
1Open the working.psd file from the 
CD, then open up the face.psd file as 

well. Target the Background layer in the 
face.psd file, then hold down the Shift 
key and click on the other two layer 
thumbnails to select them, too. Drag all 
of the layers into the working.psd file.

 Textures can give your 3D work an 
individual stamp. While you can 

apply textures in your 3D modelling 
program, Photoshop is a capable 
alternative. You can easily map images on 
to 3D surfaces or create original artwork 
using texture-free renderings. It’s an ideal 
option for those with skills in Photoshop 
rather than specialist 3D software.

In the first part of this series, you were 
shown how to add surface textures and 
images to flat areas of your finished 3D 
renderings, enabling you to match angles 
and perspective perfectly. However, not 
all rendered 3D shapes consist of flat 
planes. In many instances, you’ll be 

confronted with the task of wrapping an 
image around a curved or cylindrical 
object in Photoshop. Don’t worry: the 
new CS2 Warp Transformation feature 
enables you to do just that. 

This tutorial will also reveal how to 
alter multiple instances of layer 
groupings at the same time by exploring 
the new CS2 Smart Objects features. If 
you didn’t complete the first tutorial, or 
didn’t save a layered file of your own last 
time, a .psd file has been included on the 
CD for you to use as a starting point. 
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TIME NEEDED
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In the second part of his Photoshop series, Derek Lea continues to transform a flat rendering into a textured 
masterpiece by incorporating two new Photoshop CS2 features: Smart Objects and Warp Transformation

WARP YOUR IMAGES

ftp://ftp.futurenet.com/pub/arts/zinio/art120_part.zip


2 Choose Edit>FreeTransform from the 
menu and then drag a corner point of 

the bounding box inward to reduce the size 
of the layers. Press Enter to apply the 
transformation. Choose Layer>Smart 
Objects>GroupIntoNewSmartObject to 
bundle the layers into a single Smart Object.

3Rename the Smart 
Object layer Original, 

then duplicate it by 
dragging it on to the Create A New Layer 
button in the Layers palette. Disable the 
visibility of the original Smart Object layer 
and target the duplicate. Reduce the Layer 
Opacity and use the Move tool to position it 
over the main figure’s head.

4 Now select Edit> 
Transform>Warp. When 

the mesh appears, drag each 
corner point inwards until the 
overall mesh shape begins to 
match up with the underlying 
face area. Drag the corner 
point handles where needed 
to adjust the curvature of the 
outer edges of the shape.

5 You can click on the 
bounding box segments, 

areas of mesh or any areas 
within the mesh, then drag 
these to adjust specific areas. 
When you’re happy with the 
results, press the Enter key  
to apply the warp effect. Next, 
use the Pen tool to draw a 
precise closed path around 
the face area.

6 Generate a selection from the path and 
click on the Add Layer Mask button in the 

Layers palette to mask the Smart Object 
layer. Change the Blending Mode of the layer 
to Multiply and reduce Opacity to 35 per cent. 
Copy the layer, change the Blending Mode to 
Overlay and raise Opacity to 100 per cent.

8 Once you’ve added the bevel effect, close the window and save the 
changes when you are prompted to do so. When you return to the 

working.psd file, you’ll notice that the changes you made affect all of the 
duplicated Smart Object layers. Use these same methods to add faces 
to each of the flying cylinders.

7 In the Layers palette, double-click your 
original Smart Object layer – the one 

with layer visibility disabled. This will open 
the Smart Object with all the associated 
layers intact. Target the layer called Grey and 
add a bevel effect, using the Add A Layer 
Style menu from the Layers palette.

You can convert any 
Smart Object in the 
Layers palette into a 
layer by choosing 
Layer>Smart> 
Objects>ConvertTo 
Layer, or Layer> 
Rasterize>Smart 
Object. Once a Smart 
Object is converted to  
a layer, it is immune to 
any changes made to 
the original Smart 
Object: it becomes a 
Photoshop layer.

CONVERTING  
SMART OBJECTS
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10 You’ll notice that the warp mesh has changed into a Free Transform bounding box, 
enabling you to resize and rotate the layer. When you’re finished, click the Switch 

Between Free Transform And Warp Modes button in the options bar to switch back to the 
warp mesh so you can edit it. Press Enter to apply the warp effect.

12 Bring the contents of the arm.psd file into the working.psd file as a 
new layer. Reduce the Opacity and then use the Warp command to 

warp and transform the layer until it looks as if it belongs over the top of the 
appropriate area on the model’s arm. Now define a selection border with 
the Pen tool and mask the layer.

9 Open up cone.psd and use the Move tool to drag it into the working.psd file as a new 
layer. Choose Edit>Transform>Warp. Before you warp the layer, rotate and resize it, 

clicking the Switch Between Free Transform And Warp Modes button in the Options bar.

13 Change the Layer Opacity to 73 per cent and the mode to Multiply. 
Duplicate the layer, change the mode to Overlay, and reduce the 

Opacity to 54 per cent. Use this method again to add the same warped 
texture to the cylinder on the model’s other arm. Don’t forget to save your 
layered file for the final part of this series, coming up next issue.

11Create a path-based 
selection around the 

desired area and add a Layer 
Mask. Change the Blending 
Mode to Linear Burn, reduce 
Opacity to 20 per cent and 
duplicate the layer. Change the 
duplicate Layer Mode to Colour Burn, increase the Opacity to 
30 per cent and duplicate it again. Change the mode of the 
new layer to Overlay and increase the Opacity to 100 per cent.
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VECTOR MASKS

Notice that here we’re 
creating Layer Masks 
based on selections 
generated from paths. 
A different way, which 
skips the selection 
process, is to create 
vector masks directly 
from your paths. First, 
target a path in the 
Paths palette, then 
choose Layer>Vector 
Mask>CurrentPath. 
This clips the layer 
using the targeted 
path. Vector masks 
cannot be edited with 
Paint tools.


