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There are three maj or
el ements to a cl ot hing
texture: colour de-
tail, fabric texture
and wri nkl es
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PAl NTT NG

Inthe followng tutorial we'll be painting a very realistic,
sonevhat worn jeans texture. The fil es you need to hel p you
wth the pruce s can be found on this nonth's coverdi sc

s if the nodelling
XXXX XXX XX XX

XXXX XXX XX X
XXX X XXX
XXX XXX X X
XXXXXXX XXX XX

wasn’ t tricky enough,
finished we now we

XX XXXX XXX XX nost conmon met hod

X XXX X XXX cl ot hi ng is to use
XXXX XX XX tures, this really
XXXX XX XX XXX terribly well when  you
XX XX XXXX XXX ture a nmodel with

XXXXXXX XXX XX
XX XXXX XXX XX
X XXX X XXX

real option we have

tailed photorealistic

t he textures to boot

tails. I'n t hese i nstances

textures oursel ves. Fortunately
this doesn't have to be a conpli-
cat ed process. Fabri c textures and
details are relatively sinpl e to
create by hand. It’s really a nmat-
ter of tackling one detail at a

ti me.

There are three maj or el enent s to
a cl ot hi ng t exture: col our det ai |
fabric texture and wri nkl es. Each
of t hese is essenti al for devel op-

ing realistic cl ot hi ng textures
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PANTNGa]eans textare

HOXOXXXXXX

$tep 1T Wth the Burn tool.

The first step would be to de-

fine the surfaces on the jeans Step 7

nodel . There are a nunber of Before we add the raised edges

ways the surface could be de- we' || need to add one nore seam

flined but the nost | ogi cal is along the inside of the pants

to create a cylindrical mapped leg by drawing four dark ver-

material for each half of the tical lines using the Line topol

j|eans, as showmn in the figure. set to a wdth of tw pixels, | a

The Jeans. dxf nodel can be Pressure  of 50 per cent and the

flound on the cover CD, col our RGB Bl ack

Tome wal kt hr ough wor ds for 2 onme wal kt hr ough wor ds for 3one wal kt hr ough wor ds for

Strep urgcr opped i mage of t he ast epuncg opped i mage of t he an uncr opped i mge of t he

Ongeer f adee  tshatf aceshe ar @ut hdef i néds i Noer fage phthat  thlee raidibr edges interface  that the  author is

we i tinegd abmut creawbi cta  babnti mg wbiyt i ngel ecthawy , t hehi cbodgdias t ook andwiting about , whi ch has a

tQerpl atpd 0% ubhaajpi ngul e t he Op&i ntphg 1@0%ng bl adle riuhsi de  of 0.5 pt 100% black rule

reegiund Fort the vpuigddee dfn this athend dotbl e-sti vahedbl e seaims and around it — variable in

tluatrcgti fal tvd || Sdiee  usvaddt hrtchegh I ahgng t heiar t$qme edgwl kt\nes oughnen I ength t oo Sonme wal kt hr ough
= A ) Fre o ~ AMOr-de for an uheronnped —naae
: ¢ % vo+-d f o an uncropped g

rafght thEeg i ntwhifetce cahhatbe t Heund Dbal nt he Wi nEerfacaes thIaEt weeﬂﬂe the pf the interface that t he

aut hbhe dover wdD i ngrhe abboue, is auehorcal is stiwdHhHesng waboutcreat ed aut hor is writing about ,

¢dlilcd  has  aear@Mesh.gtpg. 100% Wwhihch Streps  8eveh.5 pt  100% Wwhich has a 0.5 pt 100%

bl ack rule around it - vari- bl ack rule around it - vari- bl ack rule around it - vari-

5t ep 3 Step 9

e start with the bunp texture Wth the stitch seamns finished

by adding a new |ayer, filling we are ready to add softness |to

ilt with 50 per cent Gey and the jeans by creating a |unpy

getting the Opacity to 95 per texture. W do this by select-

g¢ent . Then we select the Burn ing the Dodge tool with a Briish

t08he WA kt B oudh Ne-Rior’ls  bFEgh 53#%&  Ofal kthroBbke! S-wor HREN 1R 6ome wal kt hr ough wor ds for

afl  BncFoFsEd” e i mige 350f PETthéent.  aRai Nyncr hBPEAM | MBGEE oFPOtEhe @1ONG an  uncropped inmge of  the
NoWer Mgce PaiiMar StEAkeS a@iRH9  GRe  ihPerrR&t chipe @R  RARKRSS: %8  interface that the author s

