Applying Textured Brushes to illustrations or photographs.

First thing.

Install those New Brushes, drag them from the folder into this location: 

Applications / Adobe Photoshop / Presets / Brushes

Then in Photoshop, click on your Brush tool, and the click on the brush settings above, the little arrow will drop down the menu and reveal thumbnails of all your brushes, then click on the small right arrow button and choose Load Brushes…

Go to the same location on your hard drive: Applications / Adobe Photoshop / Presets / Brushes and shift + select all the new brush files and click LOAD.
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Now you have a bunch of textured brushes.  Some I made myself, others I found online, you’ll notice some of them have strange squiggles for a thumbnail, don’t be fooled it’s probably because the brush is a long strip of paint and it got squashed in the small thumbnail square and looks odd as a result.  Others are very subtle almost invisible soft textures that look blank in the thumbnail, but once you select it and jack up the brush size to 1000-2000 you’ll see the pattern.

So starting off, here’s an illustration, assuming you’ve already removed the white from the scanned artwork so that it’s a solid hi-res image over top the transparent (checker board) background, make a new dull color BG layer in behind the art so you can easily see the texture overlaps you’re about to place on.

In this case we’ll do white colored-brushes, so that we can tint it into different colors later.  The option is yours to make a new layer on top each time you select a new brush to paint with, especially if you want a subtlety different shade color each time you stamp a new texture on the surface of the art for nice variety.
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Now choose a brush and color, make a new layer on top, enlarge your brush, and click once on the image to make a stamp of the texture on the image.

Then select the paint (just take your Arrow tool and click & drag) and place the stamped texture or brush splatter to where ever you’d like, you can even go to Edit > Transform to rotate and scale down the texture. To remove the access paint click on the original art layer and with the magic wand tool select the blank are around the art, then click back to your paint/texture layer and hit the delete button, trimming off al the access texture.

I usually wait till the very end to do this once I have all my layer textures, in case I want to move around the textures as I place the dirt and speckles around the image.
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Keep doing this over and over, adding messiness, grim, splatters, cracks, and smudges as you see fit.  You can click a stamp of a watercolor splatter off to the side, take the Lasso tool select it or select a portion of it and rotate and overlap/place it where ever you please, I often to this so I can get the most out of a single stamp of paint so you can re-use parts of it by flopping it, and rotating it and placing it in various places, sometimes just the edge of a paint splatter is all I need to give that rusty, old, speckled look to wood, stone, or concrete surface. [image: image7.png]
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Do this over and over again.  Remember if you want each new texture stamp to be a slightly different color you should make a new layer each time for that stamp to isolate it.

Any time you use a pure white color you can easily tint it to a new color later on, but the more paint you group on one layer the less options you’ll have later to isolate certain bits of texture later on.

Now that you’ve applied you’re messy textures, go back to the original art layer at the bottom, use the magic wand to select the black out line, you can just click on it once and go to Select > Similar to grab all the hard black paint.  Then Copy Paste it on a new top layer.
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Above shows Layer 3 being the line art overlay.

Layer 2 having all the paint textures, Layer 0 having the original scanned/colored artwork, and Layer 1 underneath it all as a temporary BG to be deleted later before saving as a PNG.

Now it’s all about touching it up. Under Image > Adjustments… you can find a whole bunch of various color tinting options.  

Pure white colors are the easiest to manipulate, but you can alter any colored paint strokes and stamps you might have applied with Hue/Staturation, Color Balance, and Photo Filters.
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Take the soft-edged Eraser and and dab it around taking out any overly harsh or large splotches of paint you might find to contrasting with the line art.

Add more texture with a few dabs here and there to fill in any void spots you may have missed, using the same method of , clicking on the splatter/texture once, selecting the blank area from the original art layer, clicking back to the paint layer, and hitting Delete to trim it the paint, isolating it to the inside of your colored art (but behind the copied line art).
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If you want to bulge out or pinch in any areas to add a bit of depth by simulating parts of the textured surface to follow the 3D contours the surface may have, simply lasso the area you want to sink in or bulge out, and Choose Filters > Liquify…

[image: image14.png]


[image: image15.png]Analysis _View
Last Filter

Convert for Smart Filters

Extract... X8X
Filter Gallery...

Pattern Maker..
Vanishing Poin

Artistic
Blur
Brush Strokes
Distort
Noise
Pixelate
Render
Sharpen
Sketch
Stylize
Texture
Video
Other

Y YYVYYYYVYVYVYVYVYVYY

Digimarc




This take s a bit of practice, especially if your textures are light in color, sometimes it’s difficult to see the semi-transparent paint overtop of the transparency BG.

But using the Bloat or Pucker tolls (on the left side) and the brush sizes (and sensitivity settings on the left) you can fool around with how much you can expand and contract areas of the texture, often you’re working blind, so many times you need to try something, hit OK.  Then Command+Z over and over to see the results of what you just did, and decide if you want to keep it or not, or just take note of how off you were and then go in again for another try or to make an adjustment.  Once you leave the Liquify environment you cannot undo the multiple steps you have done to achieve the effect you wanted.  You “Undo” the whole operation or not from the main window once you click OK.  When you’re inside the Liquify environment you can undo as much as you like.
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You can also lower the transparencies of your texture layers, as well as changing the settings to make the textures blend in and fade in more with the art, try Overlay for light textures overtop of dark colors for example.
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Remove the colored BG from the bottom layer, to preserve the layers for future use, save as a PSD.  To have the Alpha preserved, save as PNG (the gray from the image above to appear as invisible once imported into Flash).

