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legadlities

Legalities

The Gimp user manual may be reproduced and distributed, subject to the fol-
lowing conditions:

Copyright © 1997 1998 by Karin Kylander
Copyright © 1998 by Olof S Kylander
E-mail: karin@frozenriver.ale.se (summer 98 karin@frozenriver.com)

The Gimp User Manual is an open document; you may reproduce it under the
terms of the Graphic Documentation Project Copying Licence (aka GDPL) as
published by Frozenriver.

This document is distributed in the hope that it will be useful, but WITHOUT
ANY WARRANTY; without even the implied warranty of MERCHANT-
ABILITY or FITNESS FOR A PARTICULAR PURPOSE. See the Graphic
Documentation Project Copying License for more details.

GRAPHIC DOCUMENTATION PROJECT
COPYING LICENSE

The following copyright license applies to all works by the Graphic Docu-
mentation Project. Please read the license carefully---it is similar to the GNU
General Public License, but there are several conditions in it that differ from
what you may be used to.

The Graphic Documentation Project manuals may be reproduced and distrib-
uted in whole, subject to the following conditions:
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Legalities

All Graphic Documentation Project manuals are copyrighted by their respective authors. THEY ARE
NOT IN THE PUBLIC DOMAIN.

* The copyright notice above and this permission notice must be preserved complete.

* All work done under the Graphic Documentation Project Copying License must be available in
source code for anyone who wants to obtain it. The source code for a work means the preferred form
of the work for making modifications to it. For a manual this means the the preferred format for the
program that the author has used to create the work in.

* Any translation or derivative work of Graphic Documentation Project manuals that is published in
any form must be approved by the author before distribution. All alterations of the original manu-
script like editing to prepare for printing, making modifications to images, adding or removing text
etc. is considered derivative work.

* Small portions may be reproduced as illustrations for reviews or quotes in other works without this
permission notice if proper citation is given.

* If you have permission to make a translation or derivative work of a manual, then the preferred source
code of the work must be made public under the terms of the Graphic Documentation Project Copy-
ing License.

This license is based on the Linux Documentation Project Copying License

Printing guidelines

Whoever wishes to print this manual for commercial purposes it is free to do so, as long as it is made in
accordance with the GDPL licence. However, if you would like to distribute a translation or derivative
work based on a GDP manual, you must obtain permission from the author before doing so.

As the authors of this manual we naturally want such a publication to be a high quality product. We
therefore encourage interested parties to contact us before printing. If you do publish the Gimp User
Manual, we would appreciate if you would send us a copy, so we can review it at our website www.fro-
zenriver.com. If you don't, we can’t encourage anyone to buy it.

If someone wants to cooperate with Frozenriver to make a printed version, then this version will be given
Official status as the certified GUM publication which is supported and approved by the authors. This
will be mentioned at our website and also stated on the cover. The official version will also include a
color calibration Kkit.

You may ask yourself why this issue is so important? The reason for our concern is that GUM is not an
ordinary user manual for some shell utility, mail reader etc. but for an advanced image manipulation pro-
gram. The manual contains more than 400 informative images which are necessary for grasping the con-
text. There are for example certain chapters, where crucial images would be rendered meaningless in b/w
or in a low resolution printing. These facts alone make it very important that a printed edition should
raise, not lower the standard of the on-line version. Another reason is that we at Frozenriver wrote this
manual to provide all Gimp users with free information, but also to show that our work stands for high
quality, and we do not wish to be associated with a product that might damage that impression.
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Graphic Documentation Project Copying License

You may also bear in mind that we do not consider the PS, PDP, FM or HTML versions to be ready for

commercial printing. The Gimp User Manual will need further editing and proofing before it’s ready for
commercial printing.

We hope that you can respect our wishes.
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/
preface !

Frozenriver and the authors of GUM

AUTHORS

KARIN KYLANDER

Karin is a computer designer and illustrator, but also an architect with a Mas-
ter's degree in Architecture at the Chalmers’ University of Technology. She
has been working with graphic designs and art since 1985. Computer aided
design entered her scene in the late 80:ies. In the beginning, she worked in a
Mac and Windows environment with programs like Photoshop, Pagemaker,
Corel Draw and lllustrator etc. In 1996 she entered the Unix arena, and in
1997 she started to use Gimp for image manipulation and graphic design. She
is now using Gimp on a daily basis. Most of her work has been concerned
with different publications, posters and exhibition displays. If you want to

take a look some of her work, please check out the Gimp Around chapter. All
artistic images in this manual are produced by her (there are some marked
exceptions). She is now moving over to Web design and will for example cre-
ate the web site for Gyve; which is a free drawing program and a counterpart
to Gimp.

OLOF S KYLANDER

Olof is a Unix/Network system administrator. He received his formal com-
puter education at the Chalmers University of Technology. He has been into
computers since the early 80:ies. Unix caught is attention in 1993, and he has
since been configurating various Unix systems as well as Networks. He is
currently working for the Unix/Network consulting company Sigma-nbit in
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Frozenriver and the authors of GUM

Gothenburg, and is at the moment occupied by configuring Solaris servers for Ericson. He also has a
knowledge of various other systems such as Mac, Windows, NT, Citrix, Novell etc. His speciality is thin
clients and Xwindow configurations as well as Internet technologies. He is the author of the technical

parts of this manual as well as most of the plug-ins.

FROZENRIVER

Frozenriver, which is Karin’s company, deals with digital design in various fields as well as with training
courses in digital image manipulation. The speciality is different kinds of informational material such as
technical documentation/reports, brochures, magazines and exhibitions as well as webdesign. Frozenri-
ver can provide the entire range from a full advertisement concept to a leaflet at the local mall. Frozenri-
ver can also provide support for Gimp users (and also other image manipulating programs such as
Photoshaop) in the form of training courses and advice by email.

By hiring Frozenriver for designing your advertisement, web or assisting at your educational program,
you will ensure that we can continue developing and maintaining GUM and other free manuals for free
design programs in Unix environments (e.g the Gyve user manual GYUM).

If you want to contact Frozenriver, please visit our website at www.frozenriver.com or mail us at
karin@frozenriver.ale.se (from summer -98 karin@frozenriver.com).

Or even better, contact us directly:

Frozenriver

Karin Kylander
N.Dragspelsg 12

S-421 43 V.FROLUNDA
SWEDEN

Phone: +46 (0)31 47 43 56
Fax: +46 (0)31 49 48 33
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Contributions

CONTRIBUTIONS

GIMP CONTRIBUTIONS

First we want to thank all the developers of the Gimp:

Spencer Kimball, Peter Mattis, Federico Mena-Quintero, Xach Beane, Adrian
Linkns, Miguel de Icaza, Tom Bech, Sven Neuman, Albert Cahalan, Adam D.
Moss, Torsten Martinsen, Tristan Tarrant, Andreas Beck, David Mosberger,
Gordon Matzigkeit, Peter Kirchgessner, Eric L. Hernes, Francisco Busta-
mante, Thorsten Schnier, Jochen Friedrich, Tim Newsome, Christoph Hoegl|,
Xavier Bouchoux, Owen Taylor, Andy Thomas, Ray Lehtiniemi, Marcelo de
G Malheiros, Miles O’Neal, Chris Laas, Daniel Risacher, Gerd Knorr, Michel
Taylor, Ole Steinfatt, Michael Sweet, Eiichi Takamori, Tracy Scott, Gordon
Matzigkeit, Andrew Kieschnick, Alexander Schulz, Thomas Noel, Robert
L.Cross, Kevin Turner, Sean Cier, Nick Lamb, Kim-Minh Kaplan, Matthias
Cramer, Lauri Alanko, Tim Newsome, Bucky LaDieu, Scott Goehring,
Morten Eriksen, Raphaél Quinet, Daniel Skarda, Daniel Dunbar, Jens Ch.
Restemeier, Marc Lehmann, Scott Draves, Alessandro Baldoni, Michael
Schubart, Dan Risache, Josh MacDonald, Eduardo Perez, Daniel Cotting,
Nathan Summers, John Beales, Marc Bless, John Breen, Brent Burton, Jim
Geuther, Pavel Grinfeld, Matthias Greim, Jan Hubicka, Shuji Narazaki,
Stephen Norris, Tim Rowley, Christoph Hoegl, Wolfgang Hofer and all of
you we have forgotten (please write to us karingimp@frozenriver.ale.se later
frozenriver.com)
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Contributions

GUM CONTRIBUTIONS

We also want to give credit to everybody coming with suggestions, tips, constructive criticism, contribu-
tions etc..

* Dov Grobgeld author of Writing a Script Fu,

* Mike Terry author of "black belt school of Script-Fu”

* John Sigerson pdf file format,

* Avristidi Yannick French translation

* Yasuhiro Shirasaki leader of the Japanese translation team
* Mark Probst Documentation

* Peter Uray Documentation

* Petri Alanko Documentation

* Ole Steinfatt Documentation

* Michal Gomulinski Documentation

e George J Carret Documentation

* Eric Galluzzo and Christopher Macgowan proof reading

* Nicholas Lamb tip about selections,

* Michael Kaiser correction layers,

* Cristoph Hogeld contrib correction

* Marco Schmidt

e Adrian Links

* Adam D. Moss tips about animation filters and psd

* Tom Bech tips & lesson about light effects and map objetcs
* Nathan Carl Summers tips & lesson about iscissors

* Wolfgang Hofer tips about animframe

* and all of you we have forgot (please write to us karingimp@frozenriver.ale.se, later frozenriver.com)
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Changelog and TODO

CHANGELOG
1.0.0

0.9

This release is first stable GUM version.
A better layout
Devided in to several parts

New chapters, Gallery, Prepress and colors, Anim Frames i.e gap, Mike
Terrys script fu totorial, Fonts install, Compile plug-ins

Several new Appendix and preface "chapters”

An index

ATOC

A TOC at a glance

All the filters are now devided in to seperate chapters

Chages in all chapters minor as well as major (to mutch to doc in the
change log)

Etc.... it's so mutch

All plug-ins (except script and database) that we could get hold of as of
19/4 is documeted.

All plug-ins up to Gimp standard Dec 17 1997 have been documented plus
some non-standard.

The Gimp User Manual
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Changelog and TODO

* All chapters improved, proof-read and corrected
* Update on Gimp core behavior
* Better examples and many new images

0.8

* Not released publicly

0.7

* Plug-ins chapter is now separated into several chapters

* Many new images and examples in the Image menu chapter
* Many new plug-ins described

e Minor correction in all chapters

e Araw TOC

e GPL license

* New Chapters: What is Gimp, Image menu, Selection menu, Edit menu, Legals. and Writing a Script
Fu (thanks to Dov Grobgeld)

* Many new images in nearly all chapters.
* Major and Minor correction is in all chapters
* More plug-ins described.

0.5

* first public release

TODO

* Describe SANE interface and other Extensions.

* Write some sort of WOW book for Gimp

* Get some desent sleep

* Fix errors

* Apply more of Eric Galluzzo and Christopher Macgowan proofs
* Update all kinds of stuf on a regular basis
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How fo read GUM

AN INTRODUCTION

GUM is the complete Gimp user manual. GUM is the most comprehensive
source of information available, and covers nearly all aspects of Gimp. It's a
user manual, so it will not cover how to write plug-ins to Gimp, however,
some basic scripting tutorials have been included. All images in this manual
have been created or manipulated with Gimp exclusively, no other software
has been used..

GUM is divided into several parts. If you are an experienced graphics artist,
you can read the first parts quickly in order to pick up the main differences
between Gimp and the programs that you are used to working with.

GUM also covers features which aren'’t part of the standard Gimp distribu-
tion. These features may be found in the unstable distribution or at the plug-in
registry. We have covered all available Gimp features up to the 23/3 -98, with
the exception of how to use pressure sensitive drawing tablets, Gimp perl
scripting extensions, Dumpwindow, xmorph (a Gimpified version of the
xmorph program) and HaruspexX (a SQL Gimp extension).

Preface
* About Frozenriver and the authors
* Contributions
* Changelog
* How to read GUM
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How to read GUM

Part one
* What is Gimp is; a bridhistory of Gimp and Gtk
* Gimp’s defaultshort cuts(accelerator keys) and how to reassign them

Gallery

* This is a gallery showing what you can achieve with the powerful resources of Gimp. It also gives an
insight intoadvanced image manipulation

Part two

* How togetandinstall Gimp for your systemTroubleshooting

Part three

* Whatfile format Gimp supports and how to use them. Howpenandsavefiles in Gimp
* Personahdjustments

* How to use the differerRaint tools

* How you can use the differeBtit functions in Gimp

* Transformationfunctions in Gimp

* How to work withTextin Gimp

* How to use th&radient editoras well as information aboBrushes PalettesandPatterns

Part four

* A general discussion aboclor models To understand how differemodeswork in Gimp, you
need the information in this chapter.

* How to prepare your Gimp image forepress
* Color calibrationdiscussion and a simple color calibration of your system

Part five

* In depth discussion about ttrrage menuwhich includesolor, brightness, curves and other image
adjustments|t also coverémage conversiontike RGB to Indexed as well amage transforma-
tions.

* How to use differenselectionmethods

* How modeswork in Gimp

* In depth discussion on how to Usgers- the key factor to advanced image manipulation
* Channels what they are and how to use them
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Conventions

Part six

* This part is about thiélter plug-ins available for Gimp, a glimpse of what it's all about
» Differentcolor exchangdfilters
* How to use thdighting effectsin Gimp
* Renderfantastic patterns and images in Gimp
* Etc.
Part seven

* Animationsin Gimp or howAnimFramescan make it easy to create advanced web animations.

Part eight

* Discussion about th8cript-Fu:s that come with Gimp

* Two different angles/tutorials on howwaite Script-fu:sand how they can help you automate Gimp
tasks.

Part nine

* How fonts works in Gimp and Xwindow, how to install more fonts.

* How tocompileplug-ins,make your own make filand how to use theonfigure script
Appendixes

* Man pages in the Gimp distribution

* |Initiation file descriptions as well as descriptioncommandline flags

* SIOD reference for those who write Script-Fu

* Links andbooksthat can be useful

CONVENTIONS

You'll find four different typing styles besides the normal text in GUM.
We use bold italics to call out very important things and warnings:
Don't do this!

Less important things are emphasized with regular italics:

Well, layersare quite important, so you better learn how to handle them
For important items or issues we use bold text:

choose an appropriatent
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How to read GUM

For things that you have to execute, file names, commands and code we use Courier instead of Times:

copy thegimprc file to the new location
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What is Gimp?

A quick description of Gimp.




What is Gimp?

According to the "About the Gimp” page at www.gimp.org We quote the following:

” ABOUT THE GIMP

GIMP is an acronym for GNU Image Manipulation Program. It is a freely distributed piece of software
suitable for such tasks as photo retouching, image composition and image authoring.

It is an extremely capable piece of software with many capabilities. It can be used as a simple paint pro-
gram, a expert quality photo retouching program, an on-line batch processing system, a mass production
image renderer, a image format converter, etc.

GIMP is extremely expandable and extensible. It is designed to be augmented with plug-ins and exten-
sions to do just about anything. The advanced scripting interface allows everything from the simplest
task to the most complex image manipulation procedures to be easily scripted.

FEATURES AND CAPABILITIES

This is only a very quickly thrown together list of GIMP features. This is only the tip of the iceberg.

* Full suite of painting tools including Brush, Pencil, Airbrush, Clone, etc.

* Tile based memory management so image size is limited only by available disk space

* Sub-pixel Sampling for all paint tools for high quality anti-aliasing

* Full alpha channel support

* Layers and channels

* A Procedural Database for calling internal GIMP functions from external programs as in Script-fu
* Advanced scripting capabilities

* Multiple Undo/Redo (limited only by diskspace)

* Transformation tools including rotate, scale, shear and flip

* File formats supported include gif, jpg, png, xpm, tiff, tga, mpeg, ps, pdf, pcx, bmp, and many others.
* Load, display, convert, save to many file formats.

* Selection tools including rectangle, ellipse, free, fuzzy, bezier and intelligent

* Plug-ins which allow for the easy addition of new file formats and new effect filters.

* More Features here...

AUTHORS

The GIMP was written by Peter Mattis and Spencer Kimball. Many, many other developers have contrib-
uted plug-ins. And thousands have provided support and testing.
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Gimp History

GIMP releases are currently being orchestrated by Manish Singh.”

End quote

WHAT WE CAN SAY ABOUT GIMP

First we want to congratulate Peter Mattis and Spencer Kimball and all of the other developers of this
lovely program. What is said at "About the Gimp” is only the tip of the iceberg. Gimp is capable of
everything from advanced image manipulation to basic drawing. Many of its features are inspired by
Photoshop and other image manipulation programs.

Karin, who is an architect and designer and a former Photoshop user in both MAC and Windows envi-
ronment, can only say this:

Compared to Photoshop, Gimp has it all, and even more if you don't buy third party plug-ins. Most of
the features in Gimp are more flexible and powerful when you get to know them.The great thing is
that Gimp supports psd fileformat and Filter Factory afs files, so you can easily switch from Photoshop
to Gimp. Simply, it's a hack of a program and it's comes loaded with a sack of plug-ins. So GO AND
GET IT!! you will not be disappointed, and well, it's not wrong that it is free...

Karin Kylander & Olof S Kylander

GIMP HISTORY
0.54

We want to quote Peter Mattis and Spencer Kimball who are the original creators of Gimp:

"The GIMP arose from the ashes of a hideously crafted cs164 (compilers) class project. The setting:
early morning. We were both weary from lack of sleep and the terrible strain of programming a compiler
in LISP. The limits of our patience had long been exceeded, and yet still the dam held.

And then it happened. Common LISP messily dumped core when it could not allocate the 17 MB it
needed to generate a parser for a simple grammar using "jyack”. An unbelieving moment passed, there
was one shared look of disgust, and then our project was vapor. We had to write something...ANY-
THING...useful. Something in C. Something that did not rely on nested lists to represent a bitmap. Thus
the GIMP was born.

Like the phoenix, glorious, new life sprung out of the burnt remnants of LISP and jyacc. Ideas went fly-
ing, decisions were made, the GIMP began to take form.

An image manipulation program was the consensus. A program which would at the very least lessen th
necessity of using commercial software under "Windoze” or on the "Macintoy”. A program that would
provide the features missing from the other X painting and imaging tools. A program that would help
maintain the long tradition of excellent and free UNIX applications.
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What is Gimp?

Six months later, we've reached an early BETA stage. We want to release now to start working on com-
patibility issues and cross platform stability. Also, we feel now that the program is actually usable and
would like to see other interested programmers developing plug-ins and various file format support.”

end quote.

0.54 was released in February 1996, and had a major impact as the first truly professional free image
manipulation program. This was the first free program that could compete with the big commercial
image manipulation programs.

0.54 featured:

* Supports 8, 15, 16 and 24 bit color

* Ordered and Floyd-Steinberg dithering for 8 bit displays

* View images as rgb color, grayscale or indexed color

* Simultaneously edit multiple images

* Zoom and pan in real-time

* GIF, JPEG, PNG, TIFF and XPM support

* Selection tools including rectangle, ellipse, free, fuzzy, bezier and intelligent scissors
* Transformation tools including rotate, scale, shear and flip

» Painting tools including bucket, brush, airbrush, clone, convolve, blend and text

» Effects filters (such as blur, edge detect)

* Channel & color operations (such as add, composite, decompose)

* Plug-ins which allow for the easy addition of new file formats and new effect filters
* Multiple undo/redo (note this is called new feature in Photoshop 5)

Even if 0.54 was a beta software, it was so stable that you could use it for daily work. However, one of
the major drawbacks of 0.54 was that the toolkit (the code that the slidebars, menus, file dialogs etc.).
was built on Motif, which is a commercial toolkit. This was a big drawback for systems like Linux,
because you had to buy Motif if you wanted to use the faster, dynamically linked Gimp. Many develop-
ers were also students running Linux, who could probably not afford to buy Motif.

0.60

When 0.60 was released in July 96, it had been under S&P (Spencer & Peter) development for four
months. One of the main programming advantages was the new toolkit called Gtk (Gimp toolkit), which
removed the Motif problem. For the graphic artist, 0.60 was full with new features like:

* Basic Layers
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Gimp History

* Improved painting tools (sub-pixel sampling, brush spacing)

* A better airbrush

* Cloning between all image types

* A pattern selection dialog, and a clone tool making it possible to clone from the active pattern
* Paint modes

* Border and Feather selection commands

* Select by color

* Better palette handling

e efc..

0.60 was only a developer's release, and was not intended for a widespread audience. It served as a wc
bench for 0.99 and the final 1.0 version., so functions and enhancement could be tested and dropped c
changed. You can look at 0.6 as the alpha version of 0.99.

0.99

In February 97 0.99.X entered the scene. Together with other developers, S&P had made several chang
to Gimp and added even more features. The main difference was the new API and the PDB which mad
it possible to write scripts; Script-Fu’s (or macros) could now automate things that you would normally
do by hand. 0.99 used a new form of tilebased memory handling which made it possible to load huge
images into Gimp (loading a 100MB image to Gimp is no problem). 0.99 also introduced a new native
Gimp file format called XCF.

The new API made it really easy to write extensions and plug-ins for Gimp. Several new plug-ins and
extensions emerged to make Gimp even more useful (e.g SANE that enables direct scan in to Gimp). A
the time we're writing this, Gimp has more than 150 plug-ins, covering everything from file formats to
fractal tracers.

In the summer of -97, Gimp had reached version 0.99.10, and S&P had to drop most of their support
since they had graduated and got jobs. However, the other developers of Gimp continued under the

orchestration of Federico Mena to make Gimp ready for primetime. Gtk was separated from Gimp in
September -97. Gtk had been recognized as an excellent toolkit to build other applications with, and
other developers had started to use Gtk to build their applications.

Gimp goes into feature freeze in October 97, this means that no new features will be added to the Gimj
core libraries and program. GUM version 0.5 is also released early in October -97. The developing work
continues to make Gimp stable and ready for version 1.0.
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What is Gimp?

1.0

Gimp version 1.0 is released 19 May 1998 Finally, Gimp is considered stable enough for a worldwide
announcement.

THE FUTURE OF GIMP

Gimp will naturally continue to evolve. The future is bright, and we will see new versions of Gimp with
new features and functions. The naming convention of Gimp will be the same as for Linux, meaning that
the stable version will be called 1.0.X and the development version will be called 1.1.X. This makes it
possible for normal users to grab the stable version and use it for prime time job, while the developers
can work on a bleeding edge version without introducing new bugs into the stable version. If you want
to, you can always download the development version and test it to check out the new features and give
the developers feedback about bugs and enhancements, but be aware, it will be unstable, so don't use it
for your daily work and don’t flood the developers with bug reports (of unnecessary character).
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Default short cuts and dynamic
keybinding

Gimp has a ton of accelerator keys which
can help you to quicker and easier image
manipulation. Gimp also has a fantastic
feature in the possibility to reassign short
cuts keys on the fly.




Default short cuts and dynamic keybinding

DYNAMIC KEY BINDINGS

Gimp has a very nice way of dealing withort cuts or hotkeys If you don't like a default short cut or if
your favorite command hasn’t been assigned to a default hotkey, then just bring up the menu holding the

command, for exampkelmage>/File/Preference and press an alternative key, liR&l-U
The preference dialog will now pop up when you pfetssU . (remember not to have caps lock on). If
Ctrl-U was occupied by egimage>/ File /Print before you did the reassignment, then this

short cut has been erased. All of this happened on the fly. You will actually see the reassignment take
place and there is no need to restart Gifimsome other operating systems you'll get messages like
™$$” has discovered that the mouse cursor has changed position, please restart "$$” so it can be
updated”)

This can also be done by editing yparsonal menu rc filein your personal gimp directory. This makes
it possible to share your short cuts with your friends. If you are a former Photoshop user, you can for
example re-bind your keys so Gimp will use the same hotkeys as Photoshop.

As authors of this book we suggest that you stick to the default short cuts. Otherwise it may be difficult
to follow our instructiongyou may run in to some problems when we write Ctrl-N to get a new image,
and you quit Gimp because you have reassigned the short cut)

If you want to remove your personal short cuts just typegimp/menurc in an xterm shell.

The next pages displayQuick Referenceto the default keybindings in Gimp. It's a good idea to print
this page, and keep it beside your computer.

CONVENTIONS

* The left column lists options available for a certain tool (clicking different mouse buttons and/or
pressing hotkeys). The right column describes the result.

* The different tools are listed in the left column, and the hotkeys for calling up each tool are listed in
the right column.

