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T

he Sabattier Effect photograph is an interesting and sometimes really powerful image manipulation combining both negative and positive aspects of the subject. But it the process and history of it are also a bizarre combination of miss-credits and erroneous terminology that have nevertheless entered the photo lexicon and are here to stay.  A little background here is fun.
A Sabattier print is named for the French photographer, Armand Sabattier who claimed to have first described it (1862) and is pronounced “sa BA- ti-AY.”  However it had already been described before in 1857 by William Jackson who has been lost to history.   Oh well; the “Jackson Effect doesn’t quite have the same ring to it anyway.  The Sabattier print is made in the darkroom by re-exposing a partially developed print to light during the processing. This gives the print its both positive and negative qualities and further adds "halo" like border lines between adjacent highlight and shadow areas.  These are often called Mackie lines after a natural phenomenon known to physicists that includes Becke Lines and Mach Bands.  But in fact they are the result of completely different chemical phenomena.

The technique is also commonly known as ‘solarization’ or sometimes, more accurately, “pseudo-solarization.”  Strictly speaking however, solarization (which looks similar) takes place only when film is massively overexposed. The correct name for the phenomenon described here is the Sabbattier effect.  It is a modified solarization which would, when done sufficiently, yield a complete reversal.
The unusual appearance of a Sabbattier print results from a combination of effects. When the print is re-exposed to light during processing, there is little effect on the dark areas of the print because most of the crystals there have already been exposed and reduced to black silver by the developing process. The bright areas where little or no exposure and development occurred, however, still contain many sensitive crystals that can still respond to light and development. These formerly bright areas now turn mid to dark gray but are generally lighter than the deep shadows. 
An interesting characteristic of the re-exposure is that around the boundaries separating the light and dark areas, by-products remaining from the first development retard further development; these border areas remain light, forming the so-called Mackie lines.  These lines were usually further lightened by either bleaching the print in a reducer or by copying the print on lith film to increase edge contrast.
Simulating the effect digitally is something of a compromise but you can get fairly close.  They key is in understanding the characteristic curve of film or paper to which this effect has been applied chemically.  Basically it looks like a double curve with sharp drops and spikes that create the border lines.  In Photoshop, there is such complete control available with the “curves” function we can come very close to duplicating the effect.  And we can get even closer if we apply some subsequent steps.  Before we start though let me dismiss one comment.  Yes I know there is a solarize filter in Photoshop™ but it is anemic and generally produces dark images that are a pale imitation of the real thing.  Nik™ also makes plug-ins that do a better job than the standard filters. 

Here is a procedure that will get you quite close.  Please not that every step of the way there are variables and options that will change the final result.  Just like doing this in the darkroom, the variables and the potential outcomes are nearly infinite.  Fortunately, once you have an image you like, in the digital world you save the file and can make as many copies as you like.
	Step
	Action
	Result/Notes

	1
	Select an image to try.  Chose one with good edges and a subject that may lend itself to this startling result.
	Make whatever corrections you need to do to make it a good color image with proper tonalities.  Subsequent steps will be based on the quality of this step.
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Figure 1: Initial color shot of Eucalyptus roots in Balboa Park
	2
	Using the Channel Mixer convert it to a monochrome image but leave the mode set to RGB.
	Read the handout on grayscale conversions to help produce the best image.  

As an option for a different effect, reverse the image to a negative using Image ( Adjustments ( Invert
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Figure 2:  Monochrome conversion using Channel Mixer

	3
	Open the curves dialog.  Lock the middle by clicking on it.  Then drag the shadow side into a steep upwards spike that goes all the way to the top.  Drag the highlight side into a steep downward dip that goes all the way to the bottom.
	This will create a high contrast partial reversal of the image. 

When you accept this by clicking OK, the curves reset to a linear curve.  So you can do the next step… 
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Figure 3: First curves application

	5
	Repeat Step 2.
	This will replace some of the gray values in the reversal to better simulate the look of film.
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Figure 4: Second Curves Application

	6
	Apply the Unsharp Mask filter  
(Filters ( Sharpen ( Unsharp Mask) to sharpen the image.   Do this to taste.  I like repeating a lower setting such as (40-1-0) because it is more controllable. 
	This does several things.  It increases localized contrast and also lets you use something you normally try to avoid: the sharpening halos to simulate the boundary lines found on darkroom prints.
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Figure 5: Close up after sharpening

	7
	You could just stop here because you will have created a fairly good simulation of a standard Sabattier print.  But you can now play with it by adding some color and then using the same techniques to “solarize” the color. To do that take the next step.

Open the Hue/Saturation dialog and click on “Colorize.”  Now you can adjust hue and saturation to taste.
	You could also use color balance, photo filters, etc. to effect the color.
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Figure 6: Hue and Saturation Applied w/ Colorizer Checked

	8 
	Now open curves. Select one of the RGB colors channels.  If you use the master channels it will all simply get muddy. 

Apply the same type of curve you did to create the initial Sabattier effect in monochrome.  Don’t overdue it.   
	For the example below I used the red channel since there was a lot of red in the hue I had selected in step 7.
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Figure 7: Curves applied to colorized version
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