Steps for creating a false shadow with texture on the ground
1. open priest image
2. select the background
3. inverte the selection
4. refine the edges of the selection to get rid of halos
5. double click to change to a regular layer
6. add a layer mask
7. save
8. open the background image
9. place the priest
10. distort the priest to the right size
11. hit enter to accept the placement
12. create a new layer
13. select the priest by holding command/control and clicking on his thumbnail
14. hit d on the keyboard to get default colors
15. option-delete to fill the shadow with black
16. deselect the priest
17. command/control T to free-transform the priest to be in the correct shape for a shadow
a. use command-alt-shift on the top middle control handle and drag sideways to skew
b. drag the top middle control handle down to bring the shadow down to the ground
18. create the displacement map
a. go the channels and find the channel with the most texture/contrast and select it
b. select all of the image(command/control A)
c. copy to copy only the detail from the single channel
d. Go to file-new to create a new file
e. click ok on the new file dialog(it’s already the right size)
f. paste the detail from the background into the new file
g. blur it a little by going to filters-gaussian blur(1.5 pixels in our example)
h. save the file
19. go back to the composited image
20. select the shadow layer
21. go to filter-distort-displace
22. try these settings[image: image1.png]. TN
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23. Choose your displacement map which was the file we pasted the texture into
24. choose undo and try different setting if the result was not acceptable
25. to blur the shadow by different amounts along its length, choose the gradient tool with a linear gradient and black and white as the colors
26. drag along the shadow to create a fading affect on the blur
27. choose gaussian blur to blur the shadow more on the end that is farther from the object that cast it.
28. Save and done
