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PREFACE

e

Fashion illustration is one of the most unique subjects for
illustrators. You are drawing the edgiest thing at the time but it
becomes old very quickly. It often includes people but most of the
time your main focus is make-up, hair or clothes. When you see
fashion magazines or blogs, photographs conquer the majority of
the pages, and you may be illustrating from the same photograph
the readers have seen already. People use the internet all the
time in this modern world, and they can access the latest fashion
without being at Paris fashion week by just a click. So maybe the
fashion illustrators' job isn't just to report fashion as it is, but to
present something people can't see from gritty photographs using
your unique representation to show them what is attractive and
fascinating about the design.

Some people may think all fashion illustrators are packed full of
fashion facts and are passionate about being fashionable as well
as drawing, but | don't have a big fashion background myself. |
grew up in Tokyo so fashion was always around me. | remember
people in certain parts of Tokyo were so fashionable, that as
a young teenager | almost felt embarrassed to walk there with
what | was wearing. | went to an art high-school near fashionable
Shibuya where all the high-school girls arranged their uniforms
for the cutest and most fashionable effect, it is something so
iconic that it was a form of armour, the definition of being a high-
school girl.

My high-school though, didn't have a school uniform so everyone
wore what they liked. Some wore lolita fashion, some wore punk,
some wore jumpsuits for both fashion and practical reasons.
Tokyo has a capacity for almost any fashion identity, although |
wasn't a fashionista, my environment kept my mind wide open
and | was able to appreciate various fashions and | believe it
helped me illustrating them. | learnt drawing and modelling in
this high school and later at an art cram school, | practised again
and again, everyday. This gave me skills to draw realistically
and a good understanding of the structure of the human body
and many other subjects. Not all fashion illustrators draw models
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realistically like | do, you might need a specific sense to do
simplified illustration, however even abbreviated illustrations are
often backed by knowledge and experience. Drawing something
slick isn't casual and sometimes you can learn a lot more from
doing just the basics.

Whilst | learn lots about technique and mechanical skill in Japan,
when | went to study at university in England | learnt much more
about how to represent yourself and forming the design process.
My first fashion illustration job after graduating my art university
was for an online magazine. For online media, speed is essential
and it is important that you can work fast especially when you are
working for reports from something like a fashion week. While
editors have fresh photographs from the events straight away and
can upload them in minutes, you need to capture style, texture,
details and flow in a very short time to show a different aspect of
the fashion design in your own style.

Reference materials are incredibly important. Most of the time
editors will give you references, but | recommend finding more
images taken from different angles or with different models
if possible. This will give you a much better understanding of
design and the structure of clothes, not only that but you may find
something you didn't notice at first sight, like how the spangles
shine under lighting, or it may make you imagine how this
particular skirt floats with the breeze. These things will be your
inspiration and can become what you want to draw the most
attention to, or base your image around.

| make pencil line work first,' but not in too much detail just to
mark out the image, for me it's good to have room for change
during making the actual outlines. Also, even if your style is to
draw realistically, tracing from photographs is not recommended
as it makes your lines too stiff and can be lifeless. As | mentioned
earlier, having a good understanding of design and the structure
of the human body makes you more capable of drawing better
positions or angles from references and gives you more options
for finalising your visual.
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Materials are also a significant element in fashion illustration. |
use watercolour pencils for my rough line work instead of pencils,
good chemistries can happen with them when it comes to inking
later. Each colour, each product has different ways of dissolving,
some are easy to wash off and some are not, the speed they dry
can be different too, so when | am working with a colour that dries
quickly | want to add extra colours as soon as | can. Experiment
with your materials and you can find characteristics of your
colours and media, which help you to express different textures.

Dipping pens are my main tool for drawing outlines, but
sometimes | use different materials like charcoal pencils for
drawing actual body parts to give it a more dramatic difference
from the clothes. | find trying as many materials as | can and
exploring the possibilities this creates very fun, for example you
can try watercolour on gouache, or gouache on watercolour and
they give you totally different outcomes. This way you may be
able to have a breakthrough for drawing textures you find difficult
to express and you are not confident with. Your selection of paper
can bring you different results too, even papers that run colours
easily can lead you to an epiphany when they dry.

The most distinctive thing in my fashion illustration is probably
my use of colours. | tend to use colour variations some people
would hesitate to use together, it may look random but | do have
a simple rule. | always place the ink bottles | want to use in front
of me and make sure that the colour palette works well for the
design | am drawing before dropping ink to my outlines. | can
use hyacinth blue for shadows and lime green for highlights
for a red dress, though no matter how much of each colour is
in the image, they have to work as a palette together without
spoiling the feeling of the original design. You can also be a little
bit imaginative and can think things like, 'This dress is red but
its design has a slight feeling of sorrow, could | use ash grey to
express it?'
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Being imaginative helps your inspiration too. What do you do if
you are given a design you can't appreciate at all? We all know
we just have to get it done but it can be fun if you could imagine
'What was the designer's dinner after he finished designing of
this dress?' or 'What was she drinking while sketching?". If it
made you amused, you can go and check their biography and
find interesting facts about them, most likely they have something
funny that can allow you to enjoy drawing the design you couldn't
tackle to start with. Having fun and enjoying yourself gives you
inspiration so try anything even if it feels silly.

