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DRAWING A FEMALE FACE
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This tutorial is basically a walkthrough of my own process, and is by no means intended as strict
instructions. As an artist, the best thing you can do is develop a technique and approach that feels right
to you!

The most important things to keep in mind throughout the drawing process are:

EXPRESSION // What kind of emotian do you want the face to partray? Try to
choose an expression that says something about the state of the character
{peaceful, angry, vulnerable, etc). For the sake of this tutarial, | will be drawing a
face with a fairly neutral expression and straightforward angle, but it is worthwhile
ta explore more expressions than simply neutral or blank ones.

LIFE // | try not to focus too much an getting things 'right' {(symmetry, perfect
details, smoothness, etc) but instead concentrate an giving the face a sense of
life and personality. | try to keep the personality of the ariginal sketch preserved
in the end result, and leave the smaller details until the way end.

Keep reading to see each step of the drawing process!



BASIC SHAPEY

| try to keep my rough
sketches as expressive as
possible, trying to capture
a sense of gesture and
i movement first and
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ANGLES + DIRECTION

This basic circles and lines technique works great for
drawing a variety of angles. By keeping the features
simple and using dots for eyes, you can achieve a lot
of movement with just these simple shapes, and get
a good sense of the angle and positioning of the
face
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/ HEAD SHAPE

For variety, you can experiment with
different head shapes and jawlines.
Different shapes ¢reate different
character types.




ROUGH SKETCH

PARKER CoLOR

NEW LAYER

Turn visbility
on/off to quickly
cornpare your
sketch with the
basic shapes
from the
previous step.

When laying down the first rough sketch, | continue to think in shapes and curved lines

rather than detail:

| keep the eyes as simple as | can
during the rough sketching
phase, so | can focus on the
expression befare adding detail.
| don’t draw the iris or
reflections until later on.

For variety, you can experiment

with different shapes and styles,

and also look at how the eye
interacts with the eyebrows and
creases around it.
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| always start with a circle for the
base, then a simple arched shape
for the bridge.

For variety, you can try different
nose shapes {larger bridge, wider
base, ete) as well as different
positioning of the nose on the
face (higher, lower, etc).

s. This is not only easier, but also helps give the face volumne and depth.
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| always start with the rmouth
shape and then add the lips
around it.

The mouth is a very impartant
feature for communicating
emotion, especially the carners of
the mouth —are they downturned,
pinched, smiling?



PARKRER COLOR
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| personally like to keep the linework sketchy, since | like the texture
and life it gives to the drawing. | mainly focus on drawing defined and
strong lines in this phase, as opposed to the light, scribbly lines from
previous phases.

| used to make the linework as clean as possible in this phase, getting
rid of all of my sketch lines. If you prefer a more clean drawing style,
you can make neater linework than | do here, and turn of f your sketch
layers afterwards.

Finer details {eyelids, eyelashes, nostrils, etc) can now be drawn in,
with the sketch lines from previous steps as a guide.

BASE (OLDRS

AL this point, | merge the sketch layers together. If the guide lines or rough sketch are showing through too
strangly, | lower the opacity on thase layers before merging, but you can also just turn them off completely.

In a layer below, | lay down the base colors, and then set the merged linewaork layer to 'multiply’. | then modify
the colors of this layer using hue/saturation, so that they blend nicely with the base colars below. | like to
experiment with this, sometimes choosing very bright colors for the lines, sometimes more neutral calors. It
depends entirely on how the lines interact with the base layer, and what “feels right” to me.
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SKINTONES

MORE REDDISH HUE THAN BASE ColoR

In order to give life to the skin,
it's important to add some
variations in the skin tone. |
added color variations on the
cheeks, nose, lips and ears.
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DROP INTERMEDIATE
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| choose colors manually from the color editor panel. | like to pick colors that aren't just lighter/darker
versions of the base color, which can result in flat or lifeless skin. | try to choose rich colors that give depth
and texture to the base color.

There is a huge variety of skin colors and tone
variations that exist, and it's interesting and fun
to explore them. Different skin tones have
different highlight and shadow colors. | learned
the most fram doing quick color studies based
on photo reference




SHADING
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Now | add shading to the face. | try to envision how the three dimensional shape of the head would
interact with a light source, so the first step is to figure out where the light is coming from. In this case, |
chose a soft light coming from above. | also modify the ¢olors a bit because | Felt the colors were
becoming a bit dull.

A common mistake for people starting out with digital art is to paint very soft, gradual shading in hues
that are simply lighter/darker versions of the base color. The end result tends to be a bit flat and lifeless. |
personally recommend making your shadows and highlights a slightly different hue than the base color,
and to also add some sharp, crisp shadows alongside the softer shading.
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Wwhen shading the Face, you're dealing with the
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shadows being cast onte the face by its own
features {nose, lips ete), as well as softer shadows
When deciding the strength, direction,
color, and type of the lighting, there are

of the 3d form. Envisioning the volume of the

head and face, and picturing it as a 3 dimensional
shape, is 3 great help when shading.

many options. Besides envisioning the head

as a 3d object, you can also learn a lot from

making studies of different lighting
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DETAILS + FINISHING TOUCHES

At this point, | merge the color and line layer. Many artists prefer to keep linework separated from the color
layer, but | prefer having everything in one place. This way, | can paint over the lines, and erase parts of the
drawing without having to switch layers. Be sure to make a backup of the layers before merging {described
in step 5) so that you can always go back to your old version if needed.

Depending on how realistic and detailed | want the end result to be, | can spend a lot of time on this final
phase, sometimes painting over the lines completely. In this case, I'm leaving it rough, with some of the
sketch lines still showing through.

EYES + EYEBROWS s

PANTIN (NDIVIDUAL HAIRS ON EYERROWS

PUPIL, IRIS + REFLECTIONS
EMPHASIZED

CREASES + EVELASHES
FRECKLES + MARKS

Adding freckles, wrinkles, moles, and other
marks to the skin helps add mere detail to a
piece, as well as give the face personality.
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WHITE "stiNes'
LIGHTER DETAILS

with highlights, less is often more, so | keep the
sharp white highlights to a minimum

Lighter paintwork now has more impact,
because it is being painted over the linework
instead of under it.



FINISHED RESULT

As you can see, | don’t mind a rough or
sketchy end result, and I'm alse not very
concerned with symmetry. | personally
think imperfections add a lot to the
character and personality of a face, and |
also really like the effect of skekeh lines.

If you are seeking a cleaner and smoother
end result, an option is to turn off your
sketch layers early on and spend more
time on the final phase, smeoothing out
the colers mare and refining the details.

I hope you guys found this tutorial useful!
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THANK YOU FOR DOWNLOADING THIS PACK!
If you found this helpful, you can find a lot more over on Patreon! Members have access to:

MONTHLY TUTORIALS
| post a new in-depth tutorial every month. If you join the $10 tier,
you'll get access to the entire backlog - that’s over 40 tutorials at
your disposal!

WIPS, PROCESS VIDEOS AND EARLY ACCESS
You'll be the first to see my new art, and you’ll also get a
behind-the-scenes look at how it was created.

MONTHLY DRAWING CHALLENGES
Members of the $10 tier will get a new challenge to draw every
month, as well as helpful resources to help complete each challenge.

ARTIST COMMUNITY
‘You can join our artist discord community where we talk about art,
participate in challenges, and share our progress!

Join us!

PATREON.COM/LOISHV
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https://www.patreon.com/loish