* {1} represents left mouse button

* {2} represents the middle mouse button

* {3} represents the right mouse button

e Shift + {1} - Shift + Shift + Ctrl means the following:

* First pressShift , then press thieft mouse button. Releaseshift  then presshift
again. Pres€trl and drag thenouse while holdingShift andCtrl . When you are finished, first
release the mouse button, then relests&  andCirl
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Default short cuts in Gimp.

DEFAULT SHORT CUTS IN GIMP.

Selection tools

{1}
{1} + {3} - {1}

Shift + {1} - Shift
Ctrl + {1} - Ctrl

Shift + Ctrl + {1} -
Shift - Ctrl

Alt + {1}

Rectangular and
ellipse

{1} + Shift

{1} + Ctrl

{1} + Shift + Ctrl

Shift + {1} - Shift +
Shift

Shift + {1} - Shift +
Ctrl

Shift + {1} - Shift +
Shift + Ctrl

Ctrl + {1} - Ctrl +
Shift

Ctrl + {1} - Ctrl +
Ctrl

On existing selections

Draw selection

Cancel selection

Add to selection
Subtract from selecH
tion

Union of selection

Move selection

Short cut:R/E

Circle/square only
Start from centre

Start circle/square
from centre

Add circle/square to
selection

Add rect/ellipse to
selection starting
from centre

Add circle/square to
selection starting
from centre

Subtract circle/
square from selec-
tion

Subtract ellipse/
square from selec-
tion starting from
centre

Ctrl + {1} - Ctrl +
Shift +Ctrl

Shift + Ctrl + {1} -
Shift - Ctrl + Shift

Shift + Ctrl + {1} -
Shift - Ctrl + Ctrl

Shift + Ctrl + {1} -
Shift - Ctrl + Shift +
Ctrl

Bezier
{1} (inside bezier)
{1}

Shift + {1}

Ctrl + {1}

Subtract circle/
square from selec-
tion starting from
centre

Circle/square union
of selection

Ellipse/rectangle
union of selection
starting from centre

Circle/square union
of selection starting
from centre

B
Convert to selectio
Move both control
handles
Move one control
handle
Move control point

Remaining selection tools

Fuzzy select
Free

Intelligent scissors

4
E
|
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Default short cuts and dynamic keybinding

Transform tool

Shift + T

Ctrl + [arrow key]
Shift + [arrow key]

Alt + [arrow key]

Alt + Shift +
[arrow key]

Move tool M
{1} Move current layer
{1} + Shift Move current even

if 100% transparent
Move layer 1 pixel

Move layer 25 pix-
els

Move selection 1
pixel

Move selection 25
pixels

{1} + {3} -{1}
{1} inside crop

Magnify Tool Shift + M

{1} or= Zoom in

Shift + {1} or - Zoom out

{2} Pan image

Crop tool Shift + C

{1} Make crop selection

Cancel crop
Perform crop

Rotation mode

{1}

ctrl + {1}

Scaling mode

{1}
Shift + {1}

Ctrl + {1}

Shift + Ctrl + {1}

Shearing mode

{1}

Perspective mode

{1}

All
{1} + {3} - {3}

Rotate with 1°
increments

Rotate with 15°
increments

Free scaling

Scale in X direc-
tion only

Scale in Y direc-
tion only

Scale with fixed
ratio

Free shearing

Move point

Preview

Text tool T

{1} Set top left of text
Color picker tool @)

{1} Get color

Pagel2
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Default short cuts in Gimp.

Bucket fill tool

Shift + M

With no selection

{1}
Shift + {1}

With selection

{1}

Fill with FG color
Fill with BG color

Fill selection with

FG color
Shift + {1} Fill selection with
BG color
Colorpicker tool (@)
{1} Set active color
with cursor
X Swap BG FG color
D Set default colors
Blend tool L

{1} + drag - {1}

{1} + {2} - {1}

Set start => end of
gradient

Cancel gradient

Paint tools
Blend tool L
Pencil tool Shift + P
Airbrush tool A
{1} Paint
Alt + {1} Quick draw
Shift +/- {1} + dis-  Line draw
tance +/- {1}
Eraser tool Shift + E
{1} Set to BG and Clear|
Alt + {1} Quick erase
Shift +/- {1} + dis-  Line erase
tance +/- {1}
Clone tool C

{1} Clone
Ctrl + {1} Set clone source

point

Alt + {1} Quick clone
Shift +/- {1} + dis-  Line clone
tance +/-! {1}
Convolver Tool \%

{1}

Blur/Sharpen with
brush
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Default short cuts and dynamic keybinding

Tool options
Layers & Channels

File

New Ctrl + N

Open Ctrl+ O

Close Ctrl + W

Quit Ctrl+Q
Dialogs

Brushes Shift + Ctrl + B
Patterns Shift + Ctrl + P
Palette Ctrl+ P
Gradient editor Ctrl+ G

Shift + Ctrl + T
Ctrl + L

Select
Toggle Ctrl+T
Invert Ctrl + 1
All Ctrl + A
None Shift + Ctrl + A
Float Shift + Ctrl + L
Sharpen Shift + Ctrl + H
Feather Shift + Ctrl + F
View
Zoom in =
Zoom out -
Zoom 1:1 1
Window info Shift + Ctrl + |

Toggle Rulers
Toggle Guides

Shift + Ctrl + R
Shift + Ctrl + T

Edit

Cut Ctrl + X

Copy Ctrl+ C

Paste Ctrl +V

Clear Ctrl + K

Fill Ctrl + .

Undo Ctrl+ 2z

Redo Ctrl+R

Cut Named Shift + Ctrl + X
Copy Named Shift + Ctrl + C
Paste Named Shift + Ctrl + V
Filters

Repeat Last Alt+F
Re-show Last Shift + Alt + F

Shrink Wrap Ctrl+ E
Image
Channel Ops Dupli  Ctrl + D
Channel Ops Offset ~ Shift + Ctrl + O
Layers

Dialog Ctrl + L

Raise Layer Ctrl + F
Lower Layer Ctrl+ B
Merge Visible Lay- Ctrl + M

ers
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Default short cuts in Gimp.

Tools

Rect Select R
Ellipse Select E
Fuzzy Select z
Bezier Select B
Intelligent Scissors |

Move M
Magnify Shift + M
Crop Shift + C
Transform Shift+ T
Flip Shift + F
Text T

Color Picker (0]
Bucket Fill Shift + B
Blend L
Paintbrush P
Pencil Shift + P
Eraser Shift + E
Airbrush A

Clone C
Convolve \Y,

Layers & Channels dialog

Layers ops menu
New layer
Raise layer
Lower layer
Duplicate layer

Delete layer

Scale layer
Resize layer
Merge visible lay-

ers

{1}

Shift + {1}

Alt + {1}
Green layer mask
Alt + {1}
Green layer mask
Alt + {1}
Green layer mask

Channels ops menu
New channel

Raise channel
Lower channel
Duplicate channel
Delete channel

Channel to selec-
tion

Ctrl + N

Ctrl + F
Ctrl+B

Ctrl+ C
Ctrl + X
Ctrl+S
Ctrl + R

Ctrl+ M

Select layer (visi-
ble and anchor)

View current layer
only

View layer mask (or
remove green mask

View layer mask (or
remove green mask

View layer mask (or
remove green mask

Ctrl + N
Ctrl + F
Ctrl+B
Ctrl+C
Ctrl + X
Ctrl +S
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Gradient Editor dialog: Ops menu

Left endpoint color L

Selection operands

Load from Left Ctrl + L
neighbor’s right
endpoint

Load from Right Alt + L
endpoint

Load from FG color  Ctrl +

Flip segments F
Replicate segment M

Blend endpoints’ B
colors

Blend endpoints’ Ctrl+B
opacity

Right endpoint R
color

Load from Right Ctrl +R
neighbor’s right
endpoint

Load from Left Alt + R
endpoint

Load from FG color Alt+F

Segments

Split segment at S
midpoint

Split segment uni- U
formly

Delete segment D
Re-centre seg- C
ment’s midpoint

Re-distribute han- Ctrl+ C
dles in segment
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Gimp around in 80 minutes

Don't underestimate the power of Gimp...

This manual describes the many functions, plug-ins and options Gimp has to
offer, but it doesn’t describe how to create great digital art or designs. There
are probably as many Gimp tricks and tips as there are Gimp-users, and even
if we wanted to, we couldn’t include them all in this book. We can't teach you
how to be an artist, but we've included a few examples here that will hope-
fully inspire you to new ideas and help you on the way to getting the best out
of Gimp. This is more a gallery than a tutorial, and the object of this chapter
is not to give detailed instructions, but rather to demonstrate the great versa-
tility and power of Gimp to beginners, and maybe give an insight on new
ways of using Gimp to more experienced users.

so, let's unleash the power of Gimp and Unix!




Gimp around in 80 minutes

CREATING IMAGE OBJECTS

You don't always need to import a photo, drawing or 3D-image of an object. There are many ways of
creating astonishingly convincing image objects directly in Gimp.

dsnigs
ze.nrive,r
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A TWISTED PERSONALITY

To create themblem statuestarted out with a b/w
photo. The background was isolated with bleeier
tool, removed and replaced witlgeadient fill. The
image was rotated to vertical position, and tinted
yellow with Image/Hue-Saturation | reopened the
selection made for changing the background,
inverted it and used it again to isolate the figure,
which was copied to a white layer. The figure was
further adapted to supply an interesting surface for
the Distorts/Twist plugin to work on. Finally, the
yellow layer was applied iDifference Modeon top
of the twisted layer.

Variations - gold and water spirits

Thegold emblenwas created by running ti&radient Map filter on the twisted figure (using the cus-

tom Golden gradient). The pale outline of the non-twisted parts was painted with low apéacitgh

and blurred within a sharp-edged selection. Blae ghost emblervas made by three copies of the orig-
inal yellow-tint image. The middle copy was twisted, trimmed and s&atiaration Mode, and the top

layer was set iDifference Mode To accentuate the water- or ghostlike appearance, the original twisted
shape was added to a layer, desaturated and Ggettay. The side parts needed to be more visible so
they were pasted separatelyMultiply Mode . Finally a pale fluorescent shape of the figure was added
to enhance the shape of the woman inside the waterwheel.
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CREATING A SIMPLE PEN AND AN INK STAIN

Thepenwas made by filling selection
shapes with different gradients. In this
case, | useilinear FG to BG with
medium opacity, and also a number of
FG to transparent gradients on sev-
eral cylinder shaped selections. The
metal pen tip was adjusted with
Brightness-Contrastto achieve the
metallic look. The pen shadow, as well
as the emblem statue shadow, was
made with thd?erspective Shadow
Script-Fu, cleared from color and
filled with a FG to transparent linear
gradient.

The technicolor ink spot

To make thenulti-color splashl started by drawing a simple black sun-shape on a white background,
using a medium pencil tip. | then applied istort/Value Propagateplugin, choosingnore white.

The result wablurred andbumpmappedand the background was cut away. A copy of the splash was
pasted to a transparent layer, filled with a colorful pattern and kigghten Only Mode.
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Creating Image Objects

MAKING GROOVED TEXT

The carvedorm pressed steébxt was generated by using a
deliberatelyjagged (not antialiased) font. The text was filled with
a black/whiteshapeburstgradient, the tonal range was adjusted
with Image/Levelsand the whole thing wdsimpmapped Final
touch withImage/Brightness-Contrast A gray glow was added
to emphasise the shape of the letters, by copying the text layer,
filling it with gray and applyingsaussian blur (with Keep Trans.
unchecked).

Organic patterns

Theleaf patternwas created iRRender/IfsCompose andArtis-
tic/Apply canvaswas added. The image was blended with the
background with the help oflaayer Mask and a radial gradient.
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HANDLING GLASS, WATER AND REFLECTIONS

Glass and water effects are usually one of the hardest things one can try to set about, but with a little
help from Gimp, you're halfway there.
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THE WET LOOK

Adding water

For theWet Unix label used a photo of
waterdrops on a solid blue background. |
desaturatedit and made a duplicate to cre-
ate ahighlight and ashadowlayer. This

was achieved by adjusting the tonal range
with Image/Levelsas described in page x.
To create the illusion of water, | needed to
displace the background where the drops
were, so | opened a né®hannel and

painted a mask for the drops. The channel
selection was loaded on a black layer which
| called Displace layer, and the drop shapes
were filled with a b/wshapeburstgradient..

Making rain

| used a nice, clean photo of a mountain top
as background image, and added a little fog
with aFG to Transparent gradient. To
stylize and add some wetness to the image |
created a rain layer. This layer was filled
with the custonRain pattern, darkened
somewhat and set iddition Mode. A

text layer was also added. Then | ran the
displace filter on the text and the mountain
background, using the Displace layer with
the drops.

Displacing along a curve

To make the label fit the bottle shape, |
made a newlisplacement mapwith the
gradient editor (dark to the left and right
and bright in the middle to make a round
displacement). After displacing the label,
the displacement map was used to add a
metallic sheen to the label by setting it in
Overlay Mode. The final adjustments were
made with théransform/Perspectivetool.
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HOW TO EMPTY A BOTTLE OF WINE

Cloning away unwanted parts

Thebottlewas made from a photo of a
decanter filled with dark red wine. This was a
bit troublesome because | wanted the bottle to
be empty, or at least filled with some transpar-
ent liquid. The wine glass which was visible
behind the bottle was easitjoned away, but

the rest was left alone, most of it would be
covered by the label anyway.

Making a dark and bright layer

The bottle was cut out, rotated and pasted to a
transparent layer. Aighlight andshadow

bottle was created withevels (but not desat-
urated) and the highlight bottle was allowed to
keep a quite large range of shades, otherwise
the reflections in the glass would look too hard
and unnatural.

Recreating missing parts

To cover the flat and dull looking part of the
bottle (where the wine was) the bottom part
was recreated bgloning different parts of the
Highlight layer Shadow layer highlight bottle and set this layer &zreen
Mode. The shadow bottle was setMaltiply .

Recreated bottle Result
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GLASS DISTORTION

The background, a photo of a lake,
was blurred to create the illusion of
distance, and to keep the focus on the
bottle. The highlight bottle was used
twice as alisplacement mapon the
background so that the rocks in the
background would appear to be dis-
torted through the curved glass.

Rectifying banding

Because the lake image was origi-
nally indexed the sky looked banded
and ugly. This was rectified by
feather selecting the sky, and replac-
ing it with a lineargradient. A few
clouds and a sun reflex was also
added.

REFLECTIONS

Thewater reflectionwas made by
flipping the image of the merged bot-
tle to a copy of the lower part of the
lake, blurring it, adding some ripples
with Distort/Ripple and lowering

the opacity level. The waterline
(where bottle meets water) was a lit-
tle trickier and had to be painted by
hand in a couple dDverlay layers,
and some water glitter was created
with the sparkle filter.

A white haze was added to the fore-
ground, and of course, a couple of
Larry Ewing’s adorable Linux pen-
guins.
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TRANSFORMING A PHOTOGRAPH TO A DRAWING

Because black is transparent in Screen mode (also Addition and Lighten Only) black pencil strokes
drawn on a white layer will reveal the image underneath, just as if you had sketched all by hand. This
is an easy way of creating convincing pencil/ink drawings from a scanned photo.
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MANAGE WITHOUT ARTISTIC PLUGINS

There are several commercial plugins called thingsclilegcoal, crayon or ink drawinthat supposedly
achieve these things. Certainly, these products can produce nice artistic outputs, but they never come
close to the results you get using this method. Naturally, the quality of the final image depends a lot on
the drawing in the screen layer, so this isn’t an "instant artist” trick. A general advice is to reduce the
number of shades in the background, otherwise too much of the underlaying image will show, and this
will spoil the illusion. One way of improving coarse computer drawings is to us@bthe Propagate

filter and set it tanore white You can also create a crayon or charcoal look to an imadisfigacing or
warping the pen strokes with a suitable displacement map, or just by using ubusieds

Instant cartoon pictures

A very simple way of creating drawings from scanned photos is of course to use onédgdkeetect

filters. RunningSobelon a duplicate results in a transparent layer with a black outline of the image
object. Having done this, it's easy to paint the underlaying layer in large clean areas, and you’ll get some
thing very similar to a picture in a comic book.

Top right: Original image
Middle right: Transparent Sobel output
Bottom right: Handpainted background
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Making a pencil drawing

To make thgencil drawing a white layer
was placed on a b/w photo. It was set to
Screenmode, and the opacity was tempo-
rarily reduced, so that the background would
be visible. The sketch was drawn with a
small, sharp pencil tip, and made to follow
the contours and shapes in the photo. The
photo’s tonal range was limited by using the
Image/Posterizefilter, and the sketch layer
was displaced slightly with a canvas struc-
ture as map. The image was flattened and
adjusted wittBrightness-Contrastto get

the right gray value of a pencil drawing.

From pencil to ink

Thesepia ink drawingvas created from the
previous drawing (pencil). Color was
adjusted wittHue-Saturation andBright-
ness-Contrastto a sepia-like quality, and a
beige "sketch paper” layer was added in
Multiply mode. The "white crayon” in the
sketch paper layer was painted with the air-
brush and several soft edged brushes.
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Digital crayons

For thecrayon drawing used coarser,
rugged brushes. | alstisplacedthe

sketch layer twice to get the right scratchy
crayon or charcoal look. The image was
flattened and the contrast was increased
with Levels

I made a duplicate layer and used the
Dark 1 gradient in the Gradient editor to
map to the imagedolors/Gradient

Map). | put the old layer on top of it, set it
to Multiply and erased everything except
the contours, and parts which | wanted to
keep dark (like the baby’s eye and ear).

In the top layer | placed the posterized
photo adDarken Only, changed the color
to violet, and applied some motion blur.
This looks somewhat like watercolor, if
it's only used in small areas of a compos-
ite image.
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LIGHT, MOTION AND TEXTURE TRANSFORMATION

These special effects can provide that little extra which can make a good image great.

.. ATie o the il sige
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Light, Motion and Texture transformation

AN ELECTRIC HORSEMAN

To createhe Electric Horsemar started out with a photo

of a rodeo rider. The horse and rider were selected with the
bezierselect tool, and pasted to a transparent layer in a new
image. The horse’s halter, mane and tail elasedaway

or erased, and the rider was selected separately (using a lit-
tle feather) and saved as a copy in another layer. The horse
and rider layer was duplicated twice, and those copies were
desaturated and adjusted wiitkvelsto create highlight/
shadow layers.

Using a Cow to make a Leopard of a Horse...

To createahe leopard skintwo more copies were made. In
the first copy, the entire horse shape was filled with the
Leopard pattern from theatterns dialog box Since this
pattern isn’t entirely seamless, it was adjusted by painting
yellow and black spots in the visible joints. The leopard
layer was set ilDarken Only mode over the second copy,
which was filled with a yellow-orange gradient to add color
depth to the leopard. To add some extra glow to the leopard
horse, one more texture layer was added. This time | used
the black and white cow pattern, and set Dt@rlay. Note

that this does not make the horse look like a cow (!). In
Overlay the large dark spots on white background rather
gives the illusion of powerful muscles under a shiny coat.
Now | turned to the layer with the rider, and changed satu-
ration, brightness and contrast to make it fit the new "horse”

Shadow layer Highlight layer
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Making things glow

The glow layer was made by filling a feathered horse and rider selection with red, yellow and white, each
time with lower feather values, and set the layer to Screen mode.
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Dark movement layer

Light movement layer

Adding motion

The illusion of movement was more complicated, because
just adding some motion blur wouldn't suffice to create
the subtle effect | wanted. | had to create two different
motion layers - one dark and one light. For Eraek
movementayerBlur/Motion blur was applied to a copy

of the cow glow layer, then | did the same for a copy of the
orange gradient layer, but this time | inverted the selec-
tion, and only the blurred parts outside of the horse was
used. These layers were merged after adjusting the opac-
ity. The dark movement was still a bit to strong in some
parts, so déayer maskwas used to tone down or remove
motion glow where it wasn’t wanted. This layer was set to
Darken only. For theLight movemenlayer | blurred the
shadow layer and the leopard layer (as with the orange
gradient layer before) merged it and adjusted to darker. To
protect the rider figure from too much blur, a layer mask
was used here as well. This layer was s8creen mode

Adding scenery

The background was made of a photo of a blue sky, a city
panorama by night and a yellow evening sky. The blue sky
image was transformed to dark clouds wittage/Hue-
Saturation, and the yellow sky was merged to the city
panorama. The flash of lightning was a bit harder, because
the only lightning image | had was the Lightning pattern
in thePattern dialog, and that was too repetitive or inter-
twined with lightning to be used directly. The problem
was solved by scaling an image with lightning pattern and
then use th&lap/Fractal Trace plugin. From that image

| could feather select a suitable part, and adjust it with
Transform/PerspectiveandScreen modeto look the

way | wanted.
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MAKING A MONTAGE

There are many ways of blending images, but for advanced montages, the most versatile method is to
use different layer masks

00000060

C::,‘j’ There's no substitute for cubic inches...
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Making a Montage

The Background

For theChevelle montage used a drawing from the 1966 Chevrolet
Chassis Service Manual for background. To make it less dominant, it was
inverted, blurred andnoisewas added. Then color and brightness was
changed to a soft "old looking” sepia tone.

The Vignette

The main collage element was a holiday snapshot of me and our
Chevelle. This image was blended to the background with the help of a
layer mask | started by making a round vignette shape with a radial gra-
dient. This masked out soft and nice, but it also meant that the gradual
transparency was evenly distributed. To put an emphasis on the person
rather than the car (I like to keep it that way) some of the mask was
painted white to protect face and especially the arms from transparency.

The vignette was still a little bit weak, and too smooth at the edges, so |
made a duplicate where the layer mask was brightened up eviths,

and noise was added to the mask (not the image). This made the top layer
blend well with the spotted background, as well as with the smooth copy
underneath.
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Adding Noise

The next element in the montage was the fuel pump assemblyndmseywas added tboth mask and
image The Glow Mask was made with a feathered lasso selection which was filled with black and

heavily blurred before applying the noise. Finally, the image was tinted with the same ochre or sepia tone
as the background.

Making an element stand out in a composition

The steering wheel was treated in a similar manner, only this image was taken from an old magazine, so
no noise was added (it was already quite noisy).

The picture of the car (from the 1966 Chevrolet dealer album) was desaturated and tinted. To create the
illusion of speedlinear motion blur was applied to an inverted selection of the car, then a slayge

mask was added to blend the car with the background. To make the car stand out more in the composi-
tion, contrast andbrightnessvalue was increased.

Two photographs from the service manual (removal of drive plate from generator and disassembly of
crankshaft gear for the camshaft transmission) were pasted to a layer with low opacity.
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Adding depth to text layers

To make the Chevelle Malibu SS text, | used three different layers. The "Chevelle” layer is supposed to
look sharp and close to the observer, while the "Malibu” layer lies deeper, or further away from focus.
This was accomplished by placing the Malibu layer very close to (almost under) the Chevelle layer, tint-
ing and blurring it and placing a very soft shadow on top of it.

Chevelle

Malibu 55

Malibu 55

Malibu 55
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Obtaining and Installing Gimp

In this chapter we will tell you how to
obtain a copy of GIMP and how to install
it.




Obtaining and Installing Gimp

HOW TO INSTALL GIMP PERSONAL FILES

If you are working on a system that already has Gimp installed, like a university:

% GIMP Installation [

The GIMP - GNU Image Manipulation Program
Capwight (C) 1995 Spencer Kimbal and Peter athis

This program s free software; you can redistriute it and/or moiify
it under the terms of the GNU General Pulic License as publistied by
the Free Software Foundation; either version 2 of the License, or

(at your aption) any later version.

