TUTORIAL FOR FASHION SET 1: FIGURE PROPORTION AND FABRICS RENDERING

// Step 1 // 
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	Preparing the sketch

I make a pencil sketch of the figures, then I scan the sketch, open it with Photoshop and clean it a bit using the Curves. You can find the Curves in the menu Image/Adjustments and moving its diagonal line in a more vertical sense (see the screenshot) it will be very easy for you to hide the little stains or simply the diffused greyness that normally come with the scanned pencil images. 

Then I open a new canvas and paste the sketch as a layer that I name „Pencil“. I then set this layer to multiply (in the Layer Window/Menu) to be able to place color and textures underneath it.

Fashion-Tutorial-01.tif

Fashion-Tutorial-01-Screen.png

Sometimes if the pencil line is too rough, I soften it a bit using Dust & Scratches, you can find it in the Filter/Noise menu, put the setting to a radius of 1 or a maximum of 2 pixels and keeping the threshold to 0.

(See the screenshot.)
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// Step 2 // 
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	Fashion Proportions and Movement

Here you can see better how the measure of the whole body is 8 and a half times the measure of the head. A real model body would measure about 7 times her head,  so clearly these are not normal proportions.

In fashion design though these models would still look a bit short since the more stylized ones found in the fashion industries can actually be 10 or 11 times the measure of the head, in those cases the measure of  the bust remain almost the same but the limbs appear to be very long , especially the legs. (Sorry for me being picky and so I forgot to mention this last time: It would be interesting to say in a short paragraph why the limps are that long in thr fashion industries)

You can also see how, to give a fluid movement impression, the red lines (that would be horizontal in a static body) tend to open like a fan. <= should be highlighted in layout. Ventually this paragraphed could rephrased a little to explain this in more detail, since Alessia has made a VERY GOOD point here.
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// Step 3 //  
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	Base Models

It could be useful to color the skin of the whole body, since you may need to dress up the same figure with many different clothes as you can’t always know in advance which part of the skin would be exposed later.

At this stage the figure counts three layers: 

one for the whole colored body, one for the hair and one for the make-up. This way I can change color, make-up and hair style more easily.

It is convenient to also have a separate layer for the hair because this way you can put the clothes under some tress of hair giving it a more natural look.

When designing clothes, you can draw them on top of your original sketch in pencil, scan them and past the clothes selection as a new layer above the naked figure’s layers,

or, like in this case, create a new layer and draw them in Photoshop,  however you prefer.

(As you can see I put the layer with the clothes of the blond model above the body layer, but under the hair one.)
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// Step 4 //  
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// Step 5 //  

	[image: image8.jpg]





[image: image9.png]TN

Amount:[12,50  |%

@ Uniform
O Gaussian

incel

it

M Preview

] Monochromatic





[image: image10.jpg]




	Fabric’s rendering:

-Colored shiny fabric Satin/Lurex

Here I chose to dress the model with a colored and more shiny fabric.

In this first image , the fabric of the shirt could be silk or satin in a gold color.
To Obtain this effect I proceed exactly the same way as with the white cotton shirt, reassuming:
- make a selection and fill it with a base color, in this case a warm brownish grey.
- Add a layer for the shadows and above it another one for the lights.
- Merge the 2 layers into one and use the smudge tool on it to soften the effect.

As you can see from the color palette on the side I used a wide range of colors in this case too.

To give the fabric a more shiny look you just have to increase the contrast between lights and shadows. The more wide the range is the more shiny will be the result.

It is also very important to pay a lot of attention on where you are going to put the stronger lights, they should always be on the more prominent spots and in the case of stretched clothes the lights should help to point out the tensions.

Like in this case with the knot as center and the ligths forming rays from breast to waist line, or the stronger lights that underlines the fold line of the shirt’s collar.

To give a kind of metallic shine to the fabric, I duplicated the shirt layer and applied the filter Noise/Add Noise to it, (see screenshot) then changed the fusion of the layer to Overlay, adjusting the opacity to about 60% .
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This way the result will look more like a kind of lurex than silk or saten. (=> Saying why makes it nice! Great input!)
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// Step 6 //  
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	Fabric’s rendering:

-Stonewashed Denim

I repeat the same preparing passages as I did for the two Shirts, you can see the palette of the colors I used on the side.

(=> Great point, should be highlighted in layout!) Then, since the texture of the denim is very noticeable, I use a real denim swatch to be added as texture.


You can see the passages in the second image:
The first denim swatch is still in it’s original color. I put the layer with the denim just above the corset one, and set the fusion to Overlay, but since I chose a quite different shade of blue for the corset, I reduce the fabric to grey scale so it will show only as texture without altering the colors of my palette.