M8as ngWeb@outh®  \Milch @ hatfama wAl $Png @ddapiyt | |1 9fhi c1$POthasindey  theyriting  about, whi ch has a
0.5 pt 100% black rule o' 8ft pisidegoopf pitdt& frAnd pocket. o 5  pt 100% black rule
Hrund4 it — variable in ar ound it — variable in ar ound it — variable in
N"éﬂgt hWE t i nt Soﬁ@rk whl R?ﬂrotﬂjﬁ’“nd I ength too Sone wal kt hr ough I ength too Sone wal kt hr ough
J A oppe T db fUI it airreT uppcd I maygc T db fUI it airreT uppcd I maygc
tﬁ'?er f aggamst hat the of the interface that the of the interface that the
is writing about , aut hor is writing about , aut hor is writing about ,
Rh Shas a 0.5 pt 100% Wwhich has a 0.5 pt 100% Wwhich has a 0.5 pt 100%
ack®i spyl d he orgdags  iQf  the y$€am8 hiack rule around it - vari- black rule around it - vari-
sel ect the Dodge tool with
sanme settings and pai nt
l'ines ar ound the dar k
jeans we j ust pai nt ed, ski p-
ping the seam along the end of
he trouser | egs, which we wil|l
Ic>me ' allei{t hr ough wor ds for 8one wal kt hr ough wor ds for Yone wal kt hr ough wor ds for
n uncr opped i mge of t he an uncr opped i mge of t he an uncr opped i mge of t he
[ n%per face t hat the aut hor d$ interface t hat the aut hor is interface t hat the aut hor is
wr |q| n { he abolué}r.ger V\ln'sc Gus ?fcrea}je writing about , whi ch has a writing about , whi ch has a
¥ s Cah ”‘E‘UO%addﬁl ack® slﬂa O"€S 9.5 pt  100% black rule 0.5 pt 100% black rule
ar ound the pocket s. Tl ese are . ) . . . .
raoun at — variabl e ar ound it - vari abl e in ar ound it - vari abl e in
0eun teﬁ sti ttChEd Sgr%ms V\ﬁ?gt hr Ovl\,l%h | ength t oo Sone wal kt hr ough | ength t oo Sone wal kt hr ough
nee to k two dar I'i nes . ;
a\lnpon tLe da uncroq %d cl)gI? es wor ds for_ an uncr opped i mge wor ds for_ an uncr opped i mge
gth i n?eg?ace tha t%e of the interface t hat t he of the interface t hat t he
aut hor is writing about , aut hor is writing about , aut hor is writing about ,

which has a 0.5 pt 100% which has a 0.5 pt 100% which has a 0.5 pt 100%
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St ep 10 eflge  of the pocket. Then we
Next we sel ect the Burn tool and pai nt a group of i ght stripes
pain st rokes ar ound the edge of afound the base of the crotch
the | seans and randomy  over the t pat come  together on the right.
white spots to create a |unpy This is the «centre of the crotgh
texture that will make the jeans nere the fabric fol ds t he nosf .
appear softer in t hese areas. e
pai n dark lines in the white St ep 17
spot under the front pocket to e create depr essi ons in the
create the appear ance of fol ds w i nkl es by sel ecting the Burn
in the fabric. t pol and painti ng strokes be-