This program s distributed in the hope that it will be useful,
but WITHOUT ANY WARRARTY; without even the implied warranty of
MERCHANTABILITY or FITNESS FOR A PARTICULAR PURFOSE
See the GNU General Public License for mare detalls

“ou should have recefved a capy of the GNU General Public License
along with this program; if not, write to the Free Software
Foundation, Inc., 675 Mass Ave, Cambridge, MAD2139, USA

Personal GIMP Installation

For a proper GIMP instaliation, 3 subdirectory called
homearininpd ginp nesds o be created. This
subdirectory will contaln a number of important flles

g
The gimpre is used to store personal preferences
3uich as tlefalt GIMP behaviors & plug-in hotkeys
Faths to ssarch for brushes, palsttes, radients
patterns, and plug-ins are also configured here

Flug=ins andl ssxtensions are exter programs run by

the GIMP which provide adeitional functionality

These programs are sarched for at run—time and

information about their functionalty and mod-times

i cached In this fle. This flls s intended to

be GIMP-readablz only, and should not be ecited
brushes

This is a subclvectary which can be used ta store

user defined brushes. The default gimprc flle

checks this subdirectory in addlition to the system-

Install ‘ Ignore Guit

o]
iy

Installation Log [ O[]
[5

User Installation Log

mkdir fhomedkaringimp/ gimp

cp fusrflocal/share/gimp/0.99.10/gimpre shomedkaringimps.gimp/gi @
mprc

cp fusrlocal/share/gimp/0.99.1 0/gtkre /homedkaringimps.gimpdgtkr @
€

mkdir fhomeskaringimp/ gimpshrushes

mkdir fhomedkaringimp/ gimp/gradients

tkdir homeskaringimps. gimp/palettes

tmkdir homedkaringimps gimp/patterns

tkdir homedkaringimps gimp/plug-ing

tkdir homeskaringimps. gimpdtmp

cp fusrlocal/sharedgimpd0.93.1 0fpalettess Momeskaringimps.gimp @
fpalettes

Installation successiull -

Continue ‘ Quit

At theCommand prompt typegimp and pressnter
Gimp will bring up adialog box (shown left) telling you
that it will install some personal Gimp files in your home
directory. If you want to run Gimp, press thestall
button. The dialog box describes the Gilepnseand
what kind offiles Gimp will install. It's advisable to read
it, but we will discuss it further down in this chapter.
Presdnstall now!

This will bring up asecond dialogbox telling you that
all files were successfully installed.

One of the nicest things about Unix is that programs
often store personalitialization files andmodulesin

your home directory. This makes it possible to change
and add features in the application you are using without
having to deal with the system installation of the applica-
tion. Gimp is no exception to this model. Unfortunately,
most Unix programs do not have a GUI for making
adjustments to these files and modules. Gimp is an
exception, because it has a GUI for adjustiagr-

defined functions However, there are some special
functions (i.e new plug-in specialities), that you'll have
to edit in a normal text editor likeedit. You will learn

more about this in appendix A.
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How to Install Gimp Personal files

WHAT ARE ALL THESE FILES GOOD FOR?

Now let's examine théles anddirectories that Gimp has installed in your home directory. The first
thing Gimp does is to create a directory namiadp T he dot means that it's a hidden directory, and
you have to usks -a  in a terminal window to see it. In this directory Gimp will create three files:
gimprc, gtkrc andpluginrc  , along with subdirectories calleloiushes, gradients,

plug-ins, scripts, dfig, gflare andtmp . So, what are all these files good for?

gimprc andgtkrc are your personal settings files for Gimp and GTK, respecti@IK(is

Gimp’s GUI toolkit). Most of the settings in these files are adjustable viardferences dialogoox

in Gimp, but some of them aren’t, so you must edit those settings by hand. The Preferences dialog
box is discussed in chapter 5, and the manual editing of the settings files is discussed in appendix A

pluginrc s afile that Gimp needs to store settings about plug-ins, scripts and other external pro-
grams.You should not edit or change this filalthough you may erase it if Gimp starts complaining
about it (see Appendix A).

Thebrushes subdirectory is where you can store your own personally created brushes. You will
learn how to create and install brushes in Chapter 11. When they have been installed, and you have
refreshed th&rushes dialog box your personal brushes will show up in Gimp alongside the system-
wide brushes.

Thepatterns  subdirectory is where you can store your own personal patterns. You will learn more
about how to create and install patterns in Chapter 11. After refreshiRgttieens dialog box your
personally created patterns will show up in Gimp alongside the system-wide patterns.

Thegradients  subdirectory is for storing your own personal gradients. You will learn more about
how to create and install gradients in Chapter 11. Your personal gradients will show u@iadhe
ent Editor after refreshing th&radients dialog box

Thepalettes  subdirectory holds your own personal palettes as well as system palettes that you
have edited. So if you want your system default palette back, you have to rename it or erase it in you
personal palette directory. You will learn about creating, editing and installing palettes in chapter 11.
The new palettes will show up in tRalettes dialogwhen you quit and restart Gimp

Thetmp subdirectory stores Gimp’s cache of the images you are working on. Gimp does this to sup-
port theundo capability, and to make it possible to edit large images without consuming too much
memory. If Gimp crashes, or something else happens you may be able to find a copy of your image i
this subdirectory.

Theplug-ins  subdirectory holds any plug-ins that you have created or downloaded off the Inter-
net. The plug-ins will show up thrext time you start up Gimjyou will learn more about plug-ins in
chapter 19 to 35, and in chapter 41 you will find a few tips on how to compile them.

Thescripts  subdirectory holds any personal Script-Fus that you have created or downloaded off
the Internet. The scripts will show up when you refrestxtims/Script-Fu menu. You will learn

what Script-Fus are in chapter 37, and in chapter 38 and 39 you will find some tips and how-tos on
how to make your own Script-Fus.
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* Thegfig subdirectory holds your personal Gfig drawings (created with the Gfig plug-in). You will
learn about Gfig in chapter 35.

* Thegflare subdirectory holds your personal Gflares (created with the Gflare plug-in). You will
learn more about Gflare in chapter 31.

The nice thing about all this is that if you find any new plug-ins, scrips and so on, you can easily install
them in your personal Gimp directories and don’t have to beg your system administrator to install them
on the system.

We encourage you to create your own brushes, palettes, gradients, plug-ins and Script-Fus and to share
them with the whole Gimp community. Don’t be shy, even small contributions are welcome. You can
upload them tdtp.gimp.org or to theplug-in registry athttp://gimp.foebud.org/reg-

istry/ . May the spirit of free software be with you!

OBTAINING GIMP

When Gimp 1.0 is released it will be asaurce distribution, but for some popular systems there may
bebinary distributions . To get thesource codeyou will have to initiate an FTP session to

ftp.gimp.org . The source code is in the directgoyb/gimp/1.0 wherel.0.xstands for the ver-
sion(always grab the latest versiarh the directorypub/gimp/fonts will you find some nicdree

fonts that you can use with Gimp (see Chapter 40 for instructions on how to install them). In the direc-
tory /pub/gimp/libs you will find some of the libraries that enable some of Gimp’s optional fea-
tures, such as the ability to load and save JPEG images. Also check out the contributiofpaibhder
gimp/contrib where you can find some nice palettes, gradients etc. If you are not famili&TRith

you can always use your Web browser to download Gimp, just type thdtptRRL

ftp.gimp.org/pub/gimp/ and take it from there. It must be stressed thaGihg FTP siteis
often heavily trafficked, and ffp.gimp.org isn’t near you, we suggest that you use a mirror site
(see Appendix E dnttp://www.gimp.org/ ). If there is a binary distribution of Gimp you'll find it

under/pub/gimp/binary.

INSTALLING A SOURCE DISTRIBUTION

If you have downloadedsource distribution (for binary distributions see the next sectigoy will

now have a file calledimp-1.0.X.tar.gz. If you want to, you can always get the extra data distri-
bution as well as the unstable plug-in distribution (they are under than same directory as Gimp). The
data distribution has some optional palettes, patterns, gradients and brushes that you may find useful.
Theunstable plug-indistribution contains some plug-ins which aren’t considered stable enough to be
released with Gimp 1.0, so remember that they may be unstable and difficult to ¢arapbve used

all of them with success here at Frozenriver, and they have also been documented in the manual)
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To unpack the archive, use following commancht gimp-1.0.X.tar.gz | tar xvvf -
This creates a directory in your current directorydirep ). Change to thgimp directory by typingd

gimp.

But first of all we need to have a look at which libraries Gimp needs!

If you don’t have them already, you will have to get hold of the following libraries or programs:

* GTK (the most recent version)tcompileGimp. You need this library because all of Gimp’s GUI and
functions are built on top of it. GTK stands f8mp ToolKit .

* GNU GhostScriptto enable”S (PostScript) fileiewing and editing. Typegs -v  to output the cur-
rent version of your Ghostscript distribution. If you receive an error message, either you have not
installed GhostScript or it is not in your PATH.

* Alladin GhostScript version 5.10 or higher to enable gd@dF (Acrobat)file viewing and editing.
Type:gs -v  to output the current version of your Ghostscript distribution. If you receive an error
message, either you have not installed GhostScript or it is not in your PATH.

* GNU wgetto enable you to download files off th#ernetdirectly into Gimp. To check whether you
have wget, typewget into a terminal window. If you receive an error message, either you have not
installed wget, or it is not in your PATH.

e XV if you want to us&UASH GUASH is a plug-in which lets you browse images and open them in
a graphic environment.

* Gzip to enable extra fileompression/decompressiohany image format. To check whether you
have gzip, typegzip -h  If you get an error message, either you have not installed gzip, or it is not
in your PATH.

* Bzip to enable extra fileompression/decompressiohany image format. To check whether you
have bzip, typebzip -h If you receive an error message, either you have not installed bzip or it is
not in your PATH.

* SANE if you want toscanimages directly into Gimp.
* libtiff to enable reading and writing TIFF images

* libz to enable PNG compression

* libpng to enable reading and writing PNG images
* libjpeg to enable reading and writing JPEG images

* libmpeg to enable reading MPEG movies

To determine whether or not you have these libraries, loAlsilib or/ustr/local/lib or

contact your system administrator. Most of the programs and libraries come as standard with most Linu:
distributions, except for GTK, Alladin GhostScript, SANE, wget and bzip.

Now, let’s begin to build Gimp

First of all, fire up anew xterm via the commandkterm -sl 200 -sb &
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In the new xterm window, enter the commaftdnfigure This command will try to locate the files
that Gimp needs in order to compile. Now scroll up and find out fdh&gure program could find all

of the files. If not, you will have to tell the configure program where to find the missing files. If you for
example couldn’t locate the libtiff and libjpeg files, you can do this via the follosangmand-line

options:

* --with-libtiff=<where you have your tiff library>
* --with-libjpeg=<where you have your jpeg library>

e -- disable-debug (If you are strictly a user and not a developer, you might want to turn off
debugging).

The command line should look something like thisonfigure --disable-debug --with-

libtif=/usr/local/lib/tiff/

Now, when you're all set (and maybe have rurcthrdfigure  program a second time to make sure you
have located all the files you need), you will have to fire offrtake command via the commamaake.
This will build your Gimp application(If you run into trouble, you will find more information on compil-
ing in chapter 41).

If there were no errors, Gimp built okay, and it's timésiall it. To do that, enter the commamdake
-install which by default will install Gimp ifusr/local/bin , its plug-ins infusr/local/
lib/gimp/1.0 and shared data like scripts, brushes configurationsédtesr/local/

share/gimp/

Now it’s time to install all of the data files that were in ¢frap-data distribution . Do this by changing
into the gimp-data directory and entering the comm#émhfigure ; make ; make -
install which will install all the data files idusr/local/share/gimp

You can of course install Gimp in different directories than the ones mentioned above. To do so, read the
INSTALL file and use the command-line options to the configuration program that are specified there (in
particular--prefix ). Now you can jump back to the first section in this chapter and read about how to
install yourpersonal Gimp files

INSTALLING A BINARY DISTRIBUTION.

First of all, grab the latesinary distribution for your system and download it from the Gimp FTP site
or a mirror site If you are working on &edHat (rpm) orDebian system, download the packages for
this type of systemrpm and.deb respectively); otherwise download an ordinemygz ~ archive

and unpack it into the correct directory (usually /) and unpack it using the congzipndc

xxxx.tar.gz | tar xvf - When this is done add Gimp to your PATH and execute it. Then, go
back to the beginning of the chapter, where personal Gimp files are discussed.

WilberWorks will make a Gimp CD-rom compiled for all major UNIX systems. If you are new to UNIX,
this is probably a nice option because all you have to do is to execiretdle  script. You can buy
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the CD from either WilberWorks or Frozenriver. For further information see appendix C about commer-
cial support.

INSTALLING EXTRA PACKAGES TO EXTEND GIMP

To install theextra data distribution you only have to download it. Unpack it, run the configure script
and make anake install.

You may also consider downloading and installingcwetrib archive to install more brushes,
gradients etc. You only have to download it, unpack it and install the contents in the right directory. You
can for example install new brushes either in your personal brush diretirgp/brushes orin

the system-wide directory i/asr/local/share/gimp/brushes Some of the contribution
archives come with configure scripts; if that is the case you install them as you installed Gimp. Since it is
only data it's quite simple. Just typ&onfigure && make install Most of the time this will

be quite sufficient.

It's a good idea to download tifreefont  andsharefont  archives, so you can get some more fonts
for Gimp. Read how to install them in tRent Install chapter (chapter 40).
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In this chapter we will discuss how to

save, open and create files, set prefer-
ences and list the file formats that Gimp
supports. We will also look into how you

print from Gimp.




Files and Preferences

THE FILE MENU

In Gimp, you can get to théle menu in two different ways: via tii®olbox and viathe right mouse
buttonin an image window. The menus are slightly different in the two places.

In the ToolboxFile menu, you will find the following menu items:

* New

* Open

* About

* Preferences
* Tip of the day
* Dialogs

e Quit

And in the Imagé-ile menu you will find:

* New

* Open

* Save

e Save as

* Preferences
* Close

e Quit

e Mall

* Print

In theXtns menu (in the Toolbox), you will find:

* DB Browser

* Gimptcl Consolio
e Guash

* Screen Shot

* PDB Help

* Waterselect

e Script-Fu
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e Web Browser

We will discuss all of these menu items, excepOimogs andScript-Fu, in this chapter.

CREATING IMAGES

I B Let's start by creating our first image. Choose Rie menu in theToolbox, and

watn: [ss | SelectNew This will bring up the dialog box shown to the left:
F:fﬁ;l;: Here you must decide tisizeof your image in pixels, whether your image should be
# RGE grayscaleor RGB, and whether it should havesalid background or betranspar-
~ Grayscale
ent.

Fill Type
. Background

e As you can see, there are two types of solid background avaBsakground and

< Transparent White. Whitewill produce a white background, wherdzackgroundwill produce a

’E oo colored background based the background color in the Toéthore about that in
L—— —— | chapter 7)Transparent results in a checkerboard-like background that signifies trans-
parency. This is a nice feature if you are creating transparent GIFs.

For now, let’s stick to the default values; just pr@gsNow you have a new image that you can start
working with. Let's close the image by choositipse in the<image> File menu. This will close
your image, as opposed@uit, which will both close your image and quit Gimp.

You may wonder why you can’t createiadexedimage (that is, an image with a small, fixed number of
colors) at once, for the nice GIF for the Web that you're trying to make. The reason is that it's impossible
for Gimp to guess which colors you will want to use in your imaAdgn, it's usually a very bad idea to

start out with an indexed imageXou can of course still create GIFs by converting the image from RGB
image to indexed coldsee chapter 12)The rule of thumb is: Always work with RGB, and don’t con-

vert it until you're finished with it. The same goes for every other indexed file format.

GUASH

One of the best things about GimpgEsash If you have worked on a Unix system before, you have
probably useXV and itsVisual Schnauzer which enables you to load images via a graphical interface,
that shows thumbnail representations of your images. If you are a former Mac and Photoshop user, anc
are used to the small thumbnails in an image directory, then you're going to love Guash. Guash lets yol
browse your home directory and see all of your images as small thumbnails.

To start up Guash, select it vidns/Guash . When you first start up Guash, it will scan your home
directory for all of the images that Gimp can read. When it comes adrastScript file, a dialog box
will appear in which you may pregsad to load the image, or sele€ancel to skip that file, since
loading PostScript files can take some time. Because Postscript files are sometimes many pages long,
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they also have the potential to take up a great deal of spacegimihevap file . In other words:
load PostScript files only if you need to, and only load the first page in any case.

The scanning procedure can take anywhere up to five minutes depending on the number of images in the
directory being scanned. To load an image into Gimp, sichqiyple-click on it (one click will

select it, the second will open it), and it will open in a regBlanp window. As you can see, Guash

only displays N directories or images at a time. To alter Guash’s behavior you must gufitgice

file in your.gimp directory:

* (guash-ncol "5" ) changes the number of columns (valid range is 4 to 10);
* (guash-nrow "3” ) changes the number of rows (valid range is 2 to 10); and
* (guash-keybindings "emacs”) enables Emacs key-bindings

If you click on athumbnail, it will be
MeneioiorEhevele (L2 by hames el selectedand highlighted with a red frame. If

£
‘ you click once more on the highlighted

or deselecfurther images hold dow8HIFT
andclick  on their thumbnails. If there are
E no selected images in Guash, pressing the

image, it will beloadedinto Gimp. Toselect
.. (parent) buildnote.tif chev sm.ipg chevellsus.tif em.gif

_ : _ ” ..... 4= = right mouse button will bring upraot
em.tif front.tif mall_b‘uss.tlf motor24.tif motoras.tif menu. If any images are Selecte$dect
= " e = menu will pop up allowing you to perform
! : { - = B various operations on the selected images. All
motor2e. tif motorss.tif overallpagel.tif overallpage2.tif  rearfender.tif / Of the items on the menus are easy to use and

25 images [ learn. To get the root menu when images are

Drag forcopy_ | Help | Clase | selected, hold dow8hift and press the

right mouse button

In Guash, you can do all sorts of things likeving, copying anddeleting images, andreating direc-

tories. You can even apply Unix commands, and more importeé®tiypt-Fu "commands” to your

images. This is all possible from either menu. Jamp menu item brings up a quick way to change
directory. In the Jump menu, you have short cuts to directories you've already visited. You can also bring
up a file dialog, which makes it simple to move quickly to another directory. We recommend using the
Jump menu because moving around within Guash is quite slow, since Guash has to scan every directory
for images.

Page56 The Gimp User Manual



Guash

OPENING FILES

Now we’ll open an image usirfgle/Open. This will

Creats Dit | Dslete File Rename Fle | Help pop up a file selector dialog box that allows you to
Fomeilof browse filenames in or<_jer to select the image you
want. In theDetermine file typemenu you can
Do 4 s 4 choose what kind of file you want to open, or let
E CodK.C . . . . .
i 3e53x4.c Gimp do it automatically. It's a good idea to let Gimp
T A figure out what kind of file it is. It's only when Gimp
e e has a hard time determining what kind of image you
pleData.cpp ) . .
Desktop! FirstexampleData.h are loading that it's advisable to use the non-auto-
Doci My ppnade FMFiler . .
Docurment_egrial /| Qtarchps f matic OptIOI’IS.

o ————— T -~ o ————— T -~

Familiarize yourself with the interface by opening

Open Bptians some images in the usual formats Kkd=, JPEG

S G T | andTIFF. Later in this chapter we'll discuss what
seltion: Fomeiolat kind of formats Gimp can read and write.

| | Tip: Gimp expandsyour file name so that you only

‘ oK Cancel | have to type the beginning of the name and then press

Tab to get the rest, just as you wouldbiash or
tsch .

The Open dialog box also allows youdeleteandrenamefiles. To do this, simply select the file that
you want to delete or rename and press the corresponding button. This will bringnfisraation dia-
log box. In order to create a directory, pressGheate Dir button, and a dialog box will prompt you for
the name of the directory.

Just remember to double-click on th& turrent directory symbol to update the dialog, otherwise you

will not see the new directoiyhis goes for files too: If you can't see the file, double-&li€kand the

directory will be updated)The possibility to create directories in the Open or Save As dialogs is quite
handy, since you often want to save an image in a new directory where you put all new images with a ce
tain theme.
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Opening Postscript and PDF Files
The Open dialog box fdPostscript andPDF files is shown to the

Bendering Eeolag left. Our advice is to not change any values here if you're going to
Fesolution: |100 S print it at home or in the office - the default values are fine when
Width: |52 - oy displaying the paper formats that are normally used for PostScript

Height:  [1170 A colour files
FPages: IT ~ AUtomatic

F try BoundingBor If you lower theresolution you'll also have to reduce thédth

andheight of the image canvas (and vice versa for increasing the

Text antialiasing Giraphic antialising resolution). If you don’t change the width and height when you

A nons A nons increase resolution, only part of your PostScript file will be dis-

o ety o ety played. If the width or height exceeds the size of your PostScript
N N file, the display will automatically be adjusted.

If you uncheck th@ry BoundingBox checkbox, the pages will be
aK | Cancel | stacked over each other, otherwise, they will be displayed side by
side. ThePagesentry allows you to specify what page, or page
interval to display; for example "1-99” specifies page 1 to 99, and
"75” specifies page 75. (If your PostScript file has fewer pages than the numbers you specify, they will
be adjusted automatically).

SelectingB/W will produce a black and white image from a color PostScriptGitaeyscaleor Color

will produce a grayscale respectively a colored imAgématic will produce whatever type of image

the Postscript file was created ¥su can of course never obtain a colored image from a B/W PostScript
file, even if you select Color.

You can also specify how fine thatialiasing will be for text and graphics. If you only want a quick
look, then seledione or Weak, if you want to edit the file and produce high-quality result then select
Strong. Naturally, there are exceptions to this rule; if you only want to alter a few minor details in the
PostScript file without altering the whole thing, then it's wise to open with None; otherwise it will
change the entire file when you save it.

SAVING IMAGES

Gimp naturally lets you save the images you have created. Isn't it wondeffid@ gxrogram with save
abilities! It's not like when you get Photoshop for free in demo mode, whkawve and print are dis-
abled, this is a demo copy”

You may access thgave dialogbox via the right-mouse-button menu in the window that contains the
image you want to save. The Save dialog is exactly the same as the Open dialog box, except that the
Determine file type menuis a bit different: the default in this contexBg extension This means that

the format of the resulting image depends upon the image filename’s extension. For example, if you
name your imaghkello.gif it will automatically be saved in GIF format. You can of course choose to
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savehello.gif in TIFF format, by selecting TIFF in the Determine File type menu, but this is highly
discouraged. If you want to save a file without an extension, then you must choose the file type from the
menu. Remember titatten the layers in your image before you save it, unless you are usiXgthe

format (Gimp’s native file format) or creatingdF animation.

Gimp supports many different file formats; how many depends on which plug-ins you have installed.
Yes, as with many things in Gimp, file format support is implementealwigins. Examples of plug-ins

are themail andprint plug-ins, and of course all thiéters. We will discuss plug-ins in general later on

in this manual; but for now, we will concentrate on the file format plug-ins that are included in the base
Gimp distribution.

SUPPORTED FILE FORMATS
The list below lists théile formats that Gimp supports faeading and/onwriting ..

TABLE 1. File Formats

Format Write Read Format Write Read
BmP X X Pcx X X
Bzip X X Pix X X
CEL X X PNG X X
FAxG3 X PNM X X
FiTs X X PsD X
FLI/FLC X PostScript X X
GBR X X SGI X X
GICON X X SNP X
GIF X X SunRas X X
Gzip X X TARGA X X
HEADER X TIFF X X
HRz X X XCF X X
JPEG X X XWD X X
MPEG X XPM X X
PAT X X URL X X

* XCEF is the native Gimp format. It suppottsersand other Gimp-specific information. If you save
your image in a different file format, all Gimp specific information will be lost, and you won't be able
to open and edit your layers anymore (GIF supports layers in that each layer becomes a frame in a
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GIF-animation)Note that only the active layer gets saved when you save an image in formats other
than XCF and GIE So, for example, if you want to save a layered image in TIFF format, make sure
you flatten it before you save it.

The following is a brief description of the different file formats. For more information on file formats, see
appendix E about graphics books and links.

BMP: This is an uncompressed bitmap format used by Microsoft Windows for displaying graphics.
Color depth is typically 1, 4 or 8 bits, although the format does support more.

Bzip: Lets you open and save bzip’ed images. The name of the file mustulbe>.<well-
known suffix like tiff>.bz. This format is ideal for saving large, multi-layered XCF
images. Bzip compression is a little bit better than gzip.

CEL: This is the file format used by KISS programs.

FaxG3: This is the format used by faxes. It's very useful if you have a fax connected to your Unix
workstation.

FITS: (Flexible Image Transport System) is mainly used in astronomy. For example, it's used by
NASA in their space program.

FLI/FLC : This file format is used by many animation programs. Gimp reads both FLI and FLC file
formats. The main difference between these two is that FLI only supports 64 colors at a resolution of
320x320 pixels, whereas FLC supports 256 colors at a resolution of 64Kx64K pixels.

GBR: This is Gimp’s native brush format. You will learn how to make brushes in chapter 11.

Glcon: This is Gimp’s native icon format, used for the icons in the Toolbox. This format only sup-
ports grayscale images.