I also had to lighten the denim texture or it would have shown too much on the lighter colors of the corset.

(The last denim swatch is the one I eventually used.)
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// Step 7 //  
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	Fabric’s rendering:

-Dark blue Denim 

If you have a denim swatch similar to what you want the result to look, there is an easier and speedier way to proceed, like I did in this case.

I put the leg of one of my jeans inside the scanner. (=> That people can easily create their own texture by scanning things is a great, great point in this tutorial and a very useful advice to beginners and advanced alike!)
Then I open the now scanned texture in Photoshop and copy it into a new layer where I add a mask to cover the surplus. (Shall we mention where the mask option is?)

Then using the Liquify filter I “move” (Suggestion: “Smudge”) the texture so that it seams to follow the shape of the model legs and the folds of her jeans.

Now I start adding lights using the dodge tool set to Midtones with a 20% Exposure (keeping for it the same custom brush I used for the shirts and then go on adding shadows just keeping pressed the “alt” key.

It would be the same thing to use the burn tool but this way the passage is a lot more swift, so you don’t need to set the burn tool too, because it will keep the same settings you chose for the  dodge, and you’ll just have to keep the “alt” key pressed for shadows and release it for lights, instead of changing the tool every time. (=> Very good advice!)

Fashion-Tutorial-15b.tif

Fashion-Tutorial-16b.tif 




	[image: image15.jpg]



[image: image16.png]EE I ]

Stroke pathwith brush





[image: image17.png]. e @ p
PR N R
Srash Tip Shape o s+ <% O
O Shapeoyaice G| | 39 | 17 | 200 | 34 | 27
Osaveing | | % | ® |« % | %
v gl |2 s 5B
o EIE2E 1B 2
Comsnsn &) | 3¢ | &) | | o || v
() Color Dynamics @[ size y—\;.,,
Oreme &
S &| CripxOriey
() Wet Edges a
Onorsn & 00 @
S
N x|
= =
—_—





[image: image18.jpg]



[image: image19.png]Stles

- Bevel and Emboss.

Blending Ostions: Default.

- Structure

Swle: (Pilow Emboss [3]

) 0rop Shadon,

Inner Shacow

) Outer Giow,

Inner Glow
¥ Bevel and Emboss.
) Contour
O Texture
Osatn
) Color Overisy
) Gradient Overay
(0 Patern Overay

O swoke

Technique: (Smoomn18)
Depth: s [0 %

pirection: @ up ) Down
izt G [ o
R e

=
() oo
e

s oo | ] 0 pmsaes

Hgniight ode: (Sceen  [B) [

Opacly: et [75 ¥

P a——] |

Opacly: et [75 ¥






	I add a layer on top of the Jeans one and set it’s fusion to Color, then with the same brush I used up till now I add some colors, (always keeping a low opacity) to give it a less dull look.
Using the Dodge an Burn tools again I proceed adding some little details: button, rivets and tears.

Last touch is to add the stitches that in the denim case are normally a ocra color and very evidents.

I add a new layer and then proceed with the following three passages:
first- I follow the lines of the seams with the pen tool.

second- I set the Brush Tool with a 3 px soft round brush at 100% opacity with a ocra color, then I choose Stroke Path with brush. (see Screenshot) The result is a solid 3 px line.

third- I set the Eraser Tool to a 5 px hard round brush at 100% opacity, then in the Brushes window , I choose Brush Tip Shape and increase Spacing to about 320%. (see Screenshot) Now I choose Stroke Path again but this time for the eraser. The result will be a dotted line that resembles very much the real stitches.
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To give it a kind of 3D look I choose to add to the layer the Effect Bevel and Emboss choosing pillow emboss in the Effect window. (see Screenshot for the settings)

As last passage I add highlights and shadows, using the Dodge and Burn tool again, to match the same lights and shadows I gave to the jeans underneath.
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	Fabric’s rendering:

-Adding Decorations 

I choose a suede swatch to use it as a side decoration on the jeans, and I put it on a new layer just above the jeans one.
Now the passages are exactly the same I did with the denim swatch, 

the only important thing to add is that for it to look realistic you will have to be very careful in matching exactly the same lights, shadows and folds as the ones of the fabric underneath or it will look out of place. (=> Good one!)
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// Step 8 //
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	Fabric’s rendering:

-Tartan: Define a Pattern

I choose a canvas swatch to use as base fabric for the skirt and again I follow the same passages as the denim swatch to give it lights and shadows.

Now on a new layer using the Rectangular Marquee Tool setted to 0 px I make a rectangular selection and save it, then I fill the selection with a base color (light grey in this case), I make a new layer and always using the Rectangular Marquee Tool I start adding horizontal bands of different thickness and colors. I create a yet again a new layer where I add other bands but vertical this time, I set this new layer to multiply and then merge the three together (Base color + Horizontal bands + Vertical bands).

