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Lesson 5 — Shading & Texture

Rendering Techniques

BEGINNER

Rendering means building up tone, texture, and surface quality using marks. The main techniques are:

hatching (parallel lines), cross-hatching (intersecting lines), stippling (dots), blending (smearing

graphite or charcoal smooth), and scumbling (small circular marks). Each produces a different look and

works better for some surfaces than others. Hatching is precise and controlled — great for ink work.

Blending is smooth and subtle — good for soft textures. Stippling is slow but produces a beautifully

organic quality.

HOBBYIST

Technique selection is a stylistic decision as much as a practical one. Pen-and-ink tends toward

hatching because ink cannot be blended. The most important lesson at an intermediate level is

knowing when not to blend: over-blending graphite destroys texture and produces a dead, lifeless tone.

Using blending selectively — on truly smooth surfaces like glass and polished skin — while keeping

mark-making present in textured areas creates the variety and life that distinguishes strong rendering

from homogeneous smearing.

PROFESSIONAL

Professional rendering is technique-agnostic — it deploys whatever tools serve the image most

efficiently. At this level, the fundamental questions are efficiency and intentionality: which technique

communicates this surface quality most directly? A full-page editorial illustration might use blended

graphite for skin, hatching for clothing texture, and stippling for background — each technique chosen

for its descriptive appropriateness. The unifying element is value control: regardless of technique, the

tonal relationships between all areas must be coherent.