GIF: (Graphics Interchange Format) trademarked by CompuServe, with LZW compression patented
by Unisys. GIF images are in 8-bit indexed color and supports transparency (but not semi-transpar-
ency). They can also be loaded in interlaced form by some programs. The GIF format also supports
animations and commentdse GIF for transparent Web graphics and GIF animations

Gzip: Lets you open and save gzip'ed images. The name of the file masatme>.<well-

known suffix like tiff>.gz. This format is ideal for saving large, multi-layered XCF
images.

Header. This format is a C programming language header file. This format is for programmers who
want to include their image in a C program.

HRZ: This format is always 256x240 pixels and it is, or rather was, used in amateur slow-scan TV
broadcasts. The format does not support compression, it’s just raw RGB data.

JPEG: (Joint Photographic Experts Group) This format supports compression and works at all color
depths. The image compression is adjustable, but beware: too high a compression could severely
damage your image, SindPEG compression is lossise JPEG to create TrueColor Web graphics,

or if you don’t want your image to take up a lot of space
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* MPEG: (Motion Picture Experts Group) A well known animation format. With this plug-in you can
load an MPEG movie into Gimp and play it with the Animation Player plug-in. What's nice about this
is that you can open an MPEG movie and save it as a GIF animation (but make sure that you remov
all unnecessary frames beforehand). You can't (yet) save an animation created in Gimp as MPEG.

* PAT: This is Gimp’s native pattern format.

e PCX: This is the Zsoft file format, mainly used by the Windows Paintbrush program and other PC
paint programs.

* PIX: This is a format is used by the Alias/Wavefront program on SGI workstations. It supports only
24-bit color and 8-bit grayscale images.

* PNG: (Portable Network Graphics) This is the format that is supposed to replace the GIF format and
solve all the related trademark/patent issues. Indexed color, grayscale, and truecolor images are suj
ported, plus an optional alpha channel. PNG also uses compression, but unlike JPEG it doesn't lose
image information. We recommend not using this format until all major Web browsers support it, or
until your Web page can recognize what kind of browser is reading your page, and based on that
information choose the right image to display.

* PNM: (Portable aNyMap) PNM supports indexed color, grayscale, and truecolor images. PNM
images can be converted to many other formats with the programs that come witptime or
pbmplus distributions. Use this format when you know that you will want to change the image later
with a PBM program

* PSD This is the format used by Adobe Photoshop. Great if you are a former Photoshop user and hav
lots of images in PSD format. (Note that Gimp will preserve your PSD layers now.)

* PostScript & EPS PostScript was created by Adobe. It is a page description language, that is mainly
used by printers and other output devices. It's also an excellent way to distribute documents. This
plug-in can also read PDF (Acrobat) files. (Read the installation chapter on how to make this work.)
This is the format to use when you want to print your image at a professional printing works.

e SGI: This is the original file format used by SGI graphic applications.

* SNP: This format is used by MicroEyes for their animations. You can load this format and then save
the resulting image as a GIF to obtain a GIF animation.

* SunRas (Sun rasterfile) This format is used mostly by different Sun applications. It supports gray-
scale, indexed color and TrueColor.

* Targa: The Targa file format supports compression, as well as 8, 16, 24, 32 bits per pixel.

* TIFF: (Tagged Image File Format) This format was designed to be a standard. There are many variz
tions of TIFF, considering that TIFF supports six different encoding routines, and three different
image modes: black and white, grayscale and color. Uncompressed TIFF images may be 1, 4, 8, 24
bits per pixel. TIFF images compressed using the LZW algorithm may be 4, 8, 24 bits per pixel. This
is a high quality file format that is perfect for images you want to import to other programs like
FrameMaker or Corel Draw.
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* XCF: This is the native Gimp format. Use this format to store all your Gimp images (if you have
enough disk space).

* XWD: (X Window Dump) This is the format used by the screendump utility shipped with X.

* XPM: (X PixMap) This is the file format used by color icons in X. Gimp’s XPM plug-in supports 8-
bit, 16-bit, and 24-bit images.

* URL: (Uniform Resource Locator). With this plug-in you can download a picture off the Internet
directly into Gimp. The format of the "filename” (i.e URL) that you must enter into the open dialog is
ftp://  <address> | <file> orhttp://  <address> | <file>  For more info see the instal-
lation chapter.

SAVE DIALOGS

When you save your newly created image, (for instaesejpeg ) the Saveor Save axommand

will bring up a dialog box asking you what kind of compression and other options you want to set for
your image. We will now take look at the different dialog boxes, and discuss what impact these parame-
ters have on the image.

GBR
This is the GBR save dialo§pacingrefers to the default spac-
Save As Brush =100l ing your brush will have as shown in the Brush dia{dgu will
spacing: 10 learn more about this in chapter 1Dgscription refers to the
Description: [GIMP Brush name your brush will get in the brush dialog, e.g. "Olof’s test
brush”
oK | Cancel |
Glcon
This is the Glcon save dialog. Here all you need to enter is the
Savelialtlcon =Bl name of your icon. Note that this is not the file name, it's the
leon Hame: ~[gicon internal name of the icon as Gimp sees it.
oK | Cancel |
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GIF

GIF Options

_1 Interlace

I~ GIF Comment: Made with GIMP

Animated GIF Dptions
 Loop

Default delay between frames where unspecified: 100 millizecancds

Default disposal where unspec

~ Don’t care
~ re frame per layer (replace )

~ Make frame from cumulative layers (combine )

ok | Caricel

This is the GIF save dialog. This dialog has many
options. If you flattened your image, you can save
it as aninterlaced GIF image, which enables it to
be downloaded incrementally by applications like
Netscape. You have probably seen this on the
Web, when the image is very rough at first but
gradually becomes more recognizable.

You can also set th@omment stored in the GIF
file to anything you want, lik€éMade by Karin

with Gimp”. To alter the default GIF comment,
you will have to edit the GIF plug-in source code.

If you have layers in your image, you can create a
GIF animation. If you only want the animation to
display once, uncheck th®op button, otherwise

it will loop forever. TheDelay input is the delay

between frames in your animation. The checkboxes iD#fault disposal where unspecifiedection

do the following:

* Don't care andMake frame from cumulative layersare the same; they start the animation by show-
ing you the first layer in the GIF image and then add the second layer on top of the existing ones. Thi
mode is useful, for instance, when creating a logo that is going to be "written” one letter at a time.

* One frame per layerwill use the first layer as the first frame, the second layer as second frame and
S0 on, just like in a movie. This mode is useful when creating a spinning object, like a globe.

If your GIF image idransparent, the transparency will be retained when you save it. Transparency
works in both flat and layered imag&te that GIF does not support semi-transparengyxels are

either 100% opaque or 100% transparent.

Transparent GIF images will sometimes be displayed incorrectly in some image programs that can’t dez
with transparency. In that case, a color shows instead of transparency. To forestall this, set the default
background color in the toolbox to an appropriate color before saving the GIF.
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jJPEG
This is the JPEG save dialog. This dialog lets you sejuhéty and
Savelaxbisg =104 smoothing of the image. There is also an option to optimize the image.
Parameter Settings
it 053 JPEG usebssy compressiorthat takes advantage of the fact that the
- oo — human brain cannot easily distinguish small differences iHtiegpart
smecthing [ T of an imagdsee chapter 12)n other words, the smaller the number of

I~ Optimize . . . .
’ colors in your image, the lower you can set the qualitQuality set-

ting of 0.75 is generally fine for a full-color image, but it's often as low

or | Cacsl_| as you can go without losing too much information in the image. If the
resulting image is too inaccurate, go back to the original image and
increase the quality. But never go above 0.95 - the file will only get big-
ger without any noticeable improvement in quality. If you aren’t so concerned about the image quality,
then you can go down to 0.50. If you just want low quality images, like snapshots of an image archive or
some such thing, then you can go down to 0.10. or 0.20 (although personally | think XV or Guash is bet-
ter suited for this kind of task).

Sometimes sharp, colorful edges can appear a bit jagged due to the nature of JPEG. If this happens, you
can increase the smoothing value to more than 0.00. This will blur the edges so that they will become
less jagged. But note that the image can get very blurry and that’s not good.

Theoptimize check button will enable even further downsizing of the image file.

A bit of advice: don’t save a TIFF image of your precious mother-in-law as a low quality JPEG, and then
delete the TIFF image, because then your good mother-in-law will be gone for ever. To put it simply,
don't save important images in JPEG format.

PAT

This is the PAT save dialog. This dialog lets yramethe pat-

tern. Note that this is name is the one that will appear iRahe

Dessription: [ GIMP Fattern tern dialog box. Needless to say, you should give it a
meaningful name, like "rock” for a rocky texture.

& Save As Pattem =] B3

ok | Caricel |
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PNG

This is the PNG save dialog. This dialog lets you setone-
pression leveland whether or not the image shouldrier-
laced

PHG Options [_ (O] x|

Farameter Settings

_l Interlace

s (2] 3.0 Thelnterlace checkbox behaves just like the one in the GIF dia-
log, which means that the image can be loaded and displayed

incrementally.
Ok | Cancel |

PNG compression is handled bjb . If you slide the compres-
sion to 0, no compression will take place. If you slide it to 9, the
image will be compressed by the maximum possible amplilmt. compression is lossless.

PNM

This is the PNM save dialog;.it's pretty self-explanatory. | have always saiRathin
format, because it's smaller (8 times smaller) and faster thaksttieformat.

Drata Formatting

= Faw

o Al
ok | comca
PostScript & EPS
This is the Postscript save dialog. Note that when you save your
Imnage Size Rotation

image adPostScriptit’s significantly different from saving it as

width:  [287.00 A TIFF, GIF, JPEG, etc.

Height:  [200.00 A 30

%-affset: [5.00 & (60 When you save an image as PostScript you must specify the
V-offset: [5.00 a0 image size You can think of this as specifying the size of the
= keep aspect ratio paper that the image is going to be printed on. Then, as you might

Uit g expect, an image that is 300x400 pixels won't look too good if

A L E ) ettt it's going to be stretched out to 11.30x7.87 inches, which is the

A~ Wilimetsr LG default. You have to alter the paper size depending on your image

ez €20 | B size. To do so, change tiéidth andHeight. Theoffsetis the
margin of your imaginary paper. Turning on #eep aspect
oK | Cancel | ratio checkbox means the image size is automatically adjusted to

be the same relative shape as your image, so that the image won'’t
be stretched out.

Let's say you are going to save the 300x400-pixel image, and that you decide that the resolution is goin
to be 100 pixels per inch (suitable for printing to a 300 dpi laser printer). Then the image area will be 3x4
inches, plus 2x0.2 inches at top and bottom and 0.2 inches on each side, which gives you a total image
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size of 3.4 x4.4 inches with a margin of 0.2 inches. Let'$\8dth to 3,Height=4, X-offsetto 0.20,Y-
offsetto 0.20,Unit to inches andRotation to 0. This will produce a pleasing result.

If you want to rotate your image by @then you have to switdWidthandHeight, and the image will be
saved inandscape modelf you rotate your image by 18@ou’ll get an upside-down portrait mode,

and if you rotate by 2P you’ll get an upside-down landscape mode. Read more about this in the pre-
press chapter.

Turning on theéEncapsulated PostScriptheckbox will create an Encapsulated PostS¢eps)  file

instead of a plain PostScripps)  file. EPS is useful foimporting an image into a page layout pro-

gram or an illustration program. Encapsulated PostScript is also a commonly requested file format when
you print at a professional print house. If you're going to import your EPS file into another program, it is
wise to check th@review button; if you don't, it's quite possible that the program won'’t be show what
your image looks like on screen, (it will be either be displayed as a gray square, or in very low resolu-
tion) and it'll only appear when you print it out.

SunRas

This is the SunRas save dialog. When you save a SunRas file, you'll get a dialog
box asking if you wanRLE compression ostandard format (no compression).
Data Formatting The RLE compression is lossless so it's generally a good idea to select this option,
i but the RLE format only supports only 4 or 8 bits per pixel.

- Standard

Ok Cancel

TGA

This is the Targa save dialog. When you save a Targa image, you get a dialog box
asking if you want RLE compression or no compression. As with the SunRas com-

Fompression pression, RLE is generally a good idea, as it will cut down on disk space. You may
also choose whether you want to save your image with 24 bits per pixel or 32 bits
per pixel, which includes an Alpha channel.

= Mone

- RLE

Imnage Type
w24 bit
#+ 32 hit with Alpha

Ok Cancel
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TIFF

Compression
= Mone
ol
-~ Pack Bits

Fill Qrcler
# L5E to M5B
~ M5B to LSE

Ok Cancel

Xpm

Save as Xpm

Farameter Settings

This is the TIFF save dialog. This dialog asks what kinbaipressionyou want.
Since TIFF compression igsslesghere’s no danger in using it. Us8W with 4,
8, and 24 bit images ahck Bitswith 1 bit (bitmap) images like FaxG3 images.

Thefill order determines how the bits in your image are filled. The first option is
Least Significant Bitl(SB) to Most Significant BitNfSB). This is the default

order on little-endian machines with e.g Intel X86 processors, this is also called
PC filling in e.g PhotoShop. The other option is the other way ardd8&; to

LSB. This is the default order on big-endian machines with e.g Motorola and
Sparc processors. This is also knowiMag filling . If you want to import the

image into Frame Maker or some other page setting program, set Compression to
Noneand Fill Order to the right type, depending on the machine the program is
running on. Then you are on the safe side.

This is the XPM save dialog This dialog is lets you seathka
=014l threshold in order to reduce saving time. This will determine
what alpha value to set as transparent and which to set as opaque,

Alpha Threshold ,—”j,— e.g threshold=0.5 means that all alpha values under 128 will be

transparent and all over 128 will be opaque. According to the
source code, 16-bit and 24-bit XPM images are supported on 16-

Cancel |

bit displays, and 8-bit images are coded but not tested.

MAILING IMAGES

Gimp canmail images. This is a handy feature, particularly if

Tao:

you work in more than one location. Then you can mail your

image home or to work. You can also use it to send digital Christ-

Commert:

mas cards to your friends and family. Note, however that the mail

|
Subject: |
|
|

Filename:

Encapsulation: - Uuencode

ok |

administrator for your friend’s network may not be very happy if
you mail large images, so use it with care. Now, let’s check out

e how to do it. In the <Imagepile menu, seledilail image. This
will pop up the mail dialog box. ThHo field is the e-mail address
Cenee | of your friend.Subjectis the subject of your emaltommentis

a comment for the image, like "Here’s a nice picture of my new

pet.” Filenameis the filename of the image that you want to send; it should have the format
<name>. <well-known suffix> . You also have to choose tbeding typeof the mail; either
Unencoded or 64bit-Mime.
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PRINTING IMAGES

Before you start to print from Gimp, be warned that onlyettteve layer of layered images is printed,

so you musflatten your image before printing. In addition, we're not going to discuss UNIX printing
systems, spool systems and so on, because it's beyond the scope of this manual. If you want more infor-
mation on setting up printers and printing systems in Linux/UNIX, see appendix E for relevant links and
books.

What kind of printer does Gimp support internally? To find out, open an image and sdRetitimeenu
item in the <Image¥ile menu, this will bring up therint dialog box. As you can see in the Printer
menu, Gimp supports the following printers:

SUPPORTED PRINTERS

* PostScript printers and PostScript level 2

* HP DeskJet 500, 500C, 520, 540C, 600C, 660C, 68xC, 69xC, 850C, 855C, 855Cse, 855Cxi, 870Cse,
870Cxi, 1200C, and 1600C printers.

* HP LaserJet II, lll, llip, llIsi, 4, 4L, 4P, 4V, 4Si, 5, 5FS, 5L, 5P, 5SE, 5Si, 6L, 6P printers, and

e EPSON Stylus Color, Color Pro, Color Pro XL, Color 400, Color 500, Color 600, Color 800, Color
1500, Color 1520 and Color 3000 printers.

SETTINGS
Gimp supports the most common printers internally, so you don’t
— =k have to hav&hostScript installed. If you have GhostScript

installed and use it as a printer filter for your printers, then you
probably want to print with thBostScript Printer option. How-
ever, it is recommended that those of you with Ghostscript
installed should create a raw printer device, and let Gimp print
directly to it, at least for testing purposes, so you can follow the
examples in this manual.

rrnter: Fostourpt Printe || The Output type selects what type of printer you have. If you

e BRE B have a color printer, ugolor mode, otherwise us8&W .

Media, Size: Afletter (855117 = |

Drientation: At 4[|  TheMedia Sizeis the size of paper you have in your printer.

Scaling — —dfw Gimp supports Letter, Legal, Tabloid, A4 and A3 paper sizes,

Brighiness: ll o0 although your printer may only support one of them.

Filed| Command: ||l
TheOrientation menu, lets you select whether you want to print

i | S | in Landscape or Portrait mode, or let Gimp decid&tito mode.
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When you open the Print dialog boxcaing is set to 100 and the image is stretched so that it will cover
the entire page (with a margin of 6mm on each side, and 13mm on top and b¥ttethat as a result

a small image will get so enlarged that it will look very ugly, because the resolution will be extremely
low). There is a lot that could be discussed with regard to printing images, but for now let’s stick to what
we have to do to get our image to look reasonably good. The key fagsolistion. If you have a small

image and you enlarge it, it will get a very low resolution. In order to get a nice printout, the image will
have to be relatively large; and when you print it, you will have to scale it down to increase the resolu-
tion. Read more about this in the chapter about prepress. An image that is 300x400 pixels will look gooc
with a scaling around 30 (on A4 paper and a 300 dpi printer). The procedure is the same as when we
saved in PostScript format.

TheBrightnessis by default 100, which is fine for printing to lasers and black and white inkjets. Usually
though, you will have to increase this value when printing to a color inkjet. The author of the plug-in
says 125 to 150, but for us, that’s too bright. We use 110 for our Deskjet 870Cxi. The bottom line is that
you will have to experiment and find out for yourself what setting gives the best results for your particu-
lar printer.

ThePrint menu is where you set what printer you want to prinfrtot the type, but the name of the
printer queue)or if you want to print to file. In thEile/Command field the printer command or file
name will appear depending on your settings in the print menu. If yoywanto file, just use
<directory>/<filename> for examplegtmp/hello.ps . If you print to file, the raw data that
otherwise would be sent to the printer is instead sent to A fikarning is in place; if you print to a file
that already exists; It will be overwritten without any warnings.

GIMP PREFERENCES

In thePreferencesdialog box, you'll find a lot of Gimp-related settings. There are four tabbed folders
namedDisplay, Interface, Environment andDirectories. To save your changes permanently, press the
Savebutton. If you only pres®K, your changes will not show up next time you start up Gimp, and if
you presgCancelall your changes will be discardélih enable your modifications you must first quit
Gimp and then start it up again.

DispLAY

In theDisplay folder you can set the default size for new images (in pixels), and the default image type
(RGB or Grayscale). You can also set pheview size. If you have a small screen and low computer
resources you'll generally want to keep the preview size as small as possibleinteyfaiation ; Gimp
used.inear interpolation by default. When you scale an image (make it bigger), linear is faster and also
leaner on system resources, but it does not produce as high a level of detail in the output@ubige as
interpolation does. To get a nice-looking image with a lot of detail when you scale it, check the Cubic
interpolation check box. If you are on a machine with low resources use linear interpolation by ensuring
that the Cubic interpolation check box is not checkdtkck sizelets you choose the size of the checks
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on the transparency checkerboard representatiofrandparency Typelets you specify the grayscale
tone of the checks. We use the default values here.

INTERFACE

In the Interface folder you can set the LevelSnflo. A high number of levels of undo requires a lot of
disk space, so use it with care if you are low on such resources.

Resize window on zoonis the same as thdlow Window Resizing in theMagnify Options dialog
box. Our advice is to keep this option unchecked since you can easily enable and disable it in the Zoom
Options dialog box. Read more about this in the chapter dbasgform tools.

Auto saveis a nice feature; Gimp will automatically save the image imifsdir , so that if it
crashes, you may be able to recover the image by looking in that directory.

Disable cursor update By default Gimp changes the cursor symbol; for example, if you use the Move
tool, your cursor will be the Move symbol. However, this consumes system resources, so if you are
extremely low on resources, check the Disable Cursor Update checkbox. Bear in mind that this can be
unwise since you won't be able to see what "mode” you are in. You can also set the speed of the march-
ing ants (the blinking dots that appear whenever you make a selection): the value in the input field is the
amount of time between updates (in milliseconds), so a lower value makes the ants march faster.

ENVIRONMENT

In the Environment folder you will find théonservative memory usag®ption. Gimp will usually
tradememory consumption fospeedimprovement. Checking Conservative Memory Usage will make
Gimp more concerned about memory, but it will also slow it down, so only use it when memory is
scarce.

Tile cache sizds the amount of memory (RAM) that Gimp consumes in order to ensure that it doesn't
damage the tile memory when Gimp moves memory to and from disk swap. The memory value is mea-
sured in bytes. A higher value will make Gimp go faster and a lower value will make it go slower, but the
difference will only be evident when you work with really large images. We stick to the default value and
that may work well for you too, but if you have low resources it may be wise to lower the memory value
(note that Gimp will work even if you set it to 0). If you're working on an 8-bit display (in other words,
you can only display 256 colors at once) you'll definitely want to usinstell color map option; oth-

erwise Gimp will be rather useless. Since most of the colors will have already been claimed by other
applications like the window manager, Netscape etc., Gimp and the images that it displays will only be
allowed to use the leftover colors (unless you install colormap), and the result will of course be horrible.

Colormap cycling affects the "marching ants” or selection border. If you check this option, the "ants”
will be replaced with a smooth line. This line is dark as you drag the selection, and turns bright when you
release the mouse button.
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DIRECTORIES

The most important directories in tBérectories folder areTemp andSwap. The Temp directory is
where Gimp stores all of its temporary data, like working palettes and images. The Swap directory is
where Gimp keeps its swap file for the tile-based memory system.

Suggestions

Here are some suggestions on how to configure these directories for optimal performance. If you are on
system that mounts home directories frogeever overNFS and/or you have only a fixepliota of disk

space that you can use, you will probably want yBwapdirectories on a local temporary directory like

/tmp . Otherwise you won't have any disk space left to save your images, since the swap file can get
(read almost always gets) nasty big. Another reason to do this is that if you have to send image data to
and from a swap file over the net, Gimp will be terribly slow because it has to wait for the net traffic to
finish before it can proceed.

Temp is a bit different. Most of the files here will disappear when you exit Gimp, but some will remain
(such as working palettes for example) so you will probably want a Temp directory that you don’t share
with other people, and that isn't cleared if you reboot your workstation. A good idea is to make a per-
sonal directory und€usr/tmp  or/var/tmp  e.gmkdir /usr/tmp/your_user_name and set

this directory as your temp dir. The other directories for brushes, gradients, palettes, patterns and plug-
ins may be left as they are, or modified to suit your special needs; but if you change them, remember tc
move your gimp add-ons to the right place, because if you don’t, you may not have any plug-ins avail-
able the next time you start up Gimp.

MISC. FEATURES & EXTENSIONS

TIP OF THE DAY

Tip of the day is a handy feature for new Gimp users. You can browse the tips by ¢hiekingp and
Next.Tip. To turn off Tip of the day uncheck t&how tip next timecheckbox. The file which contains

all of the Tips of the Day is in the Gimp system-wide data directory and is gatgdtips.txt , SO

if you are a system administrator you can edit this file and add new tips for the Gimp users on your sys
tem.

DB BROWSER

In the DB browser you can search for GiRIPB callsandroutines. This is mainly of use to people who
deal withscripts andplug-ins. Even if you are not writing scripts or plug-ins, this can be a source of
information about Gimp’s internals. You can search the database for both PDB praowedeasand
information (blurb). If you call the DB Browser from the Script-Fu Console then you can also apply the
PDB command to the console.
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PDB HELP

This is another interface to the Gimp PDB. With this extension you can run a specific PDB call on your

image. To do this, simply preBan which will bring up a dialog asking for information. As with the DB
Browser, this extension is mainly for developers.

GIMPTCL CONSOLIO

Gimp’s main scripting language 8heme one of many scripting languages availablelfaix. This

consolio is for the scripting languagel. If you are familiar with Tcl you probably don’t want to learn
Scheme. This consolio is written in Tcl and you can use it when you create Tcl scripting for Gimp. As a
user with no technical background, you may well ask yourself why you should bother learning some
obscure Unix scripting language? Let us first state that there is no need to learn a scripting language to
use Gimp for your designs. You can happily use Gimp forever without a thought of learning any such
language. But if you find yourself performing some operation over and over again, wouldn't it be nice to
automate it? Take ttarop shadowScript Fu for example. You can make a drop shadow by hand in

Gimp, but isn’t it nice that you have a script to do it for you? This is when it becomes interesting for ordi-
nary users to learn a scripting language. At the time of writing, Gimp sufgmrtsne Tcl andPerl

(although Perl is still in early development stages). There are several books about each of these lan-
guages, so you can choose any one of them. If you are totally new to computer languages and scripting,
then we suggest that you learn Scheme, because it's Gimp’s native scripting language.