t veen t he I'i ght stri pes.
Step 11
Now  weomeadd wAiUtfHGsgh tOoworldie  Ireg Steponel® wal kthrough  words  for me  wal kthrough  words  for
seamsn  Dyncr it I N9 magehorfor  NPRezon-  Tan Pufncrdfifed finhEBeNg oftOUGNRS  ©ON  an  uncropped image of  the
tal jnplirkce StriRgs N9 abhRor OUfs thAterfaeeCh W&  PAhBY  a8AMJr®" is  interface that the author s
si deyr@f ng theapofeams. whi Ehe  Hag finess  rapsedng whpkhes  ahpe® hBS  &i9ht  writing about, which has a
givep 5 thet s anfeack Of rulgeam egos ot Ul | WK wWirkles we o5 pt 100% black rule
tenshpBund M jrthe_ [&fdrjappam iWe fO-  jHfbund cregted_  VENGSfHl e STRA! er around it - variable in
cus | drtst h whi f%o Sp‘%o?re on wANhr ol W EAk®S  &So Onsofde  GE9Rt hi%bugH N | ength t 0o Some wal kt hr ough
righ de ear; z 12 f t’ he ; +igbt nords for an uncr-opped i-rage
if fhe sgam i'r$t erd®acd eNg&hatds the hekf  t¢fe thSterk®@®S: that the bf the interface that the
triph@t hoteamj son  wiei ng" i IMpout , aut hor is witing about, aut hor is witing about,

Wwhich has a 0.5 pt 100% Wwhich has a 0.5 pt 100% Wwhich has a 0.5 pt 100%
Stephlaék rule around it - vari- black rule around it — vari- black rule around it — vari-
Now | we select the Burn tool and
pai n dar k stripes bet ween the
l'igh stripes to add depr essi ons
for t he puffy wri nkl es.

Step 13

;rze djuo%rwtdrlgus;rﬁm Zﬂ\ I u”pldm:bbefl elcl: onme wal kt hrqugh wor ds for ome wal kt hr ngh wor ds for
. anDOd uncr po%?d anga eal n‘% short _ gn uncr opped i mage of t he _ gn uncr opped i mge of t he _
- Qéle acsetr a cover ng ?he is i nF e.rface t hat th}e aut hor is i nF e.rf ace t hat th.e aut hor is
cea s ing a out h has writing about , whi ch has a writing about , whi ch has a

(5” pt 100% bl ack rul e 0.5 pt 100% bl ack rul e 0.5 pt 100% bl ack rul e
Steparo nd it — variable in ar ound it — variable in around it — variable in
Thenl eq%t h sel Eg{) thseoneBur nvwa\l ktcnr ough | engt h . t oo Sone wal Iit hrqugh | engt h . t oo Sone wal Iit hr ngh

. T US Ul U uarcT U gyt Wi usS Ul it urcTopptcu mayc T usS Ul arT urtiTopptu —mayc
pain f sttﬁoke inteﬁ‘rftgggn éhate th 2t pf t he interface t hat t he pf t he interface t hat t he
stri pes o . Ccreate. epr essi ons. . o . _

Ve uwor all %t Vgl t |hr(1)%;i zor?tbqu ) aut hor is writing about , aut hor is writing about ,

i 3%. C?‘al oS (e 05y Pl 1?0'93/0 which has a 0.5 pt 100% which has a 0.5 pt 100%
r|pp°£3°kedéé”etoar?|%fpg ir%use_ tMari- pl ack rule around it - vari- pl ack rule around it - vari-
ripples

Step 15

W |now have a solid bunp texture

foungdat i on for our seans and

edges- The next step— s to —add

Wi nkl e®ME ¢t o Walihgthr og;tg_,t chworpgg, onf or one wal kt hr ough wor ds for ome wal kt hr ough wor ds for
that @n ar &NCrHRRRY  WABAE tRE B c an uncr opped i mge of t he an uncr opped i mge of t he

f ol dgnt ernfage tg'@}tng t hgaat eut hor is interface t hat t he aut hor is interface t hat t he aut hor is

writing about , whi ch has a writing about , whi ch has a writing about , whi ch has a
St epO- 516 pt 100% bl ack rul e 0.5 pt 100% black rule 0.5 pt 100% bl ack rul e
Firsfroupd Zodom —int¥ari@hde cridich ar ound it — variable in around it — variable in
regi bNIthand tQ%en SQRE selBEKE hrigugh I 'ength too Sone wal kt hr ough I'ength too Sone wal kt hr ough
Dodg¥0r d$ ool FOr angan patRC OPREAi zohtEIe words  for an uncr opped i mge wor ds for an uncr opped i mage
striPbs tBeartiRgerfage mat | &df ng of the interface that the of the interface that the

aut hor is writing about , aut hor is writing about , aut hor is writing about ,

which has a 0.5 pt 100% which has a 0.5 pt 100% which has a 0.5 pt 100%
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Step
The
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19 149, 145, 113 and set t he
| ast bunp detail is the Layer Blend to Hard Li ght
ches. These are created with a Layer Qpacity  of 100
adding a new layer, se- per cent. This is the colour
img the ATbrush tool foundation. Next
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r ds) e soe e TR

