Photo Effects: Mapping Textures To Faces By Steve Patterson, Photoshop Essentials.com

MAPPING TEXTURES TO FACES WITH PHOTOSHOP

In this Photoshop tutorial, we’ll learn how to use the Displace filter and a displacement map to add an interesting texture
to a person’s face in a photo. The displacement map will allow us to wrap the texture around the shape and contours of
the face, rather than having it look like we simply pasted a flat texture on to the photo.

Displacement maps were first introduced way back in Photoshop 2.0, so unless you’re still using the same version of
Photoshop you bought 20 years ago, you should be fine. I'll be using Photoshop CS4 throughout this tutorial, but any
recent version will work.

To create the texture effect, you'll need two
images - the main photo that you want to
apply the texture to and a photo to use as the
texture itself. Here’s the image I'll be applying
my texture to:

The original image.

Here’s the image I'll be using for my texture,
a simple close up of a rock that | snapped
outside:

66.67% Doc: 5.49M/5.49M | . The texture photo.

This Photoshop Tutorial © 2009 Steve Patterson, Photoshop Essentials.com. 1
Not To Be Reproduced Or Redistributed Without Permission.



Photo Effects: Mapping Textures To Faces

By Steve Patterson, Photoshop Essentials.com

® 00 * texture_mapping.psd @ 66.7% (texture, RGB/8) *
7 v 3 .

Here’s how it will look after we’ve mapped
the texture on to the man’s face:

Let’s get started!

The final texture map effect.

Step 1: Select The Channel With The Best Image Contrast
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Let’'s begin with the photo we’ll be applying the texture to. Switch over to your
Channels panel for a moment. You’ll find the Channels panel grouped in with
the Layers and Paths panels (“panels” are called “palettes” in earlier versions
of Photoshop). Click on the Channels name tab at the top of the group to select
it. You'll see three color channels listed - Red, Green, and Blue - along with a
composite RGB channel at the top:

The Channels panel
(palette) in Photoshop.

To learn more about color channels and the RGB color mode in Photoshop, be sure to check out our full RGB and Color
Channels In Photoshop Explained tutorial. We're going to use one of these three channels (Red, Green or Blue) to
create our displacement map, which will then be used to map our texture to the contours of the person’s face.

CHANNELS

We need to select the channel that will give us the highest amount of image
contrast, since the more contrast we have, the better the results we’ll achieve

. with our displacement map. Click on each individual channel (Red, Green, then
Blue) in the Channels panel. Here, I'm clicking on the Red channel to select it.
® o s3 The currently selected channel will appear highlighted in blue:
[ 3#4
| . 5
¥ Select individual channels
= by clicking on them in
d & # the Channels panel.
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As you click on each channel, you'll see a black and white version of the photo appear in the document window. Each
channel will give us a different black and white version depending on how prominent that color is in the photo. We need to
pick the channel that gives us the best image contrast in the person’s face. Here’s what each of my three channels looks
like, with Red on the left, Green in the middle and Blue on the right:

LYaY:) e, LYaY:)

Each color channel (Red, Green, Blue) gives us a different black and white version of the image.

Typically when dealing with skin tones, the Red channel will be too bright and washed out to use as a displacement
map (since skin always contains lots of red), so you'll usually end up choosing either the Green or Blue channels. In my
case here, the Blue channel is much too dark, so it's out. The Red channel actually contains more detail that I'd normally
expect, but I think the Green channel contains the greatest amount of contrast, with some bright highlights and dark
shadows, so I'm going to use the Green channel for my displacement map.

Step 2: Duplicate The Channel
B Onceyou’ve determined which channel you’re going to use for your displacement
map, make sure you have it selected in the Channels panel. I'm using the Green

— channel, so I'll click on it to select it:
o
& m{]reen I #4
*
] et Blue %5

Ql = I Click on the channel you'll be using
for your displacement map.

Then click on the menu icon in the top right corner of the Channels panel and
select Duplicate Channel from the menu that appears:

New Channel...
Duplicate Channel... .
Delete Channel

New Spot Channel...

L

Tharnne Dintinnc
il 1el Lptions..

