


 

SKETCH-RENDER TUTORIAL  1: QUICK RENDERING  ALFA ROMEO

About my tutorials: 
 
Thank you for downloading my first tutorial! These 
tutorials are for everyone who wants to improve his/her 
sketch work and rendering in car design.   
 
Sketch-render tutorials are meant to show a way of 
creating a new design but it’s also the way to show the 
hole process. In the past I’ve been making rendering 
videos, broadcasted on YouTube, but those have been 
speeded and can be a bit hard to follow for some viewers.  
That was the reason for me to also produce these (PDF) 
image tutorials for extra support and notes for each step.  
 
All images of my designs from this tutorial can be used as 
a reference for your own sketch. For all tutorials I would 
like to advise you to mirror you canvas regularly to make 
sure  you keep  your proportions and perspective right. If 
you want to make an high quality rendering, not to use 
existing pictures of rims for example in your rendering. 
And if you’re making a car exactly from side view, make 
some sketches of how the design would look from 
different angles to see if it matches as a hole. 
 
 
Good luck with your sketching! 
 

Alfa Romeo Coupe: 
 
Before you start you have to realize and understand the 
brand influence and the car model you’re dealing with. In 
this case we want to create a front-engine Italian (GT 
maybe) coupe. If you like to give the design your personal 
twist, consider changing the brand (Ferrari, Masarati 
etc.). Then you can still have the basic form, if you’re 
struggling making renderings (placing light and dark 
areas, highlights and expressing forms). 
 
If you don’t quite understand a particular step, try 
watching the rendering video on my YouTube channel 
(youtube.com/bartzconcept), for the exact process. 
 
The main features of this tutorial are: 
- Creating a new sketch from an underlay image.  
- Using small rough brushes to enhance your image. 
- Priority of detail on different areas. 
 
Software: 
-ArtRage 2.5  
-Adobe Photoshop CS4 Extended 
 
Hardware 
-Trust TB-7300 Widescreen 
 

 
Sources:  
 
Lancia Stratos Image: 
http://4.bp.blogspot.com/_IP2BRhYArlM/THNd8GW-
5LI/AAAAAAAAF9Y/ctfnZ7xmCs4/s640/2010-Lancia-Stratos-Front-
Side-View.jpg 
 
I’d like to thank the professional master designer Miles Waterhouse 
for his support and refer to his insight tutorials for any layout 
example used. 
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Okay, we start the initial sketch with a 
tracing image. If you feel confident to do 
without, certainly do so. For my sketch 
I’ve used an image of the 2010 Lancia 
Stratos, simply for the basic wheel 
position.  
 
In this sketch you will lay the absolute 
bases of your final design. Make sure 
you set the right basic forms and 
proportion: The height of the roof, 
wheel position and size, and the hood, 
grill, side lines and A-pillars.  
 
The Stratos has a very low bonnet that’s 
why I  raised that and also made the 
back end lower for a more GT coupe 
look. 
 
All this sketch work has been done in 
ArtRage, a software which really gives 
you all the tools you will need for basic 
sketching. I really recommend checking 
this out (It only costs a few Euros). 
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Next we move to Photoshop to start the 
rendering. First you save the loose 
sketch without the tracing image (in 
ArtRage you can’t save it including 
another image) and load that on top of 
the Photoshop background layer. The 
Photoshop resolution I mostly use is 
3000 x 1700, for high quality images. 
After that I still wanted to use some 
support from the Stratos picture, so I 
putted that into a new layer with low 
opacity in Photoshop. 
 
First make a basic gray-black with the 
gradient tool. After that use the quick 
mask tool to mark the car outline and 
add light brush on the upper half of the 
side and the bonnet. Then  darken the 
part of the car closest to you with a 
black airbrush and use the quick mask 
tool again for adding sharp dark areas 
on the headlamp- and grill surface and 
the window, for a basic light-dark 
composition. 
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The next step is to use the quick mask 
tool to add light areas to the parts of the 
surface which are closest to the light 
source and divide light spots with a 
white airbrush. 
  
Then I used the pen tool to mark the 
panels lines and stroked those with a 
thin white pen to get sharp lines on the 
near area of the car. After that lay down 
some more  different light-to-dark grey 
areas on the far front panel and the 
bonnet(+windscreen). 
 