SCREEN SHOT

With this utility you can takecreen dumpsdirectly into Gimp. You have three alternatives; the active
window that you select with or without tléndow decoration (the frame that e.g fvwm creates around
your window). You can also take a dump of the whole screen. In order to take a dump of the active win-
dow, check the appropriate options and press OK. You will now see a cross symbol that you can use to
select the window that you want to dump (i.e click in the window that you want to dump). When you
want to take a dump of the entire screen, check the right alternatives and press OK. After a little while a
new Gimp window with your screen dump will appear.

WATERSELECT

Waterselect is an alternative to the Color Select dialog, when you want to select a special color. This tool
resembles the little water cup you use for blending colors when you're making a watercolor painting.
The interface is simple and easy to use. At the top you'll find the last ten colors that you mixed. Just press
one of these colors, and it will be activated. If you want to mix a color, just move the mouse over the
color scale while pressing the left mouse button. If the color gets too dark, release the mouse button and
press the right mouse button while moving the mouse. The color will now get lighter, just as if you had

added more water. Press OK when you're satisfied, and the chosen color will appear in the active color
swatch in the Toolbox.

Page72 The Gimp User Manual



Misc. features & extensions

WEBBROWSER

Thewebbrowserallows you to start up or open a web site from Gimp. You'll find a few short cuts to
important locations like Gimp.org, Plugin registry, Gimp news, etc. You can also open the on-line ver-
sion of the Gimp User Manual this way. To open a site that is not available in the short cut menu, select
open url. This option pops up a dialog box asking you about the site. You can also choose whether you
want to open the site in an existing Netscape session, or whether you want to open a new Netscape wi
dow.

Naturally, Netscape must be installed and in y@&TH If you want to change or add a short cut, you
have to edit the script which controls the behavior of this extension. It's eadledbrowser.scm

and is usually located itusr/local/share/gimp/scripts/ Just copy it to your personal
gimp script directorep /usr/local/share/gimp/scripts/web-browser.scm /your/
home/.gimp/scripts/ and edit it in a text editor.
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Selection tools

In this chapter, we’ll learn about making

selections, and how to use the different
selection tools. We'll also explain why
strange things happen when you try to
move your selection for the first time.




Selection tools

THE BASIC CONTROLS

The first six tools in the toolbox aselection tools In order to manipulate a specific part

of your image, you first need selectthat area. The trick is to find the right selection tool,

or the right combination of tools to make your selection correspond as exact as possible to
the object you want to work with. A sloppy selection is quickly discerned by the eye, and
your work will not look very convincing. The selection tools in the toolbox are used for quick, simple
selection. For really advanced selection work, read the chaptersClimoutelsand theSelect Menu

TOGGLE

When you have madesglection theboundary of the selection appears with a blinking dotted outline,
sometimes referred to asarching antsYour selection is now the only active part of your image; the rest
is masked and is not affected by your operations. If you find the blinking line distracting, Gimp allows
you to switch it on and off wittbgglein the<image>/Selectmenu. The yellow-dotteldyer boundaries

are also affected by the toggle command.

SELECTION CONTROL

If you're not happy with your selection, just make a new one; the first will instantly disappear and be
replaced by your new selection. If you regret making selections at all, just click once in your image,
(with the rectangular, ellipse or lasso tool active) and the selection will be gone. However, you might
want to make more than one selection, or combine several selections into one - then you’ll have to use
theShift andCtrl  keys.

: Pressing th&hift  key as you drag your selection allows you to
[ =20 (e LBl 444 a selection. If the selections touch, they will be welded into one
i == | single selectionynion).
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Pressing th€trl  key will do the opposite; dragging a second selec-

&2 untitied_5.0 (RGB) IB|  tion which touches the first witiubtract that form from the first
=== | selection difference). (Just pressin@trl while drawing selections

: ' won't do anything, the selections have to cross each other).

E N

| ‘\

EI _________________________

_— If you press both th€trl  andShift  keys simultaneously, you'll
AT (“ =IBIxl|  get theintersection of the two, i.e. only the portion which is part of
o emte—======"=1| Dboth selections.

_I '\" - \

e e
i I 7
(=]

While making thesadditions or subtractions, remembeerrare humanum eskt may be wise to keep

your middle finger prepared to press tight mouse button. If you do this and thereleasetheleft

mouse button the selection you are drawing will disappear. This possibilityrido a selection before

it's finished is useful when you add or subtract or intersect. When you decide you don't like the selection
you're drawing, you can undo that selection without also erasing the other "good” selections. You can of
course do this afterwards wi@trl-Z , it's just a bit quicker to do it with the mouse.
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MOVING SELECTIONS

2 Untitled-11.1 (RGB-layeredB[=]

ONCE MORE

Untitled-13.0 (RGE-layeredij[=]

.

Moving selections in Gimp is not altogether intuitive, and you may
well get a bit confused at this. When you have made a selection in
Gimp, the cursor will automatically turn intan@ove symbol(cross-

ing arrows), and you can move your selection with its contents
(although the selection tool is still active and not the Move tool). The
thing is, this makes your selection float! If you don’t know what float-
ing selections are - read about it in chapter 18.

When you try to do this a second time, you'll just form a new selec-
tion inside the old one. This isn't really a selection yet - the dotted
outline is gray instead of black, and it doesn’t blink. Note that this
doesn’t happen when you place a text selection, because then no
select tool is active.

Mask

This graysubselectionwon't turn into an active selection until you
save or delete your float. But you can use it asmsk effect. What
happens is that your selection turns white (if that's your background
color) - it's only inside the boundaries of the gray-lined marquee(s)
(you can make lots of them wighift ) that you can see the original
contents of your selection. This is a nifty little effect, but it can be

rather annoying if it happened by mistake (not uncommon) Don'’t panic - jusiGiregs (Undo) and
you'll be back where you were. Read aboutNme Tool for more information about moving selec-

tions.

GUIDES

To place your selections exactly where you want them, usetimontal andvertical guideswhich can

be drawn straight from the left or uppater. To change the position of the guides, you must use the
Move tool (notice how the move symbol changes into a pointing hand when it touches a$uiagedo
guidesis the default set in théiew menu. If this option is checked, moving any kind of selection close
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enough to the guides, automatically causes it to "stick” or snap to it. You can for example decide exactly
from which point of origin you want your square or ellipse selection to start. If you uSérithekey,

and start dragging close enough to the point where the guides cross, that will be the centre of the new
selection. WithouCtrl , the selection will start from the cross and continue in the direction you drag.
You can easily adapt the size, shape and position of a rectangular or ellipse selection to the guides by
drawing it within the frame of two vertical and two horizontal guides.

RECTANGULAR AND ELLIPSE SELECTION TOOLS

_ It's pretty obvious what these selections look like. If you click the mouse and drag, you'll get
I_J normalrectangular/ellipse selections, starting from the corner where you first pressed the
mouse button. If you want to creatiecles/squares or make your selectipread from the
centre, you must use th€trl andShift keys.Note, to make this workEirst press the mouse but-
ton, then hold the key and drag.

SHORT CUTS

* The Shift-key constricts the selections to perfeguaresandcircles. The selection starts from
thecorner, and continues in the drag direction.

* TheCtrl-key  draws normatectangular andellipse selections, but with this key, selections will
emanateadially from the point where you start dragging. This point is novcémtre of your selec-
tion.

* Using bothShift  andCtrl  results in circles or squares (as withift ), but they grow from the
centre and out (as witbtrl)

Now, if you want to us&hift  andCtrl for operations like adding, subtracting or intersecting, and at

the same time usghift  andCtrl for the operations mentioned above, it gets a bit complicated - but

not impossible!

What you have to do is this. First you must decide what the selection will be used for:

* If you want to makenany selectionsoradd to an existing selection UShift
* If you want tosubtract a selection from another selection s

* If you want to make aimtersection of two selections UsBhift andCtrl

When you have decidetpld that key and then press the mouse button. Then release the key but not the
mouse buttonwith this you have told Gimp what action you want the selection to take. Now, press

Shift , Ctrl  or Shift+Ctrl and drag. This time the key determines vwategtpeor starting point

you want for your selection.

This procedure makes it easy to add a rectangle to a selection, or make subtractions with squares or Ci
cles. It is, however, rather tricky and if you want to do some serious work using these commands |
strongly recommend that you plan ahead, and that you always use the guides and rulers to place new
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selections correctly. You can of course alwaysQisennelsto perform such operations. By making

white circles in a channel and putting black ones on top of them, you'll subtract a circle without having
to remember what key to use, exc8pift  for circle. Read more about making selections with Chan-
nels in chapter 18.

K2=Shift K2=Ctrl K2=Both
circle centre circ+cent No Key 2
Keyl=Shift Addcircle Add Add circle  Add
Adding from cor- ellipse from centre ellipse
ner from centre from cor-
ner
Keyl=Ctrl  Subtract Subtract Subtract Subtract
Subtracting circle from ellipse circle from  ellipse
corner from centre centre from cor-
ner
Keyl=Both Intersect Intersect Intersect Intersect
Intersect circle from  ellipse circle from ellipse
corner from centre centre from cor-
ner
No Key 1 Create cir- Create Create cir- Create
cle from ellipse cle from ellipse
corner from centre centre from cor-
ner
Short Repetition:

To create selections:
* A. Press mouse
* B. Press key and drag

To add, subtract or intersect with other selections:
* A. Press key
* B. Press mouse and drag

To create a selection of a certain shape or from a certain
direction,and use that selection to add/subtract/intersect:
* A. Press key 1 to determine effect

Page80 The Gimp User Manual



Selection options

* B. Press mouse
* C. Release key 1, but not mouse
* D. Press new key (2) to determine shape or direction, and drag

SELECTION OPTIONS

If you double-click at the symbols in the toolbox, you'll get a little window

showing you the tool options.

Elliptical Selection Options
I Antialiasing
_|l Feather

Feather Radiuzs ,L_D'_

Close

FEATHER

For therectangular select too) the only option is-eather. Feather means
§2 Untitied_1.1 (RGE [=I{&, e (“CB!E'“' that you can choose to make the peripheral parts of your selection transpar-

||00

o . ent. It will beopaquein the middle, and get more and mtnansparent as

1 ’ you get closer to the edges. This is very useful if you want to make some-
1 ; thing look soft and blurry, like soft shadows or glowing edges, or if you like
J | to use collage-techniques with tRasteor Paste Intocommand. An image

T you paste into a feathered selection will get soft and transparent at the edges
and blend in nicely with your background. It is also usually a good idea to

Bl = use a small amount of feather if you mean to select something which is to be
copied, moved or cut and pasted, because the feathered edges will compen-
sate for an imperfect selection edge and make it blend into the background.

1}
|

For the other select tools there is also the opiotialiasing. Antialiasing

is an effect used on curves and boundaries of high contrast areas, which
makes the curve or boundary look softer and smoother. The most common
use is the antialiasing of letters in bitmapped images, because it takes away
thejaggies(the visible jagged and pixly edges of the letter’'s curves in low
resolution). What it does is to softly blend the edge pixels with the back-
ground, which will make curves look a lot better, but also a bit blurred. So,
you gain in smoothness, but lose in sharpness.

S E—— | T
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THE FREE-HAND SELECTION TOOL

Thefree selection toolworks just like Photoshop’s lasso. You create a selection by drawing a
ﬂ free-hand form with it. You close a free selection by ending in the point you started from. If you
draw an open shape, the lasso will close it for you.

It's seldom works to try and select a complex area with just one selection tool. The lasso is an excellent
tool to fix up selections with. If you see that you've missed some pixels, it is easy to correct this with

Shift  orCtrl + lasso. (As I'm sure you have noticed, the mouse isn’'t a very sophisticated drawing
instrument. The good news is that the Gimp now fully supports digitized tablets (like the Wacom Art-

Pad), and pressure-sensitive pencils. X programs have supported such devices as a substitute for a mouse
for a long time. This means that you could use it as a pencil, but it was never pressure-sensitive. Gimp
now has patches to make this work. Believe me - working with lassos, pencils and brushes is dramati-
cally different with an accurate tool.)

OPTIONS

The options for the free selection tool are the same as for the Ellipse selection tool

- Antialiasing andFeather. Read about it in the section above.

Free—hand Selection Options
I Antialiasing
_| Feather

Feather Radiuzs ,L_D'_

Close

Fuzzy SELECT

: It looks as the Photoshop Magic wand, and it works much the same&uweay. selectworks by
T‘ selecting adjacent pixels of similar color. It starts selecting when you click somewhere. The
wand will select the color on the spot you clicked on, and continue outwards until it thinks the
color gets too different.

OPTIONS

There is no control button in the options dialog that determines how sensitive you

want the wand to be. Instead, after you position the cursor and press the mouse

Fuzzy Selection Options

I Sample Mered! button, you have to drag the cursor (don't release the mouse button yet) from the
Z‘F‘:;ﬁ:f'”g upper left corner, either to the right, or straight down (that doesn’t matter) to go

Fenther Facius 102 from a small, stingy selection to a very generous one.

s Word of warning! Check out your point of departure - if you pointed a little awry
— I you might get the inverted selection of what you wanted - i.e. the wand selects
everything except your choice (Black, antialiased object on white background -
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you can get a white to gray selection instead of a black to gray one if you are not careful). Needless to
say, the wand is the perfect tool to select sharp-edged objects in an image.

It is easy and fun to use, so the beginner often starts out with using the wand a lot. A more experiencec
user will find that tools like thBeziertool, Color Selector Alpha Channelsare often more efficient for
selection, and use the wand more seldom. Still, it's very useful for selecting an area within a contour, ol
for touching up imperfect selections. The wand is for example very efficient in removing remains of
background color from a cut and pasted selection.

In the options dialog box there is a checkbox cadlathple Merged This option is available when you

use color for an operation. It becomes relevant only when you use several layers. If this option is
unchecked, the wand will only react to the color inabtve layer for your selection. If it is checked it

will react as if the image was flattened (layers merged) and use the merged color as it appears on the
monitor.

THE BEZIER SELECTION TOOL

This is to my mind one of the most useful tools. You'll fBekzier curvesin all self-respecting
drawing or imaging software.

USE BEZIERS AS A SIMPLE DRAWING TOOL

The Bezier selection is the equivalent of "Pentool Paths” in
Photoshop. Most drawing in programs like Corel, Illustrator,
Freehand, or even in 3D programs is done with Bezier curves.
Because Gimp is based bitmaps and notvector graphics

(like Corel or lllustrator), you can’t draw with Bezier curves,
but you can make advanced selections. | don’t count using
Stroke, or creating a Bezier curve with a border and then fill
the border. If you just want to add a simple drawing, this can
be quite sufficient, but if you want to create a more advanced
drawing, use th&fig plug-in in theFilters/Render menu, or

do it in a commercial drawing program, convert it to suitable
format and import to Gimp.
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CONTROL POINTS

T _T

I - ]
1
74 .
®, “ L
o —* E

MODIFYING CONTROL POINTS

You use the Bezier select tool by clicking sptinesor

anchor pointsin a rough approximation of the shape you
want. Don'’t bother to try and make curves at this stage (unless
you're an experienced user), just click out a rough, angular
shape and make sure you close it by placing the last point into
the first and click.

Plan ahead

| recommend that you plan ahead where to place the anchor
points, because in the Gimp, there is no way (yet)to remove or
add anchor points with this tool. This means that you have
lesser control over your curves. You can't regret anything, so
watch out where you put your splines! Also, don’t use too
many - you only need one for each curve segment.

Now, you can start to modify - i.e. to make curves of the

€ turbo.tif-2.1 (RGB-layered)
15 |350 |3?5 |400 |425

SR

straight lines. When you click on an anchor point, two

little handlesappear. If you pull the handles, they will
change size and direction and shape a curve. Long han-
dles result in a flattened curve, and short ones in a
sharper curve. You can also turn the handles in the
angle and direction you want them.

Move

The first thing you’ll want to do is to move the splines
to their correct position. By pressi@rl , you can

drag and drop an anchor point anyway you like. The
other important thing to do is to determine what splines
are to besoft, and which are to bgharp or angled. By
default the handles have equal length and create soft,

wide curves.
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Sharp corners

When you need sharp corner, you have to press
Shift . Now each handle is managed separately, and
you have total control over the shape of your curves.

J The final fouch

2 turbo.tif-2.1 (RGB-layered) [H[=]E

R T i el 5 |

When you're happy with your curve, just click inside
the curve, and it will turn into a selection. Remember -
always preserve a complex selection like this in an
alpha channel You'll probably need it again.

Options

The options for the Bezier tool are Antialiasing and
Feather. Read more about it in the section on Rectangu-
lar and Elliptical selection.

INTELLIGENT SCISSORS

— This is a very interesting piece of equipment. What is doegisasghe edges that you're trying
'&  to select. Does it sound strange? You don’t draw an entire selection with the Free-hand tool very
often do you? We thought so, it's quite hard to fully control the Free-hand tool, unless you're

extremely dexterous. This is whergelligent Scissorscomes in. This tool lets you draw tbetline of
an object, just like the Free-hand tool (you can be a bit sloppier), but when you have defined your selec
tion, it will automatically seek out the edges of the object that you are trying to select. If it's not a perfect
selection, you have the option to convert the Intelligent Scissors selecti®erieacurve, and make
the necessary adjustments. Sounds wonderful, doesn't it? Let us show you how it works.

Make a new Gimp image, select a square and fill it with black. Now make an IS selection around it (like
you would with the free hand tool). See, a nearly perfect selection. If you want to adiosbie-
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click on the IS tool. This will bring up theption dialog. Pres€Convert to Bezier Curveand make
the final adjustments..

e = L | 4

Before it guesses After IS is done Final touch with Bezier curve

ACTIVATION AND SHORT CUTS

You have perhaps noticed that there ismarching ant bordein an IS selection. IS is just like Bezier

select, you have tdick inside the shape to create a selection. This fact will help you to do some fancy
tricks, more about that in the Tips paragraph. After you have activated your selection, all the usual selec-
tion short cuts work as they do with an ordinary selection.

OPTIONS

There are several options in the IS option dialog. The most important ortedger®etect

Thresh(hold) andElasticity. Edge-Detect controls hogensitivelntelligent Scissors is to the edges in

your image. The higher the value, the more sensitive it will be. Elasticity controlwiimg IS is to

bend awayfrom the curve you have drawn and snap to the edge. These two options more or less control
the whole Intelligent Scissors function. In the images above, you can set both Elasticity and Edge-Detect
to a high value since there is only one edge, and you want to select fast and sloppy. The clear contours
will enable IS to easily snap away from what you have "selected” to the edge of the square. On the other
hand, if you're trying to select a certain edge in an image which is full of edges, you have to more careful

in your drawing and also lower the Elasticity value so the section won’t snap to another edge instead of

the edge you wanted.

Curve resolution controls the roughness of the selection. If you have a lot of curves in your selection, a
low Curve resolution will make the curvemighor uneven. A higher Curve Resolution will make the
curves muclsmootherAntialiasing andFeather works like in all the other selection tools.

Tips

Since an Intelligent Scissors drawing doesn't turn into a selection until you click in it, yonaan
what you didbeforethe IS operation without destroying your IS selection. This will enable you to run
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some of the Gimjkdge -Detect filters to enhance the edges, so IS will have an easier job. After you
have done your IS selection, but before enabling it, @2&$€ to undo the Edge-Detect filters (but

not your IS selection). When you're finished, click inside the IS selection (or convert to Bezier curves for
further adjustment) to turn it into an active selection.
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In this chapter you’ll become more
closely acquainted with the basic Gimp
paint tools




Paint Tools

THE COLOR PICKER

The color picker is used for choosing colors. If you don't want to use any gbdtettesavail-

able, you can just pick a color in your image (or in any other images that are currently open in
Gimp), which gives you a huge spectrum to choose from. Just click on a color in an image, and
this color will appear as tifereground or background color at the bottom of the toolbox.

2|

COLOR INFO

A small information window shows you tRGB- andAlpha values of your chosen col@lpha N/A

means that your image contains no Alpha channel. (For more information on Alpha Channels read chap-
ter 18).

TheHex Triplet is the color coded ihex. You can use this information to set the background color in
your Web pages, since hex is used for coding color in HTML. F@rayscaleimage the information

box displays amntensity value ranging from 0 to 255, where 0 is black and 255 is white. An indexed
image also has an index number for the specific color. Note that the Alpha value of an indexed image is
either O or 255, there’s nothing in between.

Fiedl 249 Intensity 52 Inclex 39
Green 165 Alpha 150 Alpha i
Elue 125 Hezx Triplet #5c5c5c Fiedl 13
Alpha A, Green 19

Hex Triplet #f92580 Close Elue 36
He Triplet #0c1324
Cloze
Cloze

OPTIONS

The color picker also hasSample Mergedoption. Use this option if there ageveral
layersin your image and you want to pick a color which represents the color you see
on the monitor, not just the color in the active lagaly colors in visible layers are
used.

Tool M= E3

Color Picker Options
1 Sample Merged

Close
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PALETTES
_ When you want to pick a color to work with, you can always use the
- color picker, but most of the time you'll be working withcalor
Ops Default |

palette. You can choose one of the many ready-made palettes, but
you can also create your own palette. Another way is to create a pal-
ette from an indexed image, kémage>/Image/Save Pal-

ette , or use a temporary palette by bringing up the Indexed Color
Palette in thecimage> Dialogs ~ menu.

| Magenta

7| To create a personal palette, openGloéor Palette in theFile/
W et | omw| oo || Di2l0gs menu (orpres€trl-P ). You'll find aDefault palette in

the palette window, which contains some standard CMYK/RGB col-
ors and a range of grayscales. You can add colors to this or another
custom palette, or you can create and name a new palette by seletimgtheOps menu To add col-
ors from an image, drag the color picker over your image until you find a color you wish to add to the
palette (look in théoreground color square- you'll see the colors change as you drag). To add a color
with a specific RGB or HSV valudpuble-click in the FG color icon to access @elor Selection
dialog.

ADDING COLORS

When you find the color you want, press Mew button, and a new color square will be created in the
palette. You camame andsaveyour new palette, and you cedit or deletecolors. To use colors in a
palette, you don't need to select them to the foreground color square with the picker, just click on a new

color with whatever paint tool you're using at the time. More information about palettes can be found in
chapter 11
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THE BUCKET FiLL

This tool fills a selection with the currefioreground color. If you Shift-click , it will use
thebackground color instead.

OPTIONS

Tool Option{i[=] E3

Bucket Fill Options

100.0
Fill Opacity

15.0
Fill Threshald I —

tode:  Mormal —
Fill Type

<~ Color Fill

~ Pattern Fill

1 Sample Merged

Close

It will also fill a layer which already contains color and alpha information, in
which case the amount of fill depends on vKil{Threshold you have specified.
The fill threshold determines tiseed fill just like the magic wand. It starts at the
point where you click and spreads outwards until it thinks the color or alpha
becomes "too different”.

With the maximum threshold value it will fill the entire layer (but you have to
chooseSelect allto fill where Alpha is 0).

In afeatheredselection, the bucket will make a soft concentric fill, which can be
made more intense by clicking several times. If you use different colors each
time, they’ll blend softly into each other in an opalescent effect. There is also a

Fill Opacity option, where you can specify the transparency of the fill, as welNasla option (read
more about modes in chapter 16), arf®@haple Mergedoption. Sample Merged means that the Bucket
fill reacts to the color borders in tkatire composite imagand not just the ones in the active layer (but
it will only fill in the active layer). Thé&attern Fill radio button enables you to fill your selection with a
pattern instead of a color. Open tattern dialog in the<image>Dialogs  or <toolbox>File/

Dialogs menu to choose a fill pattern.

THE BLEND TOOL OR GRADIENT FiLL

This tool fills the selected area with a gradient blend of the foreground and the background colors

by default, but there are many other options in the Gimp blend tool. To make a blend, you simply

drag the cursor in the direction you want the gradient to go, and release the mouse button when
you feel you have the right position and size of your blend. The softness of the blend depends on how far
you drag the cursor. The shorter the drag distance, the sharper it will be.