Split Channels

vierge Lnanneis

Panel Options... E . Right-click (Win) / Control-click (Mac) on the
ki channel and choose Duplicate Channel.
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Duplicate Channel This will bring up the Duplicate Channel dialog
box. Select New for the Document option in the

g @ Destination section of the dialog box, which

As: |Alpha 1 | will open the copy of the channel as a separate
Destinati Photoshop document. Don’t worry about naming
Docume‘t: [ New ) H it:
e

Name: |Untitled—1

[ Invert
— Set the Document option to New to create

a new document from the channel.

Click OK to exit out of the dialog box. The black and white
image will appear in a separate document window:

We’ll prepare our image for use as a displacement map
next!

The black and white version from the Green
channel (or whichever channel you chose)
Doc: 1.83M/1.83M b now appears in its own document window.

Step 3: Apply The Median Filter To The Displacement Map Image

For these next few steps, we’'ll be working on the displacement map image that we just created, so ignore the original
image for now. We need to remove much of the detail from the person’s face, otherwise all of the little pores, bumps,
stubble and small skin imperfections will cause problems. We’'ll use a couple of Photoshop’s filters to smooth things out
for us. The first one that we’ll apply is the Median filter, which is great at reducing small details while keeping the edges
that define an object intact. Go up to the Filter menu in the Menu Bar at the top of the screen, choose Noise, and then
choose Median:

Brush Strokes ‘
Distort »

BT A Noise...
Pixelate > Despeckle
Render [ 2 Dust & Scratches...
Sharpen >
Sketch [ 2 Reduce Noise...

Go to Filter > Noise > Median.

This will bring up the Median filter’s dialog box. Keep an eye on your image in the document window as you drag the
Radius slider at the bottom of the dialog box. The slider determines how much detail is removed from the image. The
further you drag the slider towards the right, the more detail you’ll remove. The idea is to remove as much detail from the
person’s face as possible while still keeping important edges intact. There’s no specific setting to use here since it will
depend on the size of the image you’re working on, but I’'m going to set my Radius value to around 8 pixels (next page):
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. Adjust the Radius amount
Median o )
= — with the slider at the bottom

E of the dialog box.
[ Cancel )

E Praview

Click OK to exit out of the dialog box. Here we can see
that I've managed to reduce the detail in the man’s face
significantly while still keeping the defining edges nice
and sharp:

Much of the detail in the man’s
face has been removed without
blurring important edge detail.

Step 4: Apply The Gaussian Blur Filter

Next, we’ll apply the Gaussian Blur filter to finish off our displacement

ALdstic > Average map. Go back up to the Filter menu and this time, choose Blur, then
Brush Strokes » Blur choose Gaussian Blur:
Distort > Blur More
Noise 3 Box Blur...
Pixelate [ 2 Gaussian Blur... .
Render 3 Lens Blur...
Sharpen > Motion Blur...
Sketch b | Radial Blur... 20'0 Filter > Blur>
aussian Blur.

When the Gaussian Blur dialog box appears, use the Radius slider at the bottom of the dialog box the same way you
used it with the Median filter a moment ago, keeping an eye on your image in the document window as you drag the slider
towards the right to apply more blurring to the image. Again, there is no specific setting to use here since it will depend
on your image, but the goal is to apply enough blurring to smooth things out while still being able to make out important
details (eyes, nose, mouth, etc). I'm going to increase my Radius value to around 13 pixels (next page):
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Increase the Radius value to
increase the amount of blurring

@ that’s applied to the image.
Cancel

E Praview

~ Gaussian Blur

= 100%

Radius: |13.5 pixels

g
N

N

Click OK when you’re done to exit out of the dialog box.
Photoshop applies the blurring to the displacement map:

The displacement map now appears
with smooth transitions between
different brightness levels.