Now you have made the basic light-dark 
composition,  also add a bit of white 
airbrush to the wheels to start with a 
basic color definition. 
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Next up is to get rid of the tracing image 
layer (Don’t delete it yet but put opacity 
on 0%, so you can use it later for some 
extra reference). After that lay down 
some basic ground shadow with rough 
black brushes.  
 
Then I used a big sized white airbrush on 
the far corner of the bonnet, for the 
basic air (light) reflections. Then add 
basic light strokes to the a-pillar and use 
the quick mask tool (pen tool>make 
selection), on the side window for more 
light contrast. 
 
 Don’t think too much of where the light 
source is exactly, it’s not something 
everyone will notice if you make a 
wrong light-surface spot. That’s mostly 
only visible on renders with a very low 
light source (which isn’t the case  here). 
 
Last step is to make a rough light-dark 
definition on the rims, just with some 
hard brushes (for now). 
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The 5th step is all about small dark and 
light (thin) brushes. White brushes for 
the lower outline of the sketch, some 
basic headlamp shape and some 
highlights.  
 
Then the black brushes have been used 
for making outlines with high contrast 
(basic color definition) on the far end of 
the car, the window area + mirror, and 
the wheel arches. 
 
Next up I’ve used very thin grey brushes 
for laying down extra texture reflections 
on the side panel and the top part of the 
(near area) panel which points slightly 
upwards. Then some more black strokes 
on the shadowed areas near the grill. 
 
Next step is to define the color of the car 
with an overlay layer. For this I used big 
rough airbrush strokes in hard red and 
brown, as you can see on the example 
image which isn’t configured as overlay 
yet (mask out the windows first). 
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OK, so now the layer is set as overlay, 
some of the contrast is lost. Therefore 
we first add some black outline to the 
far end of the bonnet, and sharpen up 
the wheel arches using a circular 
selection tool, and then fill up the top 
end with black airbrush. After that add 
some more dark areas to the 
windscreen, the grill and the far end 
front wheel (for the last two, I’ve used a 
thin black pen). 
 
Some lighter areas have been added 
using the quick mask tool again, on the 
near side of the car. This also includes 
the sharp panel on the top of the square 
intake. 
 
Then it’s time to add some more depth 
and contrast to the side and far corner, 
just by using big sized stokes of white 
airbrush. 
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In this step we are going to express 
some more body curvature. First, erase 
some of last layer´s white airbrush 
above the black lining at the far corner 
of the car and at the grill area. Then use 
the pen tool to set a line across the near 
bonnet surface (and A-pillar). Then use 
‘’Stroke Path’’ in with an light brush to 
clarify the panel line.  
 
Now we are going to make some more 
side panel reflection. This is actually 
quite easy; because you just have to lay 
down a few lines (reflection from some 
linear object) using a select tool or quick 
mask. 
 
Last step is to set the wheel position and 
size just using a circular mask. At this 
point we will just make in black, waiting 
for the next step when we will draw the 
rims. Flip the canvas horizontal to see if 
there still looking OK. 
  



8 

SKETCH-RENDER TUTORIAL  1: QUICK RENDERING  ALFA ROMEO

Some (black) shadow spots have been 
added at the front, to restore the 
contrast. Next up we have to add a lot of 
lightness to the top of the wheel arches, 
which gets most light from the light 
source. That can be done the quickest 
just by using a big white airbrush and a 
quick mask.  
 
Then we just have to use some brushes 
to draw the A-pillar. Remember the is 
still a sketch we don’t want to achieve 
an image that comes as close to reality 
as it can get, but we just want to give 
the right expression of the design here. 
 
After that some more rough light 
reflections added using rounded shapes 
made with some small brushes at the 
panels which aim up to the light source 
(shown at the example image). The last 
step is to add ground shadow again with 
masks or brushes.  
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Some more light brown color has been 
added to the near corner of the car using  
a large airbrush.   
 
It’s important to see the importance of 
detail every time  you’re rendering a 
sketch. If your goal is to make an almost 
photo-realistic render, you have to make 
sure all the element are of some level of 
detail. Since we only want to express the 
design in this drawing, high quality rims 
aren’t really necessary. So make sure 
you don’t waste too much time making 
a particular part too detailed, since it’s 
not really necessary. 
 