As | said at the start, fashion illustration is one of the most
unique subjects for illustrators. There is no other such subject
where many of your fellow illustrators could be drawing the same
Chanel Spring/Summer collection for next year at the same time
as you. It's competitive and challenging in a positive way. It's full
of continuous discoveries, there are always stories behind every
design. Fashion illustration is about finding new perspectives,
feeling beyond what you can see and simply enjoying the
unique collaborations of fashion designers, photographers and
illustrators. | hope you can have fun with the visual treasures of
fashion illustration as | do and that you enjoy this book.

—Natsuki Otani
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Chapter 1. Introduction to fashion illustration
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1.1 Definition of fashion illustration

Fashion illustration serves the main purpose of visual enjoyment
and commercial promotion. Its various forms of expression and
glamorous image can present a striking visual impression. The
painting skills required and the imposing visual effect inject strong
artistry and distinctive features into the picture, making the effect
of fashion illustration very similar to that of fine art. Other than
artistic value, it is functional as well since it promotes fashion
education.

Fashion illustration is an independent art form of understanding
the latest fashion through the eyes of the illustrator. Unlike
fashion sketches, fashion illustration is efficient in demonstrating
the style and characteristics of the design, and enhancing the
brand image at the same time. It mostly appears in professional
fashion magazines or publications.
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lllustration by Mustafa Soydan.
Mustafa Soydan RIBR%: #EE (£ S,



1.2 Tools and materials

1.2.1 Pen

Pens used in fashion illustration can be categorized into those
used for outlining, e.g. pencils, pens, and those used for
colouring, e.g. maker pens, brushes, colour chalks, crayons,
etc. Pencils of moderate hardness are ideal for making drafts,
as the lines carry a sense of casualness and vividness, being
expressive and easily modifiable. Mechanical pencils are also
a necessity for the depiction of details. Pens are more suitable
for illustrators with certain painting skills as it requires excellent
control over the picture and the ability to finish at one go. Figure
F.2.0

1.2.2 Paper

Except that special paper is needed for best effect in watercolour
and gouache painting, there is not much requirement in the paper
used in fashion illustration. The most common types include
watercolour paper, gouache paper, sketch paper, copy paper,
white cardboard, coloured paper, and shading paper. Adjustment
can be made according to the size of the illustration. Figure /.2.2

1.2.3 Colouring

Colouring used in fashion illustration can be roughly divided
into two categories concerning the degree of covering power.
Watercolour, ink, etc belong to the first group of colouring with
high transparency and little covering power; the other category
features colouring like gouache and acrylic paint with high
covering power and little transparency. A variety of tools and
colouring will be used in the illustration process according to the
material and the effect expected. Figure 1.2.3
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1.3 Fashion illustration and human body

Lauréne Stein, a fashion illustrator from France, is invited to
introduce her experience in the proportion treatment of human
body.

There are two ways of looking at the proportions of the body in fashion
illustration. One will play with the rules and the other will be much freer
and recognizable to identify designers. The rules will help to understand
the true proportions of clothes, the liberty of the arrangement will focus
on style.

Observation and imagination are the watchwords to make a good
illustration. Every designer will find his own style with the time. The
proportions of the body in fashion illustration are quite free, once the
basic principle of the modification is included. The silhouette should
be modified to emphasize the symbols of femininity and grace. Each
type of style (fashion, sportswear, very creative ...) will play with a kind
of exaggeration to improve as much as possible, the style of clothing.
For example, if we decide to draw longer legs to give a kind of
inaccessibility to the silhouette.

The thinness of the waist is usually exaggerated to mark the proportions
and give once again femininity. For an androgynous girl, waist size will
be closer to the hips one. The hips will be aligned with the shoulders, to
have a 'sandglass’ effect.

We can use other rules of proportions for the size of some body parts.
The hands are usually the same size as the face and one foot is equal
to the forearm. Joints will be overly refined. Elbows reach the waist,
and must be exactly in the middle of the arm. Knees are exactly in
the middle of the legs. It is important to always pay attention to the
symmetry of the face and body.

To draw a face, you need to divide the face into four parfs. The first
will be the skull, the second will be the top of the eyebrows, the third
will be to place nostrils, and the fourth is the chin. This will help for the
construction exepting the possible distortions to give a stronger identity
and more character to the drawing. We will leave the size of an eye
between the two eyes. The top of the ears will be placed at eye level.

Figure 1.3.1

To easily draw the different parts of the body, we will break it down like a
skeleton. The pose will be built with the joints between these segments.
The volumes will be connected to each other to give a natural effect.
The volumes of the body will also be reduced, as the catwalk models, to
preserve the sharpness of the silhouefte once dressed.

The important thing is not the accuracy but the fact that it works in the
aesthetic sense.

— Laurene Stein
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