Step 5: Convert The Image To Grayscale

Finally, let’s convert our displacement map image to the Grayscale color mode. Technically, this isn’t absolutely necessary
since Photoshop can use displacement maps saved in other color modes as well, but you can run into problems if your
displacement map contains too many channels, so converting the image to Grayscale, which limits the image to a single

BT Layer  Select Filter Analysis 3D Vi channel, is a good way to avoid those problems. Go up to the Image
L — = menu at the top of the screen, choose Mode (which is short for Color
'tmap" Mode), then choose Grayscale:
Adjustments >
Duotone
Auto Tone 3L ndexed Color
Auto Contrast  C{r3EL RGB Color ngyl?;?ep Mode

Step 6: Save The Image As A Photoshop .PSD File

Now that we’ve prepared our image for use as a displacement map, we need to save it, and we need to save it specifically
as a Photoshop .PSD file. This is the only file type that Photoshop can use for displacement maps, although | have no
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idea why that is. Sometimes, you just have to accept things, and this is one of
those times. Go up to the File menu at the top of the screen and choose Save

This brings up the Save As dialog box. Give the file a descriptive
name. I'm going to name mine “displace.psd”, and make sure
you select Photoshop for the Format option so it's saved as
a .PSD file. | find that the easiest place to save displacement
maps is in a “displacement maps” folder that I've created on my
desktop, so that’s where I'll save my file to:

Click the Save button when you’re done to save the file. You can
now close out of the displacement map’s document window.

Save the file to a location that

Close HEW
Close All NHEW
Close and Go To Bridge... onw | As:
Save #5
Save As... £ 385
Check In...
Save for Web & Devices... N {+38S
Go to File >
Save As.
[ @"s) Save As
Sade As: Idisplace.psd ) I B
( 4
N ——"
[« » | [2a[=]m {3 displacement maps I-ﬂ Q search
- oevice | Date Modified
» PLACES
Forrfat: [ Photoshop ) A
Save: "1 As a Copy | Notes
Alpha Channels Spot Colors
Layers
Color: Use Proof Setup: Working CMYK
SEmbed Color Profile: Dot Gain 20%
New Folder ( Cancel ) E Saﬁ ) you can easily remember,
] like your desktop.

Step 7: Select The Person’s Face In The Photo

Bl We're done working on our displacement map at this point, so switch back

over to your original photo (the one you're going to apply the texture to). If
you're still seeing the image in black and white in the document window, it's
because we still have a single channel selected in the Channels panel. Click on
the RGB channel at the top of the Channels panel to bring back the full color
version of the image. The RGB channel isn’t really a channel at all, it's simply
the composite of the three individual channels and it's what allows us to see the

image in full color:

Clicking on the RGB channel
selects all channels at once and
displays the image in full color.

Switch back over to the Layers panel as well by clicking on the
Layers name tab at the top of the panel group. We need to select
the area of the photo that we want to map the texture to. Since we
want to map the texture only to the person’s face, we’ll first need
to select it. Use the selection tool of your choice (Lasso Tool, Pen
Tool, etc.) to draw a selection around the area you need. In my
case, I'll use the Lasso Tool to draw a selection around the man’s
face and the top of his head:

Draw a selection around the area
you want to map the texture to.

. texture_mapping.psd @ 66.7% (RGB/8) *
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200 TR s ST The only problem is, if | was to apply the

4 . texture right now, his eyes would be covered
by the texture since they’re currently inside
the selected area. | need to remove his eyes
from the selection, and the easiest way to
do that is to simply hold down my Alt (Win) /
Option (Mac) key, which temporarily places
the Lasso Tool in Subtract From Selection
mode, indicated by a small minus sign (“-")
in the bottom right corner of the lasso icon.
Drag a selection around each eye to remove
them from the selected area. When you're
done, you should see selection outlines
around the person’s head and their eyes.
Only the area between the selection outlines
is now selected, which means the eyes will
no longer be affected:

Hold down Alt (Win) / Option (Mac) to temporarily switch to Subtract From Selection mode with any basic selection tool.

Be sure to check out our Full Power Of Basic Selections tutorial for more information on working with selections in
Photoshop.

Step 8: Save The Selection

We don’t need our selection at this very moment but we will need it soon, so let’s save it.
Go up to the Select menu at the top of the screen and choose Save Selection:

Crow
Similar

Transform Selection

Edit in Quick Mask Mode

Save Selectfon . Go to Select > Save
Selection.

