technique. Practice
drawing long, sweeping lines in the air
before committing. A slight curve is
often more visually pleasing than a
stiff, robotic line. Robertson teaches
that a



