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Have you ever  looked
at a beautiful sketch or
a  lively  cartoon  and
thought, “I wish I could
draw  like  that,  but  I
just  don’t  have  the
talent”?  You’re  not
alone.  That  feeling  of
creative  helplessness
is  incredibly  common,
but  here’s  the  truth:
drawing is a learnable
skill, not a magical gift.
With the right method
a n d  a  l i t t l e  d a i l y
dedication, you can go
from barely being able
to  draw  a  stick  figure
to creating impressive,
recognizable  artwork.
This  is  exactly  the

promise  behind  the
popu la r  book  and
program  You  Can
Draw In  30 Days,  a
system  designed  by
artist Mark Kistler that
has  helped  thousands
unlock  their  artistic
potential. Whether you
want to sketch for fun,
i m p r o v e  y o u r
p r o f e s s i o n a l
presentat ions ,  or
simply conquer a long-
held  fear,  this  30-day
journey  is  the  perfect
place  to  start.  In  this
comprehensive  guide,
we  wil l  explore  the
principles  behind  this
t r a n s f o r m a t i v e
approach  and  show
you  exactly  what  to
expect on your path to
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becoming  a  confident
artist.

WHY "YOU CAN
DRAW IN 30 DAYS"
REALLY WORKS

The  title  might  sound
like  a  bold  claim,  but
there’s solid reasoning
behind it. The success
of  You Can Draw In
30 Days hinges on the
power  of  incremental,
focused  practice.  The
program  breaks  down
the  complex  skill  of
drawing  into  t iny,
digestible  lessons that
you can practice in just
15  to  20  minutes  a
day.  Instead  of  trying
to learn everything at
once ,  you  bu i l d  a
strong foundation step
by  step.  Each  day’s
lesson  introduces  one
new concept—such  as
a  specific  shape,
shading  technique,  or
perspective  rule—and
t h e n  b u i l d s  o n
everything you learned

before.  By the end of
the month, these small
daily  wins  compound
i n t o  a  d r a m a t i c
improvement  in  your
drawing  ability.  This
approach  also  helps
you  overcome  the
most significant barrier
for beginners: the fear
of the blank page. With
a  clear,  short  daily
task, you stop worrying
a b o u t  c r e a t i n g  a
masterpiece  and  start
enjoying the process of
learning.  Consistency,
not talent, is the secret
ingredient.

GETTING STARTED:
WHAT YOU REALLY
NEED

One of the best things
about learning to draw
using  the  You  Can
Draw  In  30  Days
method  is  that  you
don’t  need  expensive
supp l ies .  I n  fac t ,
starting  with  minimal
tools  forces  you  to
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f o c u s  o n  t h e
fundamental  ski l ls
rather  than  getting
distracted  by  fancy
equipment.  Here’s  a
simple list of what you
should have ready for
your 30-day adventure:

A sketchbook
or drawing
paper – A spiral-
bound
sketchbook
(9x12 inches
works well) is
ideal because it
keeps your daily
drawings
organized and
lets you see your
progress.
Pencils – A
standard HB
pencil is perfect
for beginners. As
you advance,
you might enjoy
a 2B for darker
lines and
shading, but
start with one
pencil.

A good eraser –
Get a white
plastic eraser. It
picks up graphite
cleanly without
smudging your
paper. You will
make
mistakes—embra
ce them.
Sharpener –
Keep a simple
sharpener handy.
A dull pencil is
frustrating and
ruins your line
quality.
Optional: a few
colored pencils
or markers –
Only after you
master the black-
and-white basics.
Avoid using color
too early – it can
distract from
learning value
and form.

That’s  it.  With  these
four  items,  you  are
fully equipped to begin.
The  focus  is  on  your
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hand,  your  eye,  and
your  will ingness  to
draw  every  day.