Save Selection This brings up the Save Selection dialog box. I'm
Destinati going to name my selection “face”, then I'll click OK
D‘ iy ml.n - B $ oK . ) | to save the selection for later use:
ocument: | texture_mapping.ps = :
J [ Cancel _\'I
Channel: [ New )-3-1

—
N ar@acv

— Operation
® New Channel
) Add to Channel
) Subtract from Channel

Saving a selection allows
us to easily load it again
any time we need it.

) Intersect with Channel

Once you’ve saved the selection, press Ctrl+D (Win) / Command+D (Mac) to quickly deselect the selection, removing
the selection outlines from the image.
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Step 9: Copy The Texture Image Over To The Original Image

Open the photo you're going to use for your texture. In my case, I’'m using the rock texture photo that we saw at the
beginning of the tutorial. You should now have your original image and the texture photo open in their own separate
document windows on your screen.

Select Filter Analysis Make sure you have the texture photo selected by clicking on it anywhere inside its
New > document window. Then go up to the Layer menu at the top of the screen and choose

Duplicate Layer... Duplicate Layer:
Delete

Layer Properties...
Layer Style >

Go to Layer >
Duplicate Layer.

This brings up the Duplicate Layer dialog box. I'm going to name my copied layer “texture”, although the name isn’t that
important. What is important is that you select the original image’s document as the Destination for the copied layer so
that our texture photo appears inside the original photo’s document. My original photo is named “texture_mapping.psd”,
so I'll select it as my destination:

i

Duplicate: rock @
A erivre D |

Destinatio
—_—
Documént: [ texture_mapping.psd ) I-G-l
I

Name:| |

Select the original image as
the destination for the layer.

Click OKwhen you’re done to exit out of the dialog box and copy the texture photo

2L over to the original image’s document. You can close out of the texture photo’s
JR— K Opacity: | 100% o document window at this point, which leaves us with just a single document
Fill:|100% = window open containing both the original photo and the texture photo, with the
texture photo now blocking the original image from view. If we look in the Layers
panel, we can see that we now have two layers. The original image is sitting on
the Background layer, while the texture photo is on a new layer above it:

&
OT O & 5 = Select the original image as
""" the destination for the layer. |§ L5

i |l %3
Step 10: Load The Selection
Here’s where we need that selection we created and saved earlier. Photoshop "
actually saves selections as channels, and if we switch back over to the Channels L] 4
panel, we can see that our selection appears as a separate channel below the e
RGB channels. My channel is named “face” because that's what | named it o #5
when | saved the selection. To quickly load the selection, hold down your Ctrl i
(Win) / Command (Mac) key and click directly on the channel’s thumbnail: ( #6

Hold down Ctrl (Win) / Command (Mac) and click directly on the \/ = B o

channel’s thumbnail to load it as a selection in the document window.
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Switch back over to the Layers panel when you’re done.
You'll see that the selection outlines have reappeared
inside the document, although they may be a little hard
to see over the texture:

The selection has been easily
loaded back into the document.

LAYERS

b+ Opacity: | 100% =l

o

[ Normal
Lock: (||| Fill:[100% *

With the selection loaded, make sure the texture layer is selected in the Layers
panel (selected layers are highlighted in blue), then click on the Layer Mask
icon at the bottom of the Layers panel:

Add a layer mask to the texture layer
by clicking on the Layer Mask icon.

This adds a layer mask to the texture layer, and
because we had the person’s head selected when we
added the mask, only the area of the texture photo that
fell within the selection remains visible. The rest of the
texture layer is now hidden from view:

’— \ Only the man’s face remains covered by the
texture photo thanks to the layer mask.
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Step 12: Change The Blend Mode Of The Texture Layer To Overlay

To blend the texture in with the person’s face, go up to the Blend Mode option
at the top of the Layers panel and change the blend mode from Normal (the
default setting) to Overlay:

h‘gopaciw:
Lock: Eﬂ Fill: | 100% =

Change the texture layer’s blend mode to Overlay.

B e The texture now blends in nicely with the

S, - D0 TN man’s face. Feel free to try other blend
modes as well, like Multiply or Hard Light, and
compare the results you get, but the Overlay
mode is often your best choice for this effect:

The image after changing the blend
mode of the texture layer to Overlay.