OPTIONS

The Offset option controls the fuzziness of the blend. A high offset value gives a harder, sharper blend-
ing edge, and the foreground color becomes more dominant. Offset moves the blend’s point of departure
(that is, the point where the FG color starts to blend with the BG color). Offset works with all gradient
types,except for Linear and Shapebur$he offset blend is a good choice if you want to control the
appearance of the fluorescent, shiny or metallic objects you can create with the blend tool.
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Tool Options [_ (O] x|

Blend Options

100.0
Opacity: T |
0.0
Offzet:

tdode: Mormal

Elend: FG to BG (RGE)
Gradlient:  Linear

Repeat: Maone

| Adaptive supersampling

I

I

I

I

3
Iz depth:
.20
Threshald:

Cloze |

Aside from the standafdGB option in theBlend meny, there is also the

FG to BG (HSV) option, where HSV stands fétue, Saturation and

Value. HSV is a color model based on a 360 degree spectrum circle. This
means that a gradient using HSV blend, will not simply make a transition
from red FG to blue BG via shades of violet. HSV starts with red, and fol-
lows the color circle clockwise with yellow, green and cyan until it
reaches blue. The gradient will go clockwise if FG is in the right part of
the semi circle, counter-clockwise if it’s in the left half.

HSV Circle

HSV Gradient

FG to Transparent only uses one color. It gradually changes the alpha value from 255 to 0, causing the
color to get more and more transparent. This option is very useful when working with softly blended col-
lages or fog effects. You can also choose use one of the many custom gradients, or make your own gra
ent with the powerfuGradient Editor, in theCustom from Editor option.

GRADIENT TYPES

There are no fewer than nine different gradient types, as described below.

* The default gradient type isnear, which produces a smooth
transition from one color to another.
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* Bilinear mirrors linear. By this we mean that Bilinear places the
FG color in the middle, and then makes the transition to BG color
in both ways. The result often resembles metal pipes, especially if
you drag only a short distance.

* Radial, as the name implies, makes a radial transition from FG

(in the middle) to BG (peripheral). The radial gradient type is nec-
essary for certain gradients in the Gradient Editor, such as "Eye-
ball” etc.

* TheSquaregradient produces a square blend, imitating the
visual perspective in a corridor.
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* The effect of thesymmetric andasymmetric conicalgradients
is like looking at a 3-D cone from above.

* Theasymmetric conical gradient imitates a "drop shaped”

cone, i.e. a cone with one sharp edge. The dragging distance is
irrelevant for Conical gradients, what matters here is the point of
departure (determines where the top of the cone is placed) and the
drag direction (determines from which way the FG color, which
represents light or shadow is coming from).

* TheShapeburstgradients are not affected by drag direction, distance or position. The purpose of
shapeburst gradients is to give a defined shape (selection) a 3D-looking fill. You can see the differen

shapeburst gradients beld®pherical gives a flatter, rounder looking surface tihargular andDim-
pled.

SRR

Angular Spherical Dimpled
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The repeat optionSawtoothandTriangular allow you to repeat a gradient fill. The shorter the drag dis-
tance, the more often the fill repeats. The examples below show the sawtooth and triangular repeating
options with a linear gradieriRepeat cannot be used with conical or shapeburst gradients

N

Sawtooth Triangular

The Blend tool also has @pacity option. Using a semi-transparent opacity value, and then dragging
several times in different directions gives an interesting shimmering, bubbly surface to a background.
Tip: Also check out th®ifference option in theMode menu, where doing the same thing (even with full
opacity) will result in fantastic swirling patterns, changing and adding every time you drag the cursor. To
understand Modes, read chapter 16.

Finally, theAdaptive Supersamplingis an option which slightly improves the smoothness of the blend
by adding a few new intermediate colors. The effect is often quite subtle, unless this option is used for
very small selections (especially when using shapeburst), with a gradient from the editor. You can read
more about the editor in chapter 11.

THE PENCIL AND PAINTBRUSH

The PencilandPaintbrush are very similar tools. The main difference is that although both
M tools use the sanf&rush Selection the pencil tool is unable to produce fuzzy edges, even
with a very fuzzy brush. If you want to draw straight lines,Sisi& . Pressingshift and
then clicking the mouse button results in a straight line from the last pencil position to the current one.
The Shift-click option also works for theraser, airbrush, clone toolandconvolver.
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The Eraser tool

OPTIONS
The Paintbrush also has a Fade Out and an Incremental éptimmental only
affects semi-transparent paint, so in order to see it you must change the opacity value
Fore Gyt 20 in theBrush selectiondialog. Incremental allows you to increase opacity in the area
i e

where two brush strokes cross, a little like painting with water color.

Close

Fade outmeans that a continuous sweep of the brush, without releasing the mouse
button, will cause the paint to get more and more transparent until it is completely
invisible - just as if you made a real brush stroke and ran out of paint. The amount of fade-out determine
where the fading starts as well as the length of the "comet tail”. If you choose the lowest Fade Out value
34.5, the brush stroke will start to fade after 35 pixels, it will fade to near transparency after 70 pixels,
and it will completely fade out when the stroke is about 105 pixels long. You will find more information
on brushes in chapter 11.

& Brush Selection =] B3

& Circle Fuzzy (193 (19 %19}
N
. @
tode:  Mormal —

100.0
Opacity:

25.0
Spacing: ,:'—

Cloze | Fefresh |

THE ERASER TOOL

Just as you can paint with pattern-shaped brushes in the Brush Selection, you @@sealgth

the same patterns. This is a great way to create convitgitge effects, especially if you use it

in many layers. A common technique for isolating a complex selection is to USeaties tool

and just erase the background around the object’s outline, then use the wand or lasso and easily selec
either the object or the surroundings and delete or cut it.

Hints

Floating selectionglike text strings) are affected by the eraser tool so that erasing reduces the selection.
On the other hand, if you choocSelect/Invert before floating, you'll increase the selection instead (pro-
vided you invert it back again of course). This happens because the eraser tool affects alpha values in
floating selections.

&
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THE AIRBRUSH TOOL

This tool creates soft, semi-transparent spray strokes. There are two options in the Options dia-
35| log: Rate andPressure

OPTIONS
TheRate value determines how spray distribution follows movement. A low value
produces a smooth, even brush stroke (pausing does not affect it). With a high value
Fater— 250 this tool behaves more like a real airbrush - if you pause in mid-stroke, the airbrush
s 120 will keep on spraying and leave a darker stain at that podiessureregulates how
— much paint there is in the "spray”. Note that low pressure isn’t the same as low opac-

ity on the brush. Low pressure is more uneven, or "airbrushy” looking compared to
the smoother appearance that results from high pressure and low brush opacity.

Close

THE CLONE TOOL

The Clone tool gives you the ability to paint withatterns or part of an imageinstead of just a
& solid color. To paint with a pattern from tRattern Selectiondialog (see chapter 11), simply

click at the pattern you want and start painting.

OPTIONS

Use theAligned option if you want a continuous pattern. If the Aligned option is not
checked, you will paint a new part of the pattern every time you let go of the mouse but-
ton and start again. If you use tineage Source it's important to know that in Gimp

Source

* lmeo Source you useCtrl  instead ofAlt (Photoshop) to choose the point of departure from your

~ Pattern Source

= Aligred image source (jusEtrl-click at the part of the image you want to start your clone-

oo painting from, return to the image you wisr_l to retouch, and start painting). You can
choose to clone from another part of your image, you can even clone from one layer to

another, or you can clone from a completely different image.

RETOUCHING HINTS

Needless to say, the Clone tool is the ultirmateuching instrument. If you for example would like to
retouch a birthmark from a face, it would be hard, almost impossible to imitate the complex color variet-
ies of skin texture with regular paint or blends. The cloning of skin in another part of the face is the only
way to make it look good. We're not saying that cloning is easy though; to make it look convincing you
may well have to clone from different directions, with different brushes, and maybe even in different lay-

ers with appropriate opacities and modes.
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THE CONVOLVER

The Convolver'slur option is somewhat similar t8mudgen Photoshop, though not quite so
\Q' smeary. It softens sharp edges and blurs whole areas as you paint.

It always blurs to a darker, never to a lighter color.Blurring transparent areas with the convolver
will only transform them to opaque color. The convolver will use the nearest color and smear it to full

opacity.

S o

The Sharpenoption doesn't really sharpen in the traditional
sense of the word, it is too "dotty” or "pixely” for that. If you
want to sharpen up something out of focus, it's better to use
Sharpenin the<image> Filters/ Enhance menu. The
convolver sharpen will, however, produce some very interesting
graphic results (especially in a grayscale image) resembling
engravings, prints or ink drawings.

Another oddity about this tool is that it will sometimes blur out

of hue. A "swimming pool blue” color (45,230,247) on white
background results in an almost violet blur color. This probably
occurs because the convolve tool uses RGB and not HSV values. Going from a color with high values fo
green and blue, but low for red, to a color with maximum value for all colors (i.e. white), means that the
intermediate colors will get lighter, but they will also get visibly redder.

BRUSH SELECTION

The Brush Selectionisn’t only available for the Pencil and Paintbrush tool, but also for the Eraser, Air-
brush, Clone tool and Convolver. You'll find tBeushesmenu item in th&ile/Dialogs menu in

top of theToolbox, or in theDialogs menu within the menu you get from right-clicking in you image.

You'll find a variety of brushes. Note that brushes may have any shape! BesilfesdthandOpacity

options there is &pacingoption by which the brush stroke can be decomposed into a line of individual
brush shaped objects. If you like, you can make your own brushes and add them to the Brush Selectior
dialog. There is more information on this in chapter 11.
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THE FOREGROUND/BACKGROUND ICON

The last tool in the toolbox is th@reground/Background color selector. The fore-
-j ground color is the color you use to paint or (bucket) fill with. The background color is the
x color you'll get if youErase Cut or Edit/Fill a piece of your image. Pressing tlmible

arrow symbol swaps the foreground and background colors. You can also swap the colors
by pressingK or you can choose to restore the default values (Black/WhiteDwith

THE COLOR DIALOG

Double-clicking on thdéoreground or background
Color Selection icons brings up th€olor Selection dialog where
you can easily change to another color.You can do
this manually, by clicking on a Hue in the spectrum
box, and then dragging the cross in the large color
box to the exact color you want. If you want a spe-
cific RGB or HSV color, you can type the exact
value in theHSV or RGB parameter fields There
are also other ways to find the color you want. You
— can try alterinds for Saturation, (if you're after pas-
oK Cancel || tel or neon colors for instance) \difor Value
(washed out or gloomy colors). You can also search
using theR (Red),G (Green) oB (Blue) sliders for
the shade you want.
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Edit & View

This chapter covers the important basic
functions found in the Edit and View

menu. Some of these functions are well
known to users of similar software, but

some of the features are quite unique for
Gimp




Edit & View

Curt, CopY, AND PASTE

These three commands are so common that they hardly need a presentation. As with ordinary word pro-
cessinggeutting andcopying a part of an image will place that selection in a lbcdler. When you
choosePaste Gimp takes that selection from the buffer and turns it iftloating Selection which you

can eitheanchor to a layer, or put in a layer of its own. Notice that the default shortcut keys for these
commands are the same as in most other progimsX for Cut,Ctrl+C for Copy andCtrl+V

for Paste. | hope that you have noticed the fantastic possibilitydwithmic key-bindingsin Gimp. If

you don't like the default settings, you can choose any shortcut key you like for a certain command by
simply typing the new shortcut in the menu! Read more about it in chapter 2.

PASTE INTO

Paste Intois a very useful command when you want to insert an image into a defined shape in another
image. To use it, you first need to copy or cut the image you want to paste. Then you make a selection
shape in the target image (if you use a little feather, you'll get wonderfully soft edges to your selection).
ChoosePaste Into  , and the image you copied will appear inside the selection. The initial position
isn't fix, you can easily move the image with tleve tool, to place it exactly where you want it before

you anchor it.

Curt, Copy AND PASTE NAMED

You're probably used to that as soon as you copy or cut something new, the old
copy will be replaced by the new one. You don’t have to worry about this any-
more, becaus€ut Named, Copy NamedandPaste Namedallows you to use a
buffer which can hold a great number of cut images. If you're cutting and past-
ing a lot of images this is great!

Select a buffer to paste:

How to

_I Rieplace Current Selection This is how it works: When you have made a selection of an image that you want
@ Dabts| Caeel to cut or copy, chooseut/Copy Name_:d A ;ma_lldialog boxpops up an_d asks

you to enter a name for your selection. This will place your selection in a buffer.
When you want to paste one of the selections you have named and put in the
Named buffer, choosdPaste Named This command pops up a dialog where you can see a list of all the
selections you have saved here. To paste a selection, just choose its name &atigrassl your
selection will appear asFdoating Selectionin the active image. The opti&teplace Current Selection
allows you to replace a (non-floating) selection in the image with a selection from your list. Replace Cur-
rent Selection unchecked gives the same restlaste Intg if you already have a selection in the
image. If you try to do the same with a floating selection you'll just anchor the old float to the image, and
make the new selection into a new float in the same place as the old one. You can also delete a selection
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from the list if you no longer need it. The Cut/Paste Named command is very useful, just remember tha
the Named buffer only exists as long as your Gimp sed6iu want to save a selection more perma-
nently, you'd better save it in a separate layer in your image.

These images were created
by using the Cut, Copy and
Paste Named option.

CLEAR, FILL AND STROKE

CLEAR

Clear works much like cutting, without saving what you cut away. It's a powerful command. Used in a
layer, it will delete everything and leave an empty, transparent layer. Used on a selection it will delete ol
cut everything inside of it, leaving only the "marching ants”. Used on a (non-alpha) background it will
delete all background information, and leave only the background color in the BG color swatch in the

Tool box.

FILL

Fill is the equivalent of thBucket Fill with a maximum fill threshold. It's not as sophisticated as the
Bucket Fill, but it's quick, easy and efficient. Note that this command always udesckground color
in the Tool box color swatch, while the Bucket Fill usesftineground color.
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STROKE

Stroke is an interesting command. It createbor frame around

the selection edge. This frame is based entirely of what brush you're
using, and what brush options you have set iBtlush Selection
Dialog. Try using Stroke with different brushes and different set-
tings for Spacing, Mode and Opacity. You'll find that Stroke can be
quite versatile.

UNDO AND REDO

These options should be self-explanatory. The only thing I'll say about them is that you use them so
often that it's a good idea to learn their key shortcuts by heart. The defatritid andCtrl+R .

COPY VISIBLE

This function will copy all visible layers to a flat copy which you can paste into a new image. It's like
executing botlCopy andMerge visible layersat the same time. This function is quite handy when you
don’t want to alter the original layers, but only work with a quick copy. The copy can then be pasted into
a new image.

ZOOM
Zooming with theMagnify tool: If the Magnify tool is active, you justick  in your image to zoom in,
andShift-click too zoom out. To zoom a specific part of the image, drag diagonally across that part

(draw a rectangle), and release the mouse button. You capealsozoomed image with theiddle
mouse button

Zooming with thevView menu There are several shortcuts to zooming in the View menu. Whether or not
the Magnifying tool is active, you can always zoom withZbem in andZoom out shortcuts. The

default hotkeys are { for zoom out and<) for zoom in, but since Gimp hadynamic key-bindings

you can for example choose (+) instead of (=), if you like that better. The Zoom option gives you access
to nine different scales; from 16:1, 8:1, 4:1, 2:1, 1:1,... - 1:16. To get scale 1:1lpréxe$sing

(minus ) zooms in smaller steps thAntomatic zoom, so to display your image in scale 1:3, you press
(minus ) three times. 16:1 is the lower limit and 1:16 the upper limit for zooming in Gimp.
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Guides and Rulers

GUIDES AND RULERS

At the top and left side of the image frame, you'll find the GRapers. In Gimp, all images are mea-
sured inpixels, which is quite OK if you're designing for the Web, so the default ruler unit is in pixels.
You can change the ruler unit to millimeters or inchegiimp/gimprc ~ (see appendix A). However,
there is not much point in doing so, because in Gimp you cailirhage resolutionandcanvas sizehe
way you can in Photoshoize (and therebyresolution) for a printed image is determined by #rint
dialog orSave as (Postscriptylialog.

TOGGLE AND SNAP

The horizontal and vertic&@uidescan be dragged straight from the
left or upperRuler. To change the position of the Guides, you must
T , use theMove tool (notice how the move symbol changes into a point-
7 ; ing hand when it touches a Guid8hap to Guidesis the default set
' in theView menu. If this option is checked, moving any kind of selec-
i . tion close enough to the Guides, automatically causes it to "stick” or
2 snap to it. You can for example decide exactly from which point of
Tl | origin you want a selection to start. If you use@ie  key, and start
; dragging close enough to the point where the Guides cross, that will
3 5 be the centre of the new selection. WithGt,  the selection will
— VTEICE U PTPPPTRPRaLS. ' start from the cross and continue in the direction you drag. You can
easily adapt the size, shape and position of a selection to the guides by
drawing it within the frame of two vertical and two horizontal Guides.
If you find them disturbing, or just don’t want to use them at the time, both Guides and Rulers can be tog
gled on/off with theToggle Ruler/Guides command in th&iew menu.

WINDOW INFO, NEW VIEW AND SHRINK WRAP

NEW VIEW

There is another very useful item in the View menu caled/ View With New View, you open up a

new window displaying the same image. This enables you to watch your creation from several windows
each with different focus and zoom. It is still the same picture, and the changes you make appear in all ¢
the New View windows. If you want to try out different versions of your image, QD |, to

Duplicate. Contrary to New View, duplicate windows are separate, changeable copies of your original
image.
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SHRINK WRAP

Shrink Wrap means that the canvas size will always adapt to the amount of zoom you use, so you'll
always be able to see the entire image regardless of zoom level. If you want this to happen automatically

every time you change the zoom level, you can useVidgnify Tool optionAllow Window Resizing

WINDOW INFO
There is also &/indow Info dialog in the View menu, which will give you up-
to-date information on the active window, suclDasensions Scale Ratioand
Dimensions {w » h): 299 x 207 D|Sp|ay type

Scale Ratio: 11

Dizplay Type: RGE Color
isual Class: True Calar
“Wisual Depth: 16

Shacles of Color: &4 /8

‘ Close

Pagel06 The Gimp User Manual



Transform Tools

In this chapter, we’ll take a look at the
different transform tools, including the
Move tool, the Magnifying glass and the
Crop tool




Transform Tools

THE MOVE ToolL

The fact that th&love tool moves selections should be obvious, but this tool works in different
‘%’| ways. You can mov#oating selectionsyou can move the entilmageor layer, and you can

move an emptgelection shapeWe have already discussed the fact that Gimp creates a "fake”
Move symbol, which transforms your selection to a float when you use it. This means that if you don't
want a float, you have to remember to change to the Move tool as soon as this happens. You can also
ignore the "fake move symbol” and turn straight tofteat command in the&image>Select menu.
This procedure assures you of the float’s positowl, IF you decide to move it, you can use the Move
tool in the normal way

MOVING FLOATING SELECTIONS

When you use the Move tool orFiating selection you'll notice that thelouble-arrow symbol
changes to aingle arrow when the pointer is outside of the selectidouse-clicking when the
single arrow is visible causes the floaatahor to (merge with) the layer which was last active.

MOVING THE WHOLE IMAGE OR A SINGLE LAYER

If you don’t have a selection, the Move tool cause®tiige imageto move, or thactive layer, if you

have layerslf you try to move &ransparentlayer, the Move tool won't do ifnstead, it will move the top

layer in the layer stack, and this can be very irritating! This happens because to move a layer, the Move
tool needs something solid to grab on to. If you paint a solid dot of color in the empty layer and you turn
off all the other layers (make them invisible) there will be no problem to move it, but this isn’t very con-
venient, is it? There is a solution to this problem, and that is to phéfés as you drag. You'll see the
yellow layer boundary turn blue, and you can be sure that you're moving the right layer. Also notice
that if you havegrouped one or more layers (with the little anchor symbol), they’ll all move regardless

of which layer is currently active. This means that if you for example have grouped a text string with its
drop shadow, you'll have to ungroup them before moving another layer, otherwise you’ll move all three
layers.
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Magnifying glass or Zoom tool

MOVING EMPTY SELECTIONS

If you don’t want to move a floating selection or a layer - when
you just want tadjust the positiorof the selection, use the

i R Alt -key. Observe the difference! You move only the empty

E form of the selection with th&lt -key, not the selection with
1 : its contents! This option is only available for normal

: (empty)selections, you can never move a floating selection with
theAlt -key. This option allows you to use the selection as a
template - you can move the selection around and fill it every
time you move it. Note, thilove tool or aselection toolmust

& Untitled-37.0 (RGB) I [ S |
Y

1 C"\I. » be active for this to work.
i L (|| Hints
g_' ------------------------------ 5 J71 " The Move-tool has an extra feature which | really like. You can

nudgethe selection with the keyboard’s cursor keys (just like
in Corel Draw) hudge=moving very precise in small steps
Pressingshift — will increase the length of these steps.

One more thing about moving - when you makdtiple selects Gimp treats them asumit. That
means that you can’t move one selection closer to another with the Move tool, because the whole lot wil
move together as one.

MAGNIFYING GLASS OR ZOOM TOOL

To zoom in, you simplyclick  in your image, - t@oom out press the-()key, orShift
ﬂ click .To zoom a specific part of the image, drag diagonally across that part, and release the
mouse button. There are also several shortcuts to zooming\ifethk& oom menu. You can get
nine different scales, from 16:1 - 1:16. To get scale 1:1 pigss (

OPTIONS

I recommend the excellent optidlow Window Resizing. This means that the
canvas size will always adapt to the amount of zoom you use, so you'll always be
_iHow window Resizng | ADle to see the entire image regardless of zoom level. If you don’'t want to use this

= option, you can presstrI+E  for Shrinkwrap - this procedure will also adjust the
canvas to image size.

There is another extremely useful item in this menulNige Viewcommand. With New View, you open
a new window showing your image. This enables you to watch your creation from several windows, eact
with different focus and zoom. It is still the same picture, and the changes you make appear in all of the
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windows. If you want to try out different versions of your image, pg#dsD , for Duplicate. The
duplicate windows are separate, changeable copies of your original image.

THE CROP TOOL

This tool corresponds to the "scissors” in Photoshop. Yowgma scanned image, if you just
m want a part of the picture. To crop, you drag the marquee diagonally, and release the mouse but-
ton when you are satisfied.

THE DIALOG

: Press therop button in the dialog box, or click inside the markings, and
whatever’s inside of the cropmark will be your new image. Cug Infor-

A Origin: 23

¥ Origin- e mation dialog box informs you of the crop placemenkiY origin and
et s width/height in pixels. The cropmark can be placed very accurately. You
canmove it (lower left or upper right corner) ogsizeit (opposite corners).
Oe || [ed| [0 ) appears very clearly against the rulers, and you canudge (see Mov-

ing empty Selections) arshap to Guidesto help you further. Another
option is to click the&Selectionbutton in the dialog box. This will automatically place the cropmark as
close as possible to your selection.

& cellager.xcf-38.1 (RGB-layered) M=l E3
o [roe 200, |_S

THE TRANSFORM TOOL

It's much like "Effects” in Photoshop. You caotate, scale shearor distort a selection with
this tool. With theRotate tool, you rotate your selection manually. Note that parts of the image
will end up outside the drawable area, so you may have to resize the image afterwards.
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The Transform tool

ROTATE

I3

Angle: 45.00

SCALE

Therotation angle is displayed in a small dialog.
You can'’t write any numbers there, so this is no
high precision tool. You can, however, use the
Ctrl  key, which makes the selection turn 15
degrees at a time, which in most cases is quite st
ficient.

2 julius.tif-11.1 (RGB-layered)  [H[=]E3

The Scaletool is quite advanced though. The

little information box tells you both the origi-

Original Width: 237
Original Height: 300
Current YWidth: 195
Current Height: 230
# Scale Ratio:  0.84

W Seale Ratio: 077

the new measurement. It also informs you of
deformation rate in th¥-and Y scale ratia
TheCtrl key locks the scale in theterm,
Shift  locks inY-term. Ctrl+Shift

returns to the original shape, aschles pro-
portionally ; xchange=ychange.

nalheight andwidth of the selection a well as -

2 julius.tif-11.1 (RGB-layered)  [H[=]E3
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SHEARING

Shearingcan be done in both X- and Y-

term, but only one at a time! If the X mag- %

# Shear Magnituce: 0.00

zero. If you want it sheared both ways,
you have to change to another tool icon,
and then return téransform. Dragging

up and down shears to Y, and to the side
to X.