Now I load the earlier saved selection and in the Edit menu choose Define Pattern, name it “Tartan” and click OK. (See Screenshots in the next page)

NB. If the Feather of the selection is anything different from 0 you won’t be able to define the pattern.
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	For a very easy way you will be able to create every possible kind of tartan, the classics ones and the ones with colors and bands of your personal choice. (see screenshot Fashion-Tutorial-23B-Screen.png)

You just have to fill a rectangular marquee with the base color, and some others marquee of different thickness to create vertical bands. 

Now make a 0 px feathered rectangular marquee to define the pattern, and fill with it a new layer, duplicate the layer rotate it of 90° and change the Fusion of the this layer to Multiply or any other fusion of your choise. (=> Great one! Should be highlighted)

(see screenshot Fashion-Tutorial-23A-Screen.png)

When you’ll be content with the result you can merge the two layers and use it right away or define a pattern with it to save it for future uses.

The combinations of bands are infinite, the Vertical and Horizontal bands can be identic or different, you can use more then two layers with different fusions and opacities etc..

If you intend to use the tartan on a woolen fabric I suggest you to change the selection’s Feather for the bands from 0 px to 3 px/4 px to give to the result a softer look.

(see last screenshot)
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	Fabric’s rendering:

-Tartan: Place a Pattern

I make a new layer above the skirt one and fill a rectangular selection with the pattern I just defined,(to do that you can use the fill command in the Edit menu or the paint bucket set to pattern).

Then I try different fusions for the layer to see which one I prefer to use, I choose Linear Burn in this case.

Now since this skirt is kind of pleated and with a lot of folds, for it to look realistic, I have to proceed to the Liquify filter that will give it the sensation of movement.

But since the folds are too deep and staggered I can not do the whole skirt at the same time, I have to proceed following the different plumb lines of the different folds one at the time.

I proceed like this:

I make a new layer and fill a rectangular selection with the Tartan Pattern, rotate it in the right direction using Free Transform, and then I open the Liquify filter to make it follow the shape of the skirt folds. 
Once finished with the Liquify filter, I select the piece I worked on, invert the selection, and press the Canc key to erase the surpluss.

And then I make yet a new layer repeating all the passages…

In the second image you can see the process repeated three times.
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	Fabric’s rendering:

-Tartan

Here I finally finished to cover the whole skirt with the tartan pattern, and I needed twelve different layers to do it.

So now I merge the twelve different layers resulting from the process in one layer that I name Tartan, and I set the fusion for it to Linear Burn.

To give it more lights (second image) I duplicate the skirt layer, reduce it to grey-scale, move it above the Tartan one and set the fusion to Overlay with an opacity of about 70%. (=> That’s a good point!)
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// Step 9 //
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	Finished artwork

Here you can see the finished work completed with accessories, a simple background and a casted shadow.
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Fabric’s rendering:


-White cotton





I start by making a selection of the area of her shirt, and then filling it with a neutral color, in this case a light warm-grey. Then I select a dual brush (you can see it’s  setting in the screenshots, and the resulting shape in the color palette on the side) set it’s mode to normal in the Options Bar with a very low opacity, about 20%, then start adding some shadows picking different colors.


Picking colours for the shadows is vital to  add a lively effect to the artwork. You will notice that using only a gray scale for the shadows of white clothes makes them look dull and not very realistic.
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Then I add a new layer above the shadows one and, this time using only white, I start adding lights, always keeping the brush’s opacity low. 


I find it easier to work on two different layers (one for the shadows and one for the lights), because in this way, if I make an error while adding the white color or put too much white in in some spots, I can erase it without ruining the shadows in the layer underneath.


When I’m satisfied with the result I merge the light and the shadow layers. �Since the result is, in some places, too rough, using the smudge tool set to Mode: normal and Strength: about 20%, I soften it up. I do the same thing on the drawing line of the shirt. 


If you are painting a cloth without reference I suggest you to use a very simple lighting, like in this case I choose only one light source placed just above and in front of the girl.


It is also very important to understand how the fabric that you are attempting to imitate reacts to light: is it shiny or opaque? And how does it fold: are the folds thin, thick, soft or hard and angular?


You can learn these things by studying a cloth or a swatch of real fabric or even finding pictures of clothes made of the same fabric to use as reference. Note: Studying statues also helps big time ;)�
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As last passage, I add a new layer under the shirt one, to add the shadow that the shirt is supposed to cast on the skin underneath.


This is very important to give a more realistic effect.�(You can see it under the sleeves and around the neckline of the shirt.)
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