Things are looking pretty good already at this point, but to add even more
realism, we’re going to use our displacement map to fit the texture around the
contours of the person’s face. First, we need to select the texture layer, since we
Fill: | 100% [» currently have the layer mask, not the layer itself, selected. We can tell which
one is selected by looking at the thumbnails in the Layers panel. You'll notice
texture that at the moment, the layer mask thumbnail on the texture layer has a white
highlight border around it. This means the layer mask is currently selected. To
select the layer itself, click directly on the layer mask preview thumbnail:

LAYERS | CHANNELS | PATHS
[ Overlay I+ Opacity: | 100% =l

When the preview thumbnail has a highlight border

== fx, O. O al ﬁ around |t,AtheA layer is selected. When th? mask thumbnail
has the highlight border, the layer mask is selected.
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Step 14: Unlink The

LAYERS

Layer From

['Overlay I+ Opacity: | 100% [l

The Layer Mask

If we apply our displacement map right now, both the contents of the layer (the
texture photo) and the layer mask will be reshaped by the displacement map,
and that’s because the layer contents and the layer masked are linked together.

Fill:| 100% o We can tell that they're linked together by the small link icon between the two

Lock: @[+ |+ /@]

thumbnails. To unlink the layer contents from the layer mask so that the mask
will not be affected by the displacement map, click on the link icon to remove it:

Click on the small link icon to unlink the
layer contents from the layer mask.

Step 15: Apply The Displace Filter

Finally, we're ready to apply our displacement map, and we do

Artistic >

Blur > I that using Photoshop’s Displace filter. Go up to the Filter menu,

Brush Strokes 3 choose Distort, and then choose Displace:

Distort 2 Diffuse Glow...

Noise > Displace...

Pixelate » Class...

Render > Lens Correction...

Sharpen > Ocean Ri pplE I Go to Filter > Distort > Displace.

— __Displace The Displace filter is actually made up of two separate dialog boxes. The first

: N\ dialog box asks us to set some options, with the two most important options

Horizontal Sefle |15 | ey being at the top. The Horizontal Scale and Vertical Scale options determine

Vertical Scale 15
Displacement Map:
{®) Stretch To Fit

O Tile

Undefined Areas:
() Wrap Around
®) Repeat Edge Pixels

The Vertical Scale and Horizontal Scale

options

determine how far the pixels in the image will move.

0.0.0 Open
Choose a displacement map.
Click OK when you'’re done to exit out of this first dialog box, which (< »] (z2[=[m] [ displacement maps B @ search

will bring up the second dialog box asking you to choose your * e
displacement map. Navigate to where you saved the displacement
map we created earlier. Mine was saved to a “displacement maps”  weon
folder on my desktop, so that’s where I'll navigate to, then click on

the displacement map to select it and click Open:

how much impact the displacement map will have on the image. In other
words, they determine how far the pixels in the image will shift horizontally
and vertically. Unfortunately, there’s no preview available so the Displace filter
usually involves some ftrial and error until you get things right. The default
value of 10 for both the Horizontal and Vertical Scale options is a good place
to start, but I'm going to increase mine to 15 for a bit more of an impact. The
values you end up using will depend both on the size of your image and on
your own idea of what looks “right”, so be prepared to undo this step a few
times and try again. You can leave the Stretch To Fit and Repeat Edge
Pixels options in the bottom half of the dialog box selected:

Date Modified
Today, 1:00 PM

! displace.psd

» SHARED

» PLACES

Select the displacement map we created earlier.
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As soon as you open the displacement map, Photoshop applies it to the texture and maps the texture to the contours of
the person’s face and head. If you're using a texture with lots of straight lines, like an American flag, for example, you'll
see a very noticeable difference in how the texture wraps around the shape of the person’s face. If you're using a texture
like the one I'm using with lots of randomly shaped lines and cracks, the difference may not be quite as noticeable,
although things should still look more realistic after the displacement map has been applied. Or at least, as realistic as a
rock texture mapped to a person’s face can look. Here’s my final result:

@00 “ texture_mapping.psd @ 66.7% (texture, RGB/8) *
e s 7 e

g

Doc: 5.49M/13.2M i The final texture mapped result.

And there we have it!

For more Adobe Photoshop tutorials, visit Photoshop Essentials.com @ www.photoshopessentials.com!
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