


Before – Basic 3D forms with no shading whatsoever. The task was to shade 

them using selection, fill and brush techniques, emphasising how light falls 

on objects.



After – I decided to have my light source coming in from the top left. For 

the shapes with basic straight edges I only used fills as they were quick to 

display light differences however for the spherical surfaces I used the brush 

tool and path strokes to achieve a realistic look at how light fell on them.



Before – We were given a number of photographed pages of sketches 

for us to edit and render in Photoshop.



After – First I cropped and rotated the image to suit the canvas then 

adjusted the levels so I could clearly see all sketches, then I rendered 

them.



Another task was to build up a Pinterest board of design ideas, 

which interested us. Some of the best design items are of 

modern technology so I looked at home appliances and 

electronics for something to sketch and reproduce as a 

Photoshop render.



I sketched out some of the most 

interesting ideas I found from 

Pinterest. This was to help my skills in 

perspective drawing. These 

particular drawings were not entirely 

accurate and therefore it would be 

hard to create a photorealistic 

render of them.



GoPro

Here is an example of a sketch to render I 

did of a GoPro HD Hero 5 Camera. The 

sketch is not exactly based on the image 

however I wanted to sketch it from above 

to demonstrate my light source better. The 

render itself does not contain a massive 

amount of detail however I was only using 

this as a way of learning the use of the pen 

tool on trickier objects with more elements.



Aurender Cast Fi (View One)

This is an example of a sketch to render I 

did of an Aurender Cast Fi media system. I 

paid particular attention on getting the 

finer details correct, especially the cutlet 

and the filleted semi circular recess on the 

back face.



Aurender Cast Fi (View Two)

This is an example of a sketch to render I 

did of an Aurender Cast Fi media system. 

With this view I was able to apply a logo to 

the screen display using a distort and a 

vector mask.
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Bose Speaker

This BOSE speaker appealed to me in 

the way that it consists of mostly 

metal and plastic surfaces which can 

be conveyed quite easily using 

lighting and shading when rendering 

in Photoshop. The chamfered base 

interested my as it looks 

contemporary and modern. 

This was going to be the final design 

that I was going to sketch and 

render. On top of the 

renders/sketches I would also 

produce a number of technical 

drawings on Illustrator, displaying the 

different views of the device.



Some of the sketches I produced of the Bose speaker. These sketches 

would be the base for my renders as I would scan the page and edit 

them in Photoshop.



I applied the speaker grille by getting a mesh texture image online, 

distorting it and applying a vector mask. I also changed the blending 

mode to multiply.



This was another view I did of the speaker. I had to sketch this without 

looking at another image however due to the nature of the object I was 

still able to achieve an accurate sketch.








