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PREFACE

o design a costume, one must first
have a full understanding of the form
of the human body and the move-
ment it makes. It is necessary because
when designing, the designer first
projects an image of how he wants
the structural relationship between
the clothing and the body to be
expressed, then makes a sketch, before finally coming
up with the actual costume. If not for the human
body, the subject, there is no need to know about the
physical and muscular features and the movement of
the body. A costume is brought to life only after
direct encounter with the human body. That is why it
is compulsory to learn about the human body. For
ambitious students to become fashion designers,
however, studying the human body may be some-
thing that had never occurred to them. You may be
only barely informed of how to make sketches of
the human body, or be very much dependent on
figures and data, drawing the body based on
calculations, using a ruler.

But the human body is three-dimensional,and
so is a costume.It consists of the front,back and
the sides.The form of the garment which
embraces the body and its balance undergoes
subtle changes as trend changes.If you make a
design without the skill to accurately depict the
human body,not only the overall silhouette of the
costume but the width of the collar,position of the
pockets ang other components will be out of
balance .There will be excess and unnecessary
accentuation,resulting in a gap beteween the
intended design and the actual outcome.Hence,
before being able to make a design,it is of prime
importance to acquire the skill of depicting the
human body.

The human body is flexible. 1t is distressing to see
asketch drawn with an obsolete method of sketching,
or something sketched flatly; or to find the body
appearing like a mummy hanging on a wire hanger,
dressed nebulously with ambiguous lines, even when
it is sketched using the latest methods. It is almost
unbearable to witness a bizarre style of drawing.
The human body, as I have said, is three dimentional,
and the costume contains the front, back and the
sides just the same. It is impossible to cut out the
cloth if the design has ignored all the contours of the
body. Yet, one is often considered capable if his
design is eye-catching and interesting.

How can a designer accurately convey his/her
ideas to others? Fashion designing requires a highly
perceptive sensitivity, while it also utilizes intelligence
to bring the images into a tangible form. The
aesthetics and ideas in a design are not always
featured on the front of the body. The trend may
change so that the accentuation is placed on the side
or the back, or even at the shoulders or hips.
Intelligence and sensitivity in fashion designing
refers to the capability to express both in sketching

and in the actual costume this constantly changing
trend. The costume, which is so intimately related to
the beauty of the human body, must be expressed in
a sketch so that it is shown in its most attractive
form. That is to say, the most suitable posture of the
body would best express the costume. Furthermore,
the drawing must be explicit and quick. To be able to
do all of these things, it is important to learn the skills
step by step, beginning from the nude sketch and
working up to sketching costumes.

n design sketching, sensitivity to fashion is
vital. In other words, ability to depict the
human body with a lively and contemporary
impression, and to represent the costume
explicitly, is necessary to the designer. This
implies numerous elements: positioning of
the body in the framework, the posture, the
proportion, the “touch” of drawing, the
appearance of the costume, etc. An excellent motif
drawing could look unattractive depending on how
it is laid out on the paper. Your unique and creative
ideas need to be presented in an appropriate style
and method, so that the volume and the accentua-
tion may be expressed on a well-balanced and weli-
posed body. The dimensions or proportion of the
human body most ideal for design sketching has
been determined. Assuming that for an average male
or female, the ratio of the size of the head to the
height is 1:7, the ideal proportion for design sketching
should be between 1:8 and 1:9. This ratio is achieved
by extending first the length between the neck and
the clavicle and between the knee and the ankle, and
then the torso, while the size of the head remains the
same. Once you learn the basic skill of sketching
various poses, it is possible to use your imagination
to sketch variations of body movement. In the
learning process, it is necessary to anatomically
break down the body into several blocks, examining
each block from both muscular and bone structure
points of view. As you become familiar with sketching
one “block™ of the body, you can proceed to
sketching it together with the adjoining block, until
finally you are able to draw the entire body. You
would soon find yourself drawing different poses
based on imagination.f you train yourself to sketch
the body by blocks, and reassembly, the features
of the human body will be imprinted in your
memory.

However, it is not possible to see the exact bone
and muscle structure through the skin. Like the
pillars of a building, it is vital but invisible. There-
fore, referring to illustrated medical books and
books on art, utilizing dummies showing anatomical
structures of muscles and skeleton, or sketching
nude models will be an effective way to fully grasp
the features and the anatomy.
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he skeleton provides the basic frame-
work of the body, while the muscles
support the movement of this frame.
In drawing, the framework is first
sketched to give dynamism, then
muscles are drawn in to represent the
movement. The muscles are attached
to the joints on both ends, and the
shape is usually fusiform or spindle-shaped, thick in
the center and tapered toward the ends. When the
muscle expands, the length of the muscle is minimized
and the connecting bones are puiled. The muscles in
the arms and legs, when bent at the elbow and the
knee, are stocky on the side and the back as the
pulling muscle contracts, while lean and smooth
when the limb is stretched out. Without precisely
portraying these bodily and muscular movements
(contraction and relaxation), the drawing of the bent
arm would become unlively and unrealistic.

The human body makes four basic types of
movement: bending, stretching, contracting and
twisting. All of these movements are pivoted at the
joints. Usually, all four bodily motions are made at
the wrist, elbow, shoulder, neck, torso, the groin and
the ankle, and all movements except twisting can be
made at the knee and the finger. When making a
sketch, one should be aware of these four types of
movements and the parts of the body in which they
are made, and take note of the workings and the
condition of the muscles.

Before believing that an odd style of drawing is
one’s distinctive style, I sincerely hope that ali of you
master the technique of body sketching that is true-
to-life, vivid and lively.
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