THE 30-DAY
DRAWING PLAN: A
WEEKLY
BREAKDOWN

The  structure  of  the
You Can Draw In 30
Days program is what
makes  it  so  effective.
Each  week  introduces
a  new  layer  of  skill,
gently  raising  your
abilities.  Below  is  a
summary of  what  you
can expect during each
phase  of  the  journey.
Remember, the goal is
not  perfection  –  it  is
progress.

Week 1 –
Foundatio
n of

Shapes
The  first  week  is  all
about  unlearning  the
way you currently draw
and  retraining  your
bra in  to  see  bas ic
geometric  forms.  You
will  start  with  simple
spheres, cubes, cones,
and  cylinders.  At  first
glance,  these  shapes
may seem boring, but
they  are  the  building
b l o c k s  o f  e v e r y
drawing  you  will  ever
m a k e .  A  f a c e  i s  a
modified  sphere;  a
house  is  a  cube  and
pyramid; a tree trunk is
a cylinder.  During this
week, you will practice
drawing  perfect  (or
near-perfect)  circles,
straight lines, and even
curves. You will also be
int roduced  to  the
concept  of  shading
u s i n g  l i g h t  a n d
shadow. By day seven,
you  wil l  already  be
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able  to  draw  a  3D-
looking ball, a box, and
a cylinder that pops off
the page. The progress
is  visible,  and  that
i n i t i a l  b o o s t  o f
confidence is priceless.

Week 2 –
Adding
Dimensio
n and
Perspecti
ve
O n c e  y o u  a r e
comfortable with basic
3D shapes, the second
week  introduces  the
principle of perspective
– the illusion of depth
and  space  on  a  flat
surface. You will  learn
one-point  perspective,
w h e r e  a l l  l i n e s

converge  at  a  single
vanishing point on the
horizon.  This  is  the
foundation for drawing
roads,  rooms,  and
cityscapes.  You  will
a l s o  p r a c t i c e
overlapping  objects  to
create  depth,  and
you’ll  refine  your
shading  techniques  to
make  objects  look
rounded and solid.  By
the  end of  week two,
you  wi l l  be  able  to
draw a detailed scene
containing  multiple
objects  in  a  room,  a
street with houses, or a
stack of presents. The
You Can Draw In 30
D a y s  p r o g r a m
emphasizes  that  you
should  never  skip  the
perspective  lessons  –
they  are  the  key  to
making  your  drawings
look professional.
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Week 3 –
Texture,
Contrast,
and

Details
Now that you have the
structure  and  spatial
awareness, week three
is about bringing your
drawings  to  life  with
texture  and  fine
details.  You  will  learn
how  to  draw  surfaces
like wood grain, metal
reflections, fabric folds,
and  rocky  landscapes.
T h i s  w e e k  a l s o
emphasizes value – the
range of light to dark in
your drawing. You will
p ract ice  c reat ing
smooth  gradients  and
high-contrast  shadows
that  add  drama  and
realism.  The  lessons

become more complex
b u t  a l s o  m o r e
rewarding.  You  might
draw a wrinkled apple,
a  shiny  teapot,  or  a
piece of driftwood. The
k e y  t h i s  w e e k  i s
patience;  mastering
texture  takes  many
attempts. But with the
daily habit encouraged
by  the  program,  you
will  find  your  hand
b e c o m i n g  m o r e
controlled  and  your
eye noticing  light  and
shadow  in  the  world
around you.

Week 4 –
Putting It
All
Together:
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Drawing
from
Imaginati

on
The final week is where
the  magic  happens.
Y o u  w i l l  c o m b i n e
everything  you  have
learned  –  shapes,
perspective,  shading,
and texture – to create
complete,  original
drawings. This includes
d r a w i n g  s i m p l e
portraits  (using  facial
proportion  guidelines),
landscapes with depth,
and  even  imaginary
creatures  or  objects.
T h e  p r o g r a m
emphasizes  drawing
from your memory and
imagination,  not  just
copying  photographs.
By day 30, you will be
able to sketch a scene

from  your  mind  with
believable  proportions,
lighting,  and  spatial
depth.  Your  drawings
w o n ’ t  l o o k  l i k e  a
master artist, but they
will  look  l ike  a  real
artist’s work. And more
importantly,  you  will
have  the  confidence
and  skills  to  continue
improving on your own.