1
o
L]

us.tif-41.1 {(RGB-layered)  [H[=][E3

. . 100 i 200 I
¥ Shear Magnitude: 153 00 nitude is other than zero, then Y must be o—l

PERSPECTIVE

The last option is calleBerspective which isn’t quite accurate,

because there is no actual perspective transformation (small in 3

far end and large in the other). | would rather call it distort, as yt
can change all four displacement points independently. You ce
certainly make something look like a perspective, but you have
do it manually. Observe that you can turn the "perspective” insii

out if you like. If you let the lines of the perspective square cro: 5

or top each other you'll mirror and wrench the selection so mu
it'll soon be unrecognizable.
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The Flip tool

OPTIONS

Smoothingis as you might have guessedaamialiasing option, which makes the
distorted edges look better. If you don't use smoothing, you selection might turn out
Transform very rough and pixly in some edges.

< Rotation
= Staling

=~ Shearing
= Perspective
_1 Smoothing

Close

THE FLIP TOOL

u It does exactly that - ftips, or more accuratelyirrors the selectiomorizontally orvertically.
=

If you are working with an image where you want the illusion of reflection, whether in water,
glass or metal, this is the tool to use.
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Text and fonts

Gimp text is based on the way X manages
fonts. In this chapter, we'll try to shed
some light on the matter.




Text and fonts

THE TEXT TOOL

To usetext in Gimp, you click in the image with thiext tool active. This opens thext dialog
ﬂ box where you can see a scroll of the instdibeds, and at the top, the curreekt sizein either
pixels or points. There is also antialiasing option and six parameters (Foundry, Weight, Slant,
Set width, Spacing and Border).

Text Tool =] 3

5 50 Fizels
clean
courier I~ Antialiasing
fixed «
helvetica Foundry J
lucicla, Weight « =
luciclabright
luciclatypewriter Slant 3 =
new century schoolbe
nil Set width * =
open look cursor
open look glyph Spacing  *
aurnbinl /

Border |0

S

ok | Caricel |

* Foundry refers to the origin of your font (usually the manufacturer). This parameter is used to sepa-
rate fonts with the same name, but from different companies. This is not unimportant, there are lots of
different versions of well known fonts and you need to specify which one you mean if you have sev-
eral versions installed.

* Weight shows what typographic "blackness” options you have for the font you have chizsdn (
bold, demibold, medium andregular). Options which are not available for this font are grayed out.

* Slantis the "posture” option. The letter™signifies Roman) uprightposture. The letteri” (Italic)
or ”0” (Oblique) are two versions aflantedposture, wherei” gives a good representation of the let-
ters, and &” gives a simpler, more jagged sort of italic. What version is available depends on the font.

* Set width is an option if your font has the built-in possibilitytadrizontal width like "semi-con-
densed etc.

* Spacinginforms you of what sort of in-built spacing you font has”; "m” or "p” (for character
cell, monospacedandproportional ) The "c” and "m”-fonts are mainly for programmers, and are
used in terminal display windows. The proportional fonts are what you might call the "real” or "nor-
mal” typographical fonts, because they are not constrained to a fixed width.

* Border - This option is not to be confused with the Select Border option in the Select menu, and it
does not offer a beveled effect to your letters if that's what you thought. Insteer@étses the size
of the text layer(that yellow-dotted rectangular box around your text). A border of zero fits your text
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The Text tool

very snugly, while larger borders increases the size of the layer size. The reason fBordsengs

that you'll need some space if you want to hand kern your letters (adjust the spacing between the lef
ters), or if you just want to move them around separately. If you find that your border size wasn't large
enough after all, you can always change it by uBagize Layerin theLayers menu More infor-

mation on floating selections, and how to move letters in chapter 18.

BORDER MATTERS

Note! You might be fooled to think that you got "a real border”. When you fill letters in a text layer with

a different color than before, it might actually look like a sort of border around your letters. This has
nothing to do with th&order option in theText tool dialog. Instead, it is due ta@w fill-threshold in
theBucket fill options dialog. With a low threshold, the Bucket tool won't fill semi-transparent pixels,
and they will stand out against the fill because they have kept their original color. With a higher threshold
everything will be filled with the same color.
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Brushes, Gradients, Palettes and
Pafterns

In this chapter will we discuss how to
create and use these basic tools.




Brushes, Gradients, Palettes and Patterns

BRUSHES

In thebrushes dialog accessible from th&oolbox file menu oxkimage>menu dialogs, you will see all

the brushes you can use in your Gimp sessions. You may notice that there are some strange brushes, like
text, little figures and so on. These brushes are not very difficult to make yourself, if you are a bit artistic.
This is what we will discuss in this section, but first a bit about the Brush dialog.

THE DIALOG
If you select a brush you will se it's name and size in pixels. In
PN - O (¢ Modes drop down menu, you can select what kind of mode
lL'i' T o L[] kR (9 dexi) your brush should useore about this in chapter 1§ you
© 0 | ode: Noma can’t see the whole brush, press your left mouse button in the
.o [ . L Opasty: ———1000 brush square, and the entire brush will appear.Qjpeity
? .. E i slider sets the amo_unt of_transparency. With the max value of
/ = 100, your brush paints with solid color, whereas a value of O
mose Refresh | | gives you total transparency (or invisible paiSpacingis the

distance between your brush marks. If you set the spacing to
zero, there will be no distance between the marks of your brush -
i.e. a fluent line.

Let’s test thdinger brush and set the spacing to 150. You will get lots of fingers with some space
between them, but you can still see that they are fingers, but if you had set the spacing to zero you
wouldn’t have. You will normally use low values of spacing when you paint with ordinary brushes, but
when you paint with special brushes a bit of spacing can be useful.

MAKING A BRUSH

How to make a brush: Create a new grayscale image, the default values will be fine, and make the back-
ground white. Now, pick up a pencil and draw an X over the image frame. Invert the image by applying
Image/ Map/Invert . Rescale it to say, 20x20 in thmage/Resizemenu. Save the image as

xxx.gbr. In the GBR save dialog, set the default spacing to 15,and call your brush Olof. Move the xxx.gbr
to your.gimp/brushes  directory. Open the brush dialog and pregseesh . The new brush will

now appear in your Brush Selection dialog under Olof (20x20).

A general tip on how to make good-looking brushes is to make it real big and then resize it to the size
that you want your brush to be.

Note that solid black (before inverting) makes your brush look hard, if you use a gray color it'll look
softer. The same goes for when you create a brush with lots of blur, the new brush will get soft. So keep
experimenting with different kinds of brushes, create them with or without blur, soft edges and so forth.
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PATTERNS
It's nice to be able to fill selections or backgrounds with a pattern instead of a
AR O solid color. Gimp comes with many patterns, and you can also find nice patterns
Al D'°a‘3‘“’l—_l150 : at many Gimp-people’s home pages. To use a pattern you have to select one in the
MR | Pattern Selectdialog. If you can't see the whole pattern, press your left mouse

ode: Normd 1 | button to get a full preview. The name of the selected pattern is typed in the upper
i" 25; o left corner and you can browse the different patterns by clicking on them (select-
= Fattern Fil ing). To use your selected pattern, you have to bring upiiiieol option dialog.

L) S R Do so bydouble-clicking on theFill tool icon . In this dialog select

_oee | Pattern Fill . Now you can fill with your selected pattern. You can also paint

with patterns, using th&lone tool, but you can't use patterns with any other tool.

MAKE A PATTERN

To make your own pattern, just open a new RGB image and create your pattern (or take a nice pattern
and change it, system patterns ar@usr/local/share/gimp/patterns ). To create seamless

tiles, useMake Seamlessn theFilters/Map menu or théffset option in themage/Channel Ops

menu. When you're ready, resize the image to fit the tile size of the pattern you want to create. Save th
image a9pat file and name your pattern in tBave optiondialog. Move the pat file tgimp/

patterns (mv test.pat .gimp/patterns) and in thePattern selectdialog, press

Refresh and your newly created pattern will be available. Go on, experiment and make different pat-
terns.

A great thing about patterns is that you can also use them as a texture when you paint in Gimp. To do s
you will have to learn about Modes/Value in chapter 16.

PALETTES

_In the palette dialog, you can create a new palette i@pisairop-

[ A Il down menu. In the same menu can you also merge and delete pal-
/o5 | wtte —I| ettes. When you make a new palette you always start out with a

black palette with no color in it. You also have to name it.

1.Ar,tive Color Marne

When you presilewto get a new color to your palette, the color is
always visible as foreground color in tb@or icon in the toolboox.
You can edit a color in your palette by selecting it and pre&sditg
This will bring up the Color Selection dialog, see chapteryu
m e Clm”'i' can delete a color by selecting it and presEiatpte
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As soon as you editgystem wide palettgother than your personal palettes), it will end up in your per-
sonal palette directory. If you delete a system wide palette however, it will not be deleted, only acknowl-
edged that you don’t want to use it in this session. But if you defetesanal palette it will be gone

forever. If you have loaded a lot of palettes, it will take some time before they will be displayed in the
dropdown menu, so be patient when you have pressed it.

CREATE A PALETTE FROM AN IMAGE

You can create a palette from an indexed image. This is quite handy if you only want to use the specific
colors in the image. Here’s how you do it:

* Convert the image to Indexed mode wiilmage>/Image/Indexed

* In the Index dialog you select how many colors your palette should containQ#ick
* Invoke<image>/Image/Save palette

* Name the palette and press OK

You now have a new palette, but to use it you first have to restart Gimp.
Hints

A tip: Use palettes when you want to create images with a fix number of colors, for example when you
are creating icons.

Say that your screen depth is only 8bit (256) colors, and you don’t want your icons to use them all up. If
your icon manager reduces the number of colors it may look awful. So, what you want to do is to create
a palette with say, 50 basic colors for your icons.

Thepalette format is like the format of thegb.txt file delivered in your X window system. First
comes the number values of the color; say, 255 134 56 and then themames>. This makes it possi-
ble to edit palettes in an ordinary text editor.

GRADIENTS

When you talk about gradients, you may think aboubtéed tool, which lets you "flood” a selection or
image, starting with one color and smoothly changing into another. Gimp lets you do even more complex
blends with a tool called th@radient editor.

THE GRADIENT EDITOR

In this editor can you specify what your gradient will look like, and what colors should be used in it. To
use it, selecCustom from editor in theBlend drop down menu in the Gradient tool option dialog (just
double-click in the gradient tool icon).
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The gradient editor is a highly flexible tool, and you can create very advanced gradients with it. Let's
take a look at the user interface. The first thing you’'ll see when you bring up the dialog is the main view.
The current gradient can be seen preview window, and there isselection browserfor all gradients.

To the right, you'll find some buttons that lets you save and copy etc. Pressing the right mouse button ir
the gradient window brings up a menu with editing tools for your gradient.

&2 Gradient Editor

Gradients

Purpleg 3 Mew gradient

Raclial_Eyeball_Blue Copy gradient

Raclial_Eyeball_Brown et
Al Gre

Gre Drelete araclient
Fiardial_Glow_

Save az POV-FRay
Raclial_Rainkow_Hoop TR
Rruinrdead arre /  FRefresh gradients

Zoom aJIi Zoom —i Zoom +; |

[~ I Instant update

1
1
1
Fiy A Fiy d

-

How to use the gradient editor

So what can you do with it? Let’s start by copying a gradient and play around with it. Select a gradient,
choosecopy , and remember that undo is disabled in the gradient edfitpou(edit a system wide gradi-
ent, it will end up in your personal gradient directory, just like the brushes and pald@tésbrings up
thenaming dialog (New will bring up the same dialog), name it and off we go. The triangles at the bot-
tom arecolor sectionmarkings. There are two kinds of markingagpointsare black andhidpoints

are white. The area between two black points is caltsgjment As you see, | haves selected a segment
by clicking on it, which turns it gray. Now, if you move the midpoint it will move the breaching point
towards one of the end colors. Dragging at the endpgiotshe ones to the extreme left or right since
you can’t move thenwill make the selection wider or smaller. You can move the whole selection by
clicking in the gray field and drag. If yalick at an endpoint and then pré&sft and drag you will
compressthe selection. You can alsatenda selection bhift - clicking on another segment.

You can use the same manipulations on an extended selection as you can on a normal segment.

The Gimp User Manual Page 123



Brushes, Gradients, Palettes and Patterns

The popup menu

As mentioned before; if you press the right mouse button in the gra-

B Lt it colo L dient, a menu. will appear where you can edit the colors in a selected
Load fi - . . . .

g ~ segment. You can edit both endpoints by seledtefgRight end-

T Ta— point’s color. This will bring up ecolor edit dialog &ee chapter 12

Load from e where you can select a new endpoint color.

Save to —

Blending function for segment -

Colaring type for segment -

Split segrment at midpoint 5
Split segrnent uniformiy u
Delete segment (o]
Re—-center segment ‘s micpaoint (55
Re—distribute handles in segment  Ct+C

Selection operations -
Endpoints
You can also load and save an endpoint color to/from an RGBA chan-
B et regror s it encort f}  nelin theLoad from, or Save tomenu. You will find that you can
L Irderiats “*t]  load some nice basic colors and transparent backgrounds. The saving
I r52 0,000, 0.000, 0.000, 1 000) menu is quite useful if you want to use a certain end color in another
[ FigBa ¢o.500, 0500, 0.500, 1.000 part of the gradient.

[ I reBac1.000, 1.000, 1.000, 1.0003
P& ricBe 0,000, 0.000, 0.000, 0.0003
I i ¢1.000, 0.000, 0.000, 1.0003
[ I reBa1.000, 1.000, 0.000, 1.0003
™ kB ¢o.000, 1.000, 0.000, 1.0003
[ rsBa ¢o.000, 1.000, 1.000, 1.0003
I i co.000, 0.000, 1.000, 1.0003
I rics ¢1.000, 0.000, 1.000, 1.0003

Segments

The Split segment midpoint/uniform command will split a selected segmeMidpoint creates a dupli-

cate and places it beside what's left of the original. Both of the parts will be half the size of the original.
Uniform lets you decide how many splits you want to make in the (gray) selection. If you have selected
more than one segmefplit will not split them as a unit, it will treat each selection separately.

Delete segmentleletes the entire selection, not just the segment you press the right mouse br#en in.
center segment’s midpointwill re-center your midpoint in the selected segmeRésdistribute han-

dles in segments good if you have played around with the points/handles in a segment or selection. It
will restore them to their original positiofisndo!).
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Blend
_ In theBlending... submenu, you will find somdodesthat control how the gradient
% in your selection behavesinear is straightforward (and default). It will make the
Sinuosical color change in a straight direction from one endpoint to an@heved causes the

22:::2;‘ E:::::;"ng;) end section’s colors to change in a different "speed” over the middle section. You can
—— think of it as a semi circle. The color change will appear to happen fast in the ends of
the half circle and slower in the midd&inusoidalacts the other way around. Slow
in the beginning and fast in the middBpherical inc. will let the transition happen fast to the left and
slow to the rightSpherical dec.is the opposite of inc., slow left side and fast right side.

Coloring
_ The coloring submenu lets you choose a color model for your selection or seg-
T s hue)| ment. There’s Plain RGB and two kinds of H8Wu will have to look in chapter
HS (closkwise hue) 12 to learn about different color models.
Flips
| Flip lets you flip a segment or selection. This can be quite handy if you want to
Flip segment F

P — m change the order of two segments. First select two segments and flip both as

e one. Deselect one of them and flip the other one once more. Select the first one

send encipeints opzeity. Ci+E | and flip that too. Now you have changed the order of your segments. This can be
done to more than two segments, and gives you the freedom to change the struc:

ture of the gradients.

Replicate

Replicate pops up a little dialog where you can make a copy of your segment or selection to X copies.
Blend endpoint’s colorswill only work if you have selected more than one segment. It will blend the
end points of your selections and it will also "merge” your selections so they will blend gradually from
one end point to the other. Blend end points opacity does the same, but for Alpha values.

Save, Save as, and POV gradient format

You can also save a gradient in POV-ray foriBaize as POV-Rays nice for POV-raying people. If you

have downloaded a gradient from the Internet and placedgiinip/gradient you will have to
pressRefreshto see it and use it. Every edited system wide gradient will end up in your personal gradi-
ent directory. So if you want your system wide gradient back, just delete or move it from your personal
directory. If you delete a system wide gradient, it just means that you don’t want to use it in this session
But if you delete a personal gradient it will be gone forever.

Gradients can be very versatile. You can use them in advanced fountain fills or patterns, but you can als
create object-like things with them, like an eyeball, a hole or a pipe etc. You will just have to experiment
and find out for yourself.
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Color Models

If you want to work seriously with digital
imaging and/or PrePress, you need to
understand color - how it works in real
life and how it works in your computer




Color Models

COLOR MODELS

Color models are used to classify and standardize color. In this chapter we’re going to discuss a few of
them:

RGB

RGB stands for the three colors used in this syst®ad; Green and

Blue. Perhaps anL™ for Light should be included as well, because this
color model is very much based on light. Imagine three different spot-
lights, red, blue and green, directed at the same spot on a white screen.
Because each spotlight adds more light, the resulting color of two spots
will be brighter than just one.

Where all three spots meet, the color is at maximum brightness - white.

As you may have guessed, the RGB model is used in a television or com-
putermonitor. The colored spots of a TV screen emit three colors, and the
sum of these colors determines the impression to the eye. If the color spots shine with equal strength, the
visual impression is white or gray.

This is called a\dditive color model, because light is added to light, which results in brighter colors.
Each color in the RGB system has a value for Red, Green and Blue. This value goes from 0 to 255, where
0 for all three colors equals black, and 255 for all equals white. Thinking of the spotlights this is quite
logical - no light, or weak light means black or dark color, and full light from all three must result in a
strong white light. This means that you can get more than 16 million coloesColor) because

256*256*256 = 16.777.216, but you can only get 256 shades of gray. If you only have an 8-bit output to
your color monitor, this is of course academic, because you’'ll never be able to see more than 256 colors
anyway.

CMYK

The other important color model you need to understand is &K .
CMYK stands forCyan, Magenta, Yellow andBlack (K for Key color).
These colors are sometimes calpedcesscolors, because you use them
in four-color process printing. If you have a color printer, you know that
the toner in the machine consists of these primary colors.

Primary colors mean that all other colors can be created by mixing these
CMYK colors together. Cyan, magenta and yellow are theoretically all you need,

but to make a print look sharp and crisp you also use a black plate in the

printing press. This is calledSubtractive color model, because the pro-
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cess ink pigments "subtract” light when mixed, or absorb certain colors and reflect others (for your eye tc
see). Naturally, red, green and blue are the primary colors in the RGB color space.

INDEXED

Indexed, or mapped color doesn’t have RGB channels. It works with

a fixed color value for each pixel. Each color is put in a spedfar

table or color map (containing 256 or less colors if the image is in

GIF format) which comes with the indexed file, and this color table is
then used to map color to pixels in the host application. Indexed files
contain less data and therefore use less disk space. If you are design-
ing for the web, you'll have to consider that many computers can't
display 24-bit color. There are a lot of people out there who are lim-
ited to 256 colors on their monitor. This means that your full-color
image will be indexed on their screen to a measly 256 colors to repre-
sent your wonderful "millions of colors” image. It may well come out
RGB Image looking bad, and it still takes as long to download.

There are two kinds of image file formats you can use on the web -
JPEG andGIF. There are advantages and disadvantages to both for-
mats, and I’'m not going to get into the big discussion about GIF vs.
JPEG here. The important thing to know is that GIF is indexed and
JPEG isn't. There are many reasons to use GIF:s, the most important
being the small file size of indexed images. Also remember that if
you assign &/WW-indexed paletteto a GIF you know that "what

you see is what you'll get”. Your website will always look the same

in Netscape whether you have an 8, 16 or 24-bit output. Word of
warning:Never ever index your image before you're finished with

it. Always keep an RGB copy of your original before converting to
Indexed color. The reason should be obvious - most of the image
information is lost forever as soon as you convert it, and you can'’t get
it back by changing to RGB again. You also can’t work with (most)
filters on an indexed image.

Indexed Image
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HSV

HSV color stands foHue, Saturation andValue.
Color Selection =I0X|  This color model is best understood if you open the
Color Selectiondialog and look at the three top
slide bars marked H, S and V.

The HSV color model is used in theage Dialog
for Colors andChannel Ops It is also used in cer-
tainfilters andModes

Hue describes where the color lies alonggpectrum - i.e. what "rain-

bow color” it is; red, orange, indigo or green. As in the rainbow, the start-
ing and ending color is red. Hue can be described as a color circle with
red at O degrees, yellow at 60 degrees clockwise, continuing with green,
cyan, blue, magenta and red again at 360 degrees.

SATURATION

Saturation is about hovpure or "loud” the color is. The saturation value goes from 0 (grayscale) to 100
(max loudness), where a low value indicates a neutral, dull color, and a high value means a strong, pure
color.

VALUE

Value is all aboubrightness Zero for Value means totally black, and 100 is the brightest Value a color
can have. Max value doesn’t mean white though, (unless saturation is zero)- it is simply the brightest
value a color can have with a certain saturation.
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NCS

NCS, or theNatural Color Systenis the system used by architects and
Yellow interior decorators. This is also the system they use at the chemist’s when
G50Y Y50R you buy paint for your house etc. (if you live in the U.S you'll probably
\"/ use the Munsell-system instead). The NCS color model is based on the
Green N Red six elementary colors;Yellow, Red, Blue, Green, Black andWhite.

All colors can be described by their likeness to the elementary colors.
The elementary colors and the color scale between them f8frm a
dimensional body From this color body you can derivealor circle
andcolor triangles. In the color circle (horizontal section of the color
body), the colors are arranged according to their position in the spec-
trum, evenly distributed between the four basic colors Yellow, Red, Blue and Green.

For every color in the circle there is a vertical section, showing the different shades of a color, meaning
Whiteness BlacknessandColorfulness (saturation). In this way you can name a cofGtOR

s70c20 , meaning a dark brown orange color with 70% red in it, s=70 means it has 70% blackness and
c=20 that it has 20% colorfulness.

Even if you don't deal with this system on your computer, it is important that you understand it, because
it is the single most used color system for professional designers and architects (At least in many Euro-
pean countries). If you get an assignment where the client want you to suggest different colors to a pat
tern, an object or a building (by using a program like Gimp or Photoshop) you must normally be
prepared to relate to NCS values to the client, not RGB or HSV.

SPOT COLOR

Spot color or Custom colormeans a color in a commercial custom color system used for printing in
color when you don’t want 4-color process printing. You may want a non-rasterized smooth silver gray
for text on a poster; and then you have to specify a predefined spot color. PANTONE and TRUEMATCH
are the most common custom color systems used by professional printers. Read more about spot color
chapter 18.
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GRAYSCALE AND LINE ART

It is pretty obvious what grayscaleimage is. It is an image
consisting solely of shades of gray (max 256). This means that
grayscales have a small file size compareRG@a® files, and

that they can convey more detail thadexed color images.

Line Art is the most simple, and smallest bitmap file there is. A
Line Art image consists of white or black pixels alone. They are
extremely simple, but can be quite expressive. You can either
scan in Line Art or use thEhreshold or Posterizecommand in
thelmage/Colorsdialog.

COMPLEMENTARY OR INVERTED COLORS

The definition ofcomplementary colors are two colors which produce a neutral gray when mixed
together. Complimentary colors in real life are not the same as on your monitor. Most people are taught
as children that mixing yellow and blue results in green. This is perfectly true if you're talking about
inks, oil paint and pigments, but it doesn’t apply to the RGB color model. Try painting yellow in a layer
on a blue background and watch it in 50% opacity - no green appears, just a neutral gray. Do the same
with watercolor or oil paint and you'll definitely get a greenish color! The best way to understand this is
to look at theRGB color circle. In the circle model the complimentary colors are found opposite each
other. In the RGB color system the opposite of red is cyan, the opposite of yellow is blue and so forth.
Look at it this way; thénverted or complimentary value equals 255 minus the original value in the RGB
model.

Yellow Yellow

@ @~

Cyan / Magenta Red

RGB Model Natural Model

This doesn’t work with pigments in real paint. Here you must use another color circleNattinal

color circle you can see that the complimentary color of yellow isn’t blue but violet, while the compli-
mentary color of blue is orange. Water color artists often work by adding a complimentary color to neu-
tralize an overstrong background without dulling it, and why do you think some old ladies have "blue”
hair? They are just trying to neutralize unwanted red/yellow shades in their gray hair by using a dye with
the complimentary color - which is blue or violet.
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This chapter will help you prepare your
Gimp images for the printing press. You
will also learn some simple color cali-
bration.




Pre-press and color in Gimp

WHAT IS PREPRESS?