Step 20 Step 26
Once the stitches are com Then we set the Layer BIerRPdy copy  body  copy
pleted we're ready to to Soft Light to apply theCOPy body —copy  body
tackl e the col our texture. colour chaos to the [layersbody copy body copy
The bump isn't exactly  fin- below. W now have great ©@py body copy body
ished yet but we need to de- jor col our shifting but webody copy body copy
vel op the col our texture need to add sonme smaller copy body copy body
before we can conplete the col our chaos. body copy body  copy
bump. copy body copy body
Step 27 body copy body copy
Step 21 To add colour we create a
To create the col our texture new |ayer filled wth RGB copy ~ body  copy  body
we' || be maki ng t he fabric 88, 85, 54 and set the La éﬂy copy body copy
detail. W start wth a new Blend to Dissolve with n (SHEAD GOES  HERE
256x256 pi xel i mage, and Qpacity  of 19 per cent. TiBany copy body copy
then we fill it with 50 per we add a new blank layer, copy body copy body
cent  Gay. Next  we  render hide all but these tw layody copy body copy
Texture/ Texturi ser with the ers and Mer ge Vi si bl e. Th%bpy body copybody
foll ow ng settings: Bur | ap, we CGaussian Blur wth a Sod co body copy
85 per cent Scal i ng, Rel i ef dius of .8, set the Layer ocy Py
: . . . .copybody copy body
4 and Top Right Li ght Direc- Bl end to Ml tiply and act
tion. vate the ot her | ayers. body ~ copy  body  copy
copy body copy body
Step 22 body copy body copy
Now we select the done tool copy body copy body
and renove t he hori zont al body copybody copy
bl ot chy lines by sarrpl i ng copy body copy body
the cubic texture and copybody  copy  body
pai nting over them These body copy body copy
bl ot chy l'ines will r epeat
too nmuch when we apply this Ezzz iﬂii iig;y bssgy
texture.
copy body copy body
Step 23
Next we  Sel ect Al, then  De-
fine Pat t ern. Now  we create
a new 1,024x1, 024 file and
Fill Pattern. Thi s will be
the repeating cl ot hi ng tex-
ture we pai nt . The smal | er
texture file would be far
too small for a repeating
texture.
Step 24
To add colour we create a
new |ayer filled wth RGB

body copy body
copy body copy
body copy body
copy body copy
body copy body
copy body copy
body copy. body
copy body copy
body copy body
copy body copy
body copy body
body copy body
copy body copy
body copy body
copy body copy
body copy body
copy body copy
body copybody
copy body copy
body copy body
copy body copy
body copy body
copy body
copy body copy
body copybody
copy body copy
body copy body
copy body copy
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Step 28

Anige bl strah 10 expilai n I3, pu?ooé%% ot'm fhze

new [ayer set the Layer

‘Partj cul ar stage of the

extur detail chowe. rrors We- th .u— fnnl
W start by adding a new | ayer with a Brush Size of 30 pix-
and drawi ng a t wo- pi xel verti els, a Pressure of 15 per cent
cal line wth the Line Tool. and the col our set to RGB 157,
It should be a third the 137, 109. Now we paint strokes
hei ght of the image. Then we over the worn spots we created
use the Selection tool to in Step 34.
bl ock out smal | sections of
t he i ne, whi ch we del et e. Step 35
The | ast step of the col our

St ep 29 texture is to add the
Then we  Gaussian Blur the ling stitches. W do this by adding