TIPS FOR SUCCESS
DURING YOUR 30-
DAY DRAWING
CHALLENGE

To get the most out of
the You Can Draw In
30  Days  experience,
follow these simple but
powerful tips:

Draw every
single day.
Consistency is
far more
important than
the length of
time you spend.
Even 10 minutes
of focused
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practice is better
than skipping a
day.
Keep your
sketches as a
journal. Date
each drawing.
Looking back at
your first sphere
compared to
your day 30
landscape will
astound you.
Do not
compare
yourself to
others. Your
journey is your
own. Focus on
your
improvement
from yesterday,
not on someone
else’s polished
portfolio.
Embrace
mistakes. A
wrong line is not
a failure; it’s a
guide. Erase and
try again, or use
that line as part

of a new design.
Every master
artist has
sketchbooks full
of ugly drawings.
Use reference
images. For the
lessons on
texture and
perspective, find
real-world photos
or objects to
study. This trains
your eye to see
how light
actually falls on
surfaces.
Relax your
grip. Hold your
pencil loosely,
near the back
end. This allows
for freer, more
expressive lines
and reduces
hand strain.

COMMON
MISTAKES
BEGINNERS MAKE
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AND HOW TO
AVOID THEM

Even  with  a  proven
program like You Can
Draw  In  30  Days ,
b e g i n n e r s  o f t e n
stumble  into  a  few
predictable  traps.
Recognizing them early
w i l l  s a v e  y o u
frustration.

Trying to draw1.
complex
subjects
immediately.
You want to draw
a realistic dragon
or a portrait of
your friend on
day one. Resist.
Master the
sphere and the
cube first. The
complex stuff is
just those simple
shapes in fancy
arrangements.
Being overly2.
critical.
Beginners often
compare their

day-4 drawing to
the example in
the book, which
was done by a
professional.
Allow your
drawings to be
messy. The goal
is learning, not
perfection.
Skipping the3.
boring
exercises.
Perspective
grids, shading
scales, and
repetitive line
exercises feel
tedious, but they
develop muscle
memory.
Skipping them
delays your
progress
significantly.
Using too much4.
pressure. Hard,
dark lines are
harder to erase
and make your
drawing look
stiff. Use light,
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feathery strokes
first, then darken
the lines you
want to keep.
Giving up after5.
a bad drawing
day. Some days
you will produce
something you
hate. That is
normal. The next
day will be
better. The 30-
day method
relies on you
sticking with it
even when it’s
hard.

BEYOND 30 DAYS:
CONTINUING YOUR
ARTISTIC JOURNEY

Completing  a  30-day
drawing  program  is  a
huge  accomplishment,
b u t  i t  i s  j u s t  t h e
beginning.  Once  you
have  finished  the  You
Can Draw In 30 Days
curriculum,  you  will
have  a  solid  grasp  of
drawing fundamentals.

To  keep  improving,
consider  the  following
next steps:

Re-draw your
favorite lessons
from the
program, but this
time add your
own twist or
subject matter.
Start a daily
sketchbook
habit. Draw
something from
life every day –
your coffee mug,
a plant, your
hand.
Study anatomy
for more
advanced figure
drawing. Begin
with the basic
skeleton and
muscle groups.
Explore different
media: charcoal,
ink, watercolor,
or digital drawing
tablets.
Take an online
course or join a
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local drawing
group. Having
feedback and
community
accelerates
growth.
Set a new 30-day
challenge, such
as "draw a
portrait every

day for a month"
or "master
perspective
drawing."

The skills you develop
in those first 30 days –
observation,  patience,
hand-eye coordination,
and creative