If you’re wondering how exactly I’ve 
drawing these rims you’d better watch 
the rendering video on YouTube. But 
what I’ve basically done is I’ve firstly 
added some underlay with a round, soft 
white brush and after that I simply used 
dark and white strokes of thin brushes 
to create something that looks like a 
rim.  
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I’ve created the rear wheel  just by 
copying the rim and tire of the front 
wheel. You can choose to draw a second 
one but this will spare you some time. 
 
Next up is to add the badge. On the 
close-up you can see I tried to make it 
very detailed, even though it’s not really 
necessary. Just be sure you don’t do it 
too fast and watch what you’re doing, 
because a badge immediately enhance 
the cars image.  
 
The pen tool is used to stroke the 
windscreen outline with a light blue 
brush. Now we want to create some 
more color definition by using color 
overlay again. The gradient tool has 
been used to make a blue overlay 
coming out of the top right corner.  
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To express the car outline I’ve added a 
large black background using the mask 
tool. Now some thin brushes have been 
used to create rough reflections and 
outline on the far corner of the car. Then 
use a dark round brush on low opacity to 
draw some interior outline and the far 
side rear view mirror.  
 
We also want to make this sketch a bit 
glossy looking. To enhance  that 
impression, some organic (tree) 
reflections have been made on the 
windows and bonnet. And then add 
some light brown   
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In step 12 we want to add more detail to 
the trim, headlamps and grill area. But 
before that, make the far front tire more 
visible and detailed with light and grey 
brushes.  Then use thin pencil or pen to 
sketch the door lines.  
 
Now make sure you create a clear 
outline at the front end using hard black 
pens or brushes. Now draw the grill in a 
separate layer using thin white brush 
strokes. Add highlight at those (metal) 
lines by choosing a point and adding a 
think light spot.  
 
For the headlamps, first sketch the basic 
shape with white pen the fill up some 
parts with a thicker round brush to 
create a ‘’tube’’ form. Finish it with some 
light spots using a thin white pen. And 
then add some grey brush strokes inside 
the headlamp. This is enough for the 
level of detail in this render. 
 



13 

SKETCH-RENDER TUTORIAL  1: QUICK RENDERING  ALFA ROMEO

The hole background needs a certain 
definition of light and dark. Therefore 
the near ground has been made white 
(mask tool + white gradient).  For  the 
top background you can use the same 
method,  but this time I’ve chosen for a 
large hairy brush in black and dark grey.  
 
A clear ground shadow has been created 
using a quick mask. If you’re outline still 
isn’t clear enough try using some thin 
brushes in the opposite color to create 
enough contrast. Some tiny dark red 
bonnet reflections have been added 
using a tiny brush again. You can add a 
lot more than I did, it doesn’t make a lot 
of difference. 
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The final step is about refining your 
render a bit more.  First some contrast 
has been added by using a light overlay 
on the side window, and so more 
shadow to the low part of the side panel. 
 
Some texture reflections on the low part 
of the side panel has been added as well 
by first laying down some big airbrush 
strokes in brown and black, and the use 
Filter>Grain on that layer and set it as 
overlay.   
 
Other small things I’ve done are 
changing the outline of the backend a 
bit with using black airbrush on the 
background and some tiny white 
brushes on the car. And the last thing 
I’ve done is resizing the grill layer a bit, 
correcting the wheel position slightly 
and add some profile to the tires. 
 
 
 
 

Bart
Sticky Note
Completed set by Bart

Bart
Sticky Note
None set by Bart
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Now you can decide whether you want to continue 
making you render more detailed or not at this point. I 
will make a tutorial for high quality renderings in the 
near future.  
 
Don’t forget to sign your drawing and I would like to 
hear from you what you think of this tutorial. I need 
my feedback as well. =) 
 
So there you have it! Hope you find this tutorial 
helpful, and I am looking forward to see your sketches 
you’ve made using this tutorial.  
 
Bart de Graaff 
 
 
Student (hoping to become a professional car design 
one day.) 
 
The Netherlands 2010-2011 
 
 
 
 
 

 

Website:  
http://www.degraaffdesign.com/ 
 
Facebook: 
http://www.facebook.com/pages/BartzDesign/1448546
95536535 
 
Youtube: 
http://www.youtube.com/user/BartzConcept 
 
Coroflot: (International designers portfolio) 
http://www.coroflot.com/bartzdesign 

http://www.degraaffdesign.com/
http://www.facebook.com/pages/BartzDesign/144854695536535
http://www.facebook.com/pages/BartzDesign/144854695536535
http://www.youtube.com/user/BartzConcept
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