AM-th a Radius of 4 Next we a new | ayer, Sel ecti ng Al an
clgme tWad kt Dy adgh nanyor dsj nesf orover toRe  stwaldet hreuep  1wQkds arfdor one wal kt hrough wor ds for
2Re UNgA@PPed naki M@ge supé ttde vary api|| URGr oRARd neGRge ay@f  Wil® the an uncr opped i mge of the
k Rker flagyt h t hat ttHe  cPohd®r cops i nbeefr6end thadl ourthe Thauthoie iset interface t hat t he aut hor is
Wd i ng about , whi ch has a W héi ng ayerboutpaci tWhi cho s per writing about , whi ch has a
0.5 pt 100% black rule Ocént Pt to 10Q%ghtdck t heul esti t ches. 0.5 pt 100% black rule
& ggnd 30i t — variable in apgundan | thow— Sav@riabl €opyi Nfor our around it — variable in
ot e 60 th%ona_ayerwal Rt gﬁguglﬂo | epobir t 00t ext ROSE wal kt hr ough | ength t oo Some wal kt hr ough
er¢ Sh—athe—HRSRepped & NEF-EHS for ah HReropped rage MO for ah uRcHopped rage
pb  &he pdrnt e&éﬁpp v&h%th hpBlies bhtept hegg interface t hat t he Df t he interface t hat t he
pHEhor| j neks t oW ifhé1g t eX@E . be- AYThEOr burdps  tWki i 89 | AboWonpl eted  puthor is writing about,

binch Thas chot®- Stedturel00% now| IBych DS cafing-5thet d&Bar  tex- phich has a 0.5 pt 100%
ebapket ef Ul auextar oyed adéi it Yari- bl ek ruAger , arounbat irtati ng  vafi - pl ack rule around it - vari-

he j eans texture and changi ng the | ayer Bl end

to Soft Li ght . W then deactif-

St ep 31 vate all but the bunmp |ayers

irst we  Sel ect All and Defing and Save a Copy as the bunp

Pattern, then we switch to the texture.

ean file and add a new |ayer
abowe  \idit hr Bagkgr ounsk ds | ayresr one wal kt hr ough wor ds for ome wal kt hr ough wor ds for
Aew ocr obipeld Pekhgen ¢  adke the an  uncropped inmmge of the an uncropped inmmge of the
i RABPface teKhHEe. the aut hor is interface t hat the aut hor is interface t hat the aut hor is
writing about , whi ch has a writing about , whi ch has a writing about , whi ch has a
&tsp p32 100% black rule 0.5 pt 100% black rule 0.5 pt 100% black rule
dpourdfld jthe _bunparidgfial jho the around it - variable in around it - variable in
IC@thlh | @Ry Vsbmeset wall fk@ hr (W@ﬁ | ength t oo Some wal kt hr ough | ength t oo Sone wal kt hr ough

A . ar 9 Lelmer) f-ot arr ot uppcd i Tage vot-as f-of an et uppcd i Trage
aC' t e 0f| nt%’ifaa@f tqeéiltt- tWe carl pof the interface that the of the interface that the
QWnorsee i sthe wsubtdee  Ribdut , tex- aut hor is writing about , aut hor is witing about ,
WHI €h ORas thg @©oboupt |awmy be- which has a 0.5 pt 100% which has a 0.5 pt 100%
bld¥k rule around it - vari- plack rule around it - vari- plack rule around it - vari-

ep 33

o add wear to the jeans tex-

ure we select the Dodge tool,
set the Pressure to 20 per

ent and pai nt strokes around
tNere CTQh&kt nfbEdn T WRr afd9e £ o0f ome  wal kthrough  words  for ome  wal kthrough  words  for
éﬁe ur‘f\@r' Ebbéae i f84e p@FkEtlshe and an uncr opped i mge of t he an uncr opped i mage of t he
fhEerfQMEr &M%  Afhe tNEueBM 9% interface that the author is interface that the author s
Weti no Wout, ' Ghich  has a witing about, which has a witing about, which has a
0.5 pt 100% bl ack rul e 0.5 pt 100% black rule 0.5 pt 100% bl ack rul e
&68nd 3%t - variable in around it — variable in around it — variable in
Tengdh "ty 1 Je  EGARS  Weal 39 ouyh | engt h t 0o Some  wal kt hr ough length  too Some  wal kt hr ough
wor ds for an uncr opped i mage wor ds for an uncr opped i mge wor ds for an uncr opped i mge
of t he interface t hat t he of t he interface t hat t he of t he interface t hat t he
aut hor is writing about , aut hor is writing about , aut hor is writing about ,
which has a 0.5 pt 100% which has a 0.5 pt 100% which has a 0.5 pt 100%