When people think aboptrepress it's mostly a question of bringing their image or book to the local
printer so it can go to press. The digital prepress business has for a long period been dominated by a
company with an apple in their logo. Programs for prepress has also traditionally been dominated by
companies like Adobe, Corel, Macromedia etc., and there are often tight bonds lyrapdécs soft-

ware andprinting hardware . This makes it quite easy for the average Mac user to create a digital
design and send it straight off to prepress.

Since the market has been dominated by Mac for so long, most of the scanners, printers and monitors
come with drivers and calibration tools adjusted and written for Mac. The only thing the graphic designer
has to do is to get@xinting profile from the "print man”, put it in the program, and everything is set as

it should be. People can argue about whether this is the right way to go, or whether the user should have
more control over settings or parameters, but using preset Mac profiles is certainly very handy.

When you meet with prepress people for the first time, you’ll come across a lot of buzzwadlls like
dpi, ppi, Pantonecolors etc. You'll also have to solve the problem of how to make your Gimp images
available for Mac users and Mac print shops, and how large image files should be transferred.

We will try to answer these questions, and sort out some of the buzzwords. And relax, you really don’t
need a Mac or a Windows box to prepare for prepress, when there is such a thing as Gimp and UNIX...

PRINTING FROM GIMP

Compared to Photoshop, Gimp is not as intuitive when it comes to prepress issues. Gimp is more focused
on Web design, and you always see the image size as the websurfer would. Gimp has no dialogs where
you can put givemprinting values before your start creating your design. You simply have to use your

good sense, and a few calculations. Don’t worry, it's not very difficult if you just plan ahead a little.

If you want toadjust/calibrate your scanner, monitor etc. this has to be done by hand. Does it sound
complicated? Maybe, but on the other hand you'll probably understand a lot more about prepress when
you've read this chapter, and you shouldn’t have a hard time setting up your own prepress strategy with
Gimp.

FILE FORMATS FOR PRINTING

There are a lot of image file formats, but as far as most professional printers are concerned there are only
two: EPSandTIFF (even if many printshops can manage JPEG and compressed EPS).

The other option is of course to import the image filelayaut program. Most print shops that accept
PC-files, support FrameMaker, lllustrator and Corel Draw.

If your local print shop can manag@&capsulated Postscript filesthen go for it. EPS is device/platform
independent, and you can be sure that the outcome will look just like the image you created, assuming of
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course that you have calibrated your monitor and that you're printingast&cript printer. If you go

for EPS, first make sure that your print shop can maoalge adjustment in an EPS file, and that they
are capable tpreview it. If they don’t, you have to be sure that all settings and color in your file is per-
fect from the start, because then the printer won'’t be able to fix it for you afterwards.

If it is a large print job, you also need to know that theyreanrange the pages in the postscript file.
Otherwise, you may have to pay for two printing plates instead of just one. Gimp has a poogtrful

script file saverwhere you can specify paper size, resolution as well as type of postscript. To create an
EPS file, just check that option in thge/Save As PS dialog. Most print shops can take plain post-
script files, so this may also be a option for you, but you still have to check the same things as with EPS
Don't use théPrint command in the File menu point to file , because the print tool is just for printing a
proof at home, so you or your client will get an idea of what you will get at the print house.

If your printer doesn’t support EPS/PS then you have to save your image in an ordinary image format
like TIFF or JPEG, but you must be aware that some image formats differ in PC and Mac environments
TIFF does for example. The advantage of using TIFF is that you can make a high quality proof even on
non-postscript printer. Also, TIFF is a good choice if your image has a white background (EPS some-
times has a tendency to produce a weak tint in large white areas).

If you ship your images like ordinary image files you must remember to tell your printesindaaiu

want the images to be printed in. It's important that you inform them of this, because they normally
expectplain imagefiles to be created in Photoshop. In Photoshop the image size/resolution is present in
the image file, but that’s not the case with Gimp, which only comes (as yet) in one resolution (72 ppi or
monitor res).

RESOLUTION AND IMAGE SIZE

Gimp images have only omesolution, and that’s 72ppi (pixels/inch) which is thereenresolution.
Obviously, this is ideal for web-publishing, but a 72 ppi resolution is far to low for any kind of serious
printing. Suppose your printer tells you that to make your 50x60 inch poster look good, you have to use
minimum resolution of 200 ppi. Well, then you have to make a larger image in Gimp, and "scale” it
down when you save it as a .ps/.eps file, or the printer will do it when they import it to one of their pro-
grams. In thd=ile/New dialog box, you always specify the image sizpikels, so it's really quite

simple. All you have to do is to multiply the image width and height by 200 and set those values in the
dialog box.

50x200 is 10.000pixels and 60x200 is 12.000pixels. The equation is simple:
Gimp image size = wanted ppi x wanted height or width in inches

The bottom line is tadjust the image size before you start making the imageu need a high resolu-
tion for your print job, your images will get an enormous size on screen. The good news is that Gimp is
smart enough to adjust the canvas size so it will never be bigger than your display. So please, before yc
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start making your big poster, check with your printer, and calculate the image size you need to produce a
nice printed output.

So what if | haven't done the necessary calculations before | created the image, or if the printer tells me
that my image resolution is too low? There is a way out of this dilemma. You can scale the image to a
certain amount, because Gimp can manage interpol&ttenpolation means that when you enlarge an
image by scaling it, Gimp compares neighbor pixels, makes an assessment of their color and calculates
an intermediate color for the new pixels. This works just fine if you only have to resize the image a little
bit, but don't try it for scaling the image to the double size. That will only make the image look blurred
and fuzzy at the edges. To get better (but slower) interpolation checkraebpolation in the Gimp
preferencedialog.

PREPARING FOR THE PRESS

DPI, LPI, PPl AND SCANNING RESOLUTION

If you've never done a high-end print job before, the first thing you should do is to make some phone
calls to your local print shops and ask a few questions. Let us give you an example: Say that you want to
print a 22x34"poster, then you must first make sure that the print shop can manage to print in that size.
Furthermore, you have to check that they can print in the resolution that you want.

Often people think that a high resolution is the better choice, but that's not always true. For a poster,
you'll have to takesziewing distanceinto consideration. For a large image, like a commercial poster, the
beholder will observe it from a certain distance and will never see the coarse halftone dots unless he or
she gets very close. For that reason, you don’t have to print a poster in a very high resolution. On the
other hand if you're making a cover for a monthly fashion magazine, then you'll need a very high resolu-
tion indeed.

Ipi& dpi

You have probably often heard the expressipin(dots per inch) when it comes to home or office
printer resolution - a 600 dpi laser printer, or a 300 dpi inkjet printer for example. However, the term
"dpi” is not as commonly used in professional printing.

The main term here, and one you’ll most certainly come across as soon as you enter the prilgi shop is
Lpi stands folines per inch and is another term facreening or the finehalftone pattern you see

when you look closely at a picture in a newspaper. The higher the Ipi value, the more (and smaller) half-
tone dots are squeezed in per inch.

Each halftone dot is made up of very small "dpi dots”. Dpi can simply be described as the maximum
number of these microscopic dots the printer can manage to print per inch. Inexperienced users tend to
think that 600 dpi in a printer is the same as 600 ppi in an image file, which can mislead them horribly. It
takes a lot of dpi to represent a ppi.
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For a relation dpi/lpi see the table at the end of the chapter. This table can serve as a guide for what Ipi
you need for producing different types of printed material, or more exactly, which output device can
manage an Ipi suitable for your needs.

ppi & Scan resolution

When you have chosen an appropriate Ipi for your print job, you can start calculapgpivipatels per
inch) resolution you'll need in your digital image.

* The rule of thumb is thamage ppi = 1,6 x IpiThis equation is of course not exact, it all depends on
what kind of quality you want (see table at the end of this chapter). We've chosen a 150 ppi resolutior
for our poster, assuming of course that the image file and the printed output have a 1:1 ratio. If you
want to make a large print from a small scanned image, you'll need a much higher resolution. If you
scan an image which has a natural size of say, 2 x 2 inches, and you want the printed size to be 5 x 5
you need a scan resolution of 375 dpi to get a 150 ppi resolution in the enlarged image (5/2 x 150).

* Note thatscan dpiis not the same as printer dpi, so don't think that you have to scan at 600 dpi to
print to a 600 dpi laser printer! Scan resolution is measured in "scan dpi”, but this "scan dpi” is really
the same thing as ppi!

* The calculation isscan resolution = wanted ppi * (wanted size/real size)

Now when we have all the basic facts, we can make our phone calls to the local print shops asking if the
can produce our poster with an Ipi around 100.

Read more

Want to learn more about this? Check out the in-depth information about Ipi, dpi, ppi and screening latel
in this chapter.

AT THE PRINT SHOP

COLOR

or why the colors that looked so good on your monitor don’t match the color of the output.

Here’s the hard part of printinggever give your image file to the printer and simply ask them to print it.
If you try this, you can more or less take for granted that the colors will be screw@dlapcalibra-
tion of your computer environment is one of the hardest parts when it comes to image production.

Make it simple

The most simple solution to this problem is to make a gonadif at home with a color inkjet. If the
proof’s color is correct as far as you're concerned, bring this example to the printer and ask them to
adjust the color so the printed outcome will look as your proof. We will describe how to calibrate scan-
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ners, monitors etc. later in this chapter, but remember that it's always a good idea to bring a proof or
dummy as a reference. Then there will be no problems to demand a reprint if the colors of the printed
product should be incorrect.

Spot color

If you only can afford or want to use one color plate in the printed product, there is another way of get-
ting past this problem, and that's by ussmpt colorsfrom a commercial color system liIIRANTONE.

Gimp doesn’t support spot colors natively, so if you want to use custom colors with Gimp you'll have to
buy a PANTONE color map. Just decide which spot color you want to use, andygayeseale fileand

aspot color specificatiorto your printer. If you want to use more than one spot color and you don't have

a spot color separation program, you must give the printer an appropriate grayscale file for each color
plate.

HOW TO TRANSFER IMAGES TO THE PRINT SHOP

Removable drives

The most common form afansporting images to a printer is to us&gQuestremovable drive. This
device is a de facto standard in the Mac world. However, in the last three years new removable drives
been introduced such gg andzip drives fromlomegaandEzdrive from SyQuest.

The most common removable drive in the PC world is now the zip drive which is capable of storing
100MB of data. To decide what drive you should buy, it's wise to phone around to your local printers
asking what kind of drives they support or consider supporting, and make a list of it. Based on this infor-
mation you can make a conclusion of what kind of drive you should invest in.

Based on our own experience, we would suggsessiaZip drive. It's fast, the old SyQuest drives are
expensive and on their way out. The new drives from SyQuest have not been so successful as the lomega
ones, and most printers seem to support or are willing to support Zip drives.

Internet and BBS

Over thelnternet: It's not uncommon that print shops have some sort of Internet connectioBB&: a

If they have an Internet connection, it's also likely that they can support file uploadfyRhEotocol.

The only thing you have to do then is to get an ftp program and their address so you can upload files to
their server.

If they have @8BS, then you need modem, which is probably the case if you have a dialup Internet
connection. You also have to haveeaminal program that supports their BBS. In order to figure out
what kind of program you need, you'll just have to ask them. There are several modem/terminal pro-
grams available for UNIX/Linux such &rmit, Seyonetc.

A warning should be in place here, since it can be rather expensive to use this kind of file transfer, at least
in Europe where even local calls can be expensive. We don’t suggest uploading files over 20MB if you
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only have an ordinary modem. Some printers also charge you for each MB you upload, making it even
more expensive.

Email

Email the file? We don’t recommend it, because when you code your attachment it makes the file bigge

and this makes the "upload” time last longer. It's also not uncommon for files to get damaged when you
send them as email.

Filesystem format

What kind offilesystem format Nowadays nearly all print shops supportRae(msdos filesystem/
disks) filesystem even if they are running their software in a Mac environment. If they don’t support fat,
the only chance is Internet or BBS.

However, we think you should seriously consider turning to another printer who supports Fat. If they do
support Fat, well then everything is ok, and you can just create a Fat filesystem on your removable driv
(Zip and Jaz come preformatted if you buy a PC disk).

If you are running &inux system, there are some nice tools which makes it real easy to manage Zip and
Jaz drives through a GUI. There are also some nice howto:s on both lomega and SyQuest drives if you
are running Linux.

SCANNING UNDER UNIX/LINUX

SANE

Since we are working with Gimp, the natural choice is toSAEE (scanner access now easy). SANE
can be run as a stand alone program, but it can also aceageasionto Gimp. This enables you to
open SANE from Gimp, and scan straight into Gimp. It’s like havifigg@in interface under Photoshop
or similar program in a Mac or Win environment.

SANE supports a wide range of scanners on nearly all major Unix/Linux platforms. It also has a nice
interface where you can adjust nearly everything,déeama, color curves, resolution etc. It may not

be perfect at this time, but remember that SANE is only in v0.72 and will certainly get even more intui-
tive and powerful when it reaches v1.0. If you want to know more about SANE, please read SUM (sane
user manual or the Readme and Install files that comes with Sane) about installing and using SANE.

OTHER SCANNER PROGRAMS

Naturally, there are other freeware scanner programs. Most of them are not as GUI’fied as Sane, but if
you have anustek scannerthen you can try a program call€scan. If you have a scanner which isn’t
supported by Sane, then it’s always a good idea to take a l&pk/atinsite.unc.edu and see
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if you can find another program that supports your scanner. It's better to have@Lplgirogram than
no scanning program at all.

COMMERCIAL SCANNER PROGRAMS

There are of course a lot of commercial scanner progeddfscanis a very nice program that supports
HPscanners and it has a very moderate prize tag. It's a good scanner program that is integraxad with
and has all the functions of a modern scanner program. Most of the older pictures in this manual have
been scanned with XVscan, and we are quite satisfied with it. Nowadays we use Sadenardean-

ner and we're equally satisfied with that solution.

In the professional class you can choose from scanner program€ditdera (in France
www.caldera.fr ) andMentalix (www.mentalix.com ). Both companies offer everything from a
scanner interface to a total graphic studio with programs that are Gimp-like but with a focus on prepress.

If you're considering serious prepress in a Unix/Linux environment, then you may want to buy one of
those programs. There are Light versions (not all functions and with a lower pricetag) of the programs
from Mentalix (if you are working with Linux).

We will try to get a copy of the programs so we can give you a full review of the capabilities here, but for
now the only info is their websites. There are most likely other providers of scanner programs in the
Unix community, but we don't know of anyone else that also provide it to Linux.

CALIBRATION

Before you calibrate anything that has to do with your monitor, let it be turned on and warmed up for
at least 30 minutes. Also make sure that you have a normal light in your room (not too dark or too
light).
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GAMMA CALIBRATION

Every monitor has gammavalue. We will not go into the background of gamma,
but when you scan an image it has a gamma value of 1 (if you haven't altered it)
and this may not be suitable for your monitor. In order to find out your monitors
gamma value check out two filesft.gimp.org/pub/gimp/manual/

gamma.tif and gamma.gif. When you have downloaded the file (gif or preferably
tif), you must find out which of the squares to the right that has the same bright-
ness as the correspondent strip to the left. Now you have to open the image in a
program that lets you alter the gamma by value, e.gDithlay from

Imagemagig you do the following:

* display gamma.tif <enter>

= a=PMNDNNMMNMD®
POOONMNAPONO®OO

* right mouse button and down to gamma

* enter your gamma value and OK

If your gamma is okay, the 1.0 square should now have the same brightness as the
correspondent strip to the left. When you have figured out your monitor's gamma
value you can apply this value when you scan images, so they will display cor-
rectly when it comes to gamma. It won't affect color mismatch, but it's much bet-
ter than no correction at all.

BLACK LEVEL AND WHITE LEVEL ADJUSTMENT

Besides the gamma value, tilack levelis one of the most important things to adjust. Here’s how to do
it. First download the imadaack_lev.gif andwhite_lev.gif from ftp.gimp.org/pub/

manual/ and load it into Gimp. Adjust your screen until the image covers most of it (do not adjust
image size, adjust the screen resolution).

Load theblack_lev.gif

Bring up the brightness control

Adjust (turn up) the brightness, until the gray stripes marked 1, 2 and 3 are visible
Now gently turn down the brightness until strip 1 fades away.

Carefully bring the brightness up to the precise moment when strip 1 is visible again
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* Loadwhite_lev.gif

* Adjust your contrast so the gray bars in the middle square appear of even density
* Now re-check the black level because black and white level are interdependent

* For the same reason re-check the white level again

* Now you're hopefully finished after a few adjustments and readjustments
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COLOR CALIBRATION

There is no easy way of color calibration, so you have to buy some sotbotalibration kit . When
you buy your kit, make sure that it is platform independent (or that it's made for your UNIX version).

Plain

Simple color calibration kits are usually made up @finted color imageacolor image slideand a

color image file You load the color image from the file, compare it with the printed image, and adjust
your monitor until the colors match (For more specific information, read the leaflet which comes with
the kit).

To calibrate youscanneryou scan the slide or the printed image and compare it with the image file. To
calibrate youprinter, you compare the output from your printer with the printed image from the kit, and
adjust it accordingly.

This is a very time consuming task, but before you have done it you can'’t really trust your system at all
when it comes to color fidelity. Note that even if you have made all of these corrections, it's still not bul-
letproof, since it's a human correction and humans are always subjective when it comes to color repre-
sentation.

CMS

If absolute color correction is a high priority to you, then you have to @&t (Color Management
System) There are CMS systems available for Unix, and Caldera (in Mramcealdera.fr ) sells

CMS- like systems. Mentalix (www.mentalix.com) also provides CMS. These products work for most
Unix systems, including Linux. There are other providers in the Unix community, but we don’t know of
anyone else that also provides CMS to Linux.

Color correction kit's are expensive, and if we are talking about CMS systems, you should be prepared ti
pay big time money. However, for a commercial company dealing with advanced image manipulation
and prepress, the best thing would certainly be a real CMS system.

Frozenriver’s plain color calibration

We have put together a plain and easy color calibration kit. You can't use it if you are working with col-
ors professionally, but it's good enough for private and semi-professional use, and it's definitely better
than no color calibration at all.

If you want to use this kit, you must haa@rinted copy of the manyalnd the printed copy must be
approved by usAs we've just explained, you need a (high quality) printed or photographic color image
for calibration, so you can't use the kit if you have a web, .ps or .pdf edition of the manual.

If you have a printed and approved copy of the manual, you can start by downloading the color calibra-
tion file colorcal.tif atftp://ftp.gimp.org/pub/manual . and make sure that your X-display
(i.e X-server) is running in at least 16-bit color mode.
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* Load the file to Gimp

* Take the color image that comes with the manual, and place it beside the monitor in a room with nor-
mal working light. The light must be natural, don’t use cold, white fluorescent tubes as light source

* Set the monitor's color temperature to 5000 degrees Kelvin as a start (if your monitor doesn’t have
this feature, skip it and move to the next step)

* Start comparing the colors and make the necessary adjustments in the different RGB channels

* When you have finished calibrating the colors (when they are equal to the colors in the test image, or
as close as you can manage) you have to re-check the white and black levels in your monitor

* If you needed to adjust the white or black levels, re-check the colors and adjust again if necessary

* When you have checked, and re-checked and everything is okay, your monitor is now calibrated and
you can trust it

* To calibrate your scanner: Scan the calibration photo, and compare the scanned image with the color-
cal.tif image that you downloaded.

* Depending on your scanner program, you have to adjust the color curves to correct the colors in the
scan.

* If you want to, you can try to adjust the printer driver, but don’t expect to get a print that will look
exactly like the calibration photo. A homeoffice printer can never get close to photographic output, or
the output of a high quality photosetter. The important thing is that you can trust your scanner and
monitor to produce colors that look the same when you print them at the print shop.

* You are now hopefully finished with your calibration. Please remember to re-calibrate the computer
system regularly.

A word about thealibration photo. This photo is produced to represent the output of a high quality

image setter. As you can see, to make sure the coloBVr&-legal , the colors used here are a bit dull

looking compared to some of the clear, fluorescent colors you can get on your RBG screen. The reason
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for this is that many of the bright colors inaaditive color system (like in your monitor) can’t be truth-
fully represented with CMYK inks. More about this later in this chapter.

Poor man’s color calibration

If you can't afford or get hold of a real calibration kit, here’s a cheap and easy (but not very exact)
method. Simple color calibration is better than none, just don’t think that your system is properly cali-
brated after this. It helps, but it can never compare to a professional color calibration.

The key is thabig brand namesalways use a specific color in the product namegwtype Volvo uses

a very a special "Volvo blue” color, Marlboro cigarettes has its Marlboro red, Sun always has their own
particular color in the Sun logotype etc. These colors can often be downloaded from the web, and the
printed color can be picked up by a phone call or a walk to their sales office.

Now you have the color on file as well as on print, and you can start calibrate just like you would with a
plain color calibration Kkit.

Once more, don't expect miracles from using this method. It is only as a rough approximation of real
color calibration.

Why don’t the colors look like they should, even if | have calibrated the system?

When you work at your computer monitor you workRGB-mode, and when you print your file at a
print shop or at home you work @MYK -mode. All RGB colors can't be transferred to a CMYK color
(for more info read the in-depth paragraph later in this chapter).

Since Gimp is more focused on Web creation than prepress, you don't@G¢kapreview where
you can find out whether your color image can be printed without some loss in the RGB information.

Our advice is to be careful when using highly saturated colors in your image, because they probably
aren't CMYK safe, and always make a proof before giving the file to the print shop.
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If you want to use colors that you suspect aren't CMYK-legal, choose a high quality printer to print a
proof, because a home office printer doesn’t have the capacity to make a good translation from RGB to
CMYK.

IN-DEPTH INFORMATION

COLOR

Before reading any further, have a look in the chapter 12 to understand different color models.

COLOR MANAGEMENT

Monitor gamut ~ Why don't the colors on my monitor match the output on my
B Printer gamut ~ printer?

RGB and CMYK

This is a common question when you are talking to color device
end users. As we've discussed before, the answer lies in the fact
that a monitor is based on the RGB color system and a printer is
based on the CMYK color system. Because monitors and print-
ers use differentolor modelsit is impossible to print the moni-

tor data directly to the printer. When you print your RGB image

it will automatically be converted to CMYK.

Gamut

Gamut is the total number of colors a device can produce. The
human eye has a higher gamut than a 24-bit color monitor; i.e the human eye can perceive more colors
than the monitor can produce. The gamut of a monitor is higher than the gamut of your color printer.

You now understand that all colors in an RGB image can'’t be represented in a CMYK image. An RGB
color that can’t be represented in CMYK will therefore be converted to the nearest CMYK color.

How well this is done depends on the software doing it (i.e the printer driver which in most Linux instal-
lation isGhostscript). Gimp also provides you withtauilt-in printer driver . If you decide to use it, the
conversion quality will depend on the quality of Gimp’s native printer driver.

CMS

At this timeCMS systems make their entrance. A CMS system makes the apprgarate mapping

between all the different devices in the systBnofiles of different devices have been made by color sci-
entists using special equipment. This profile is based on factory defaults. When a device starts aging, the
profile is no longer correct, and a recalibration is a must (even if the device is brand new, variation in
manufacturing quality often makes a recalibration necessary)
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Profiles

All of thesepreset profilesare used by the CMS system as the image travels from the scanner to the
monitor and finally to the printer. The CMS system often uses an indepenttergépacewhen the

images are transmitted from one device to another. This results in consistent colors, even if the devices
have different color systems. Sometimes its impossible to keep the colors consistent, e.g you can't repr
duce a highly saturated monitor image with CMYK ink, wax or toner printer.

The printer gamut area is simply to small to cover highly saturated colors (see picture). This type of RGE
color is notCMYK safe. When a non-CMYK safe color has to be reproduced, the system has to do a
gamut mapping which selects the nearest reproducible color.

High quality CMS systems often provide you with the option to select a certain type of rendering for the
gamut mapping, because there is a vast difference between reproducing images and reproducing busing
graphics.

RESOLUTION

Resolutioncan be described as image quality in images which are made up of pixels. A digital image
appears to be of good quality when you can’t see the indiviiixelb that it's built of. If the resolution

drops (i.e the image is magnified) individual pixels will be visible to the eye, and the image will be con-
sidered "jaggy” or of low quality. In other words, image quality is based onuimder of pixelsit’s

made up of, and thgizeof the image. These two factors determine the resolution.

Printed material, like a newspaper looks good when you view/read it from a reading distance. If you pick
up a magnifying glass and look at it, you will see the halftone dots that the images are made of. There-
fore the resolution of printed material is determined bydtencefrom which you look at it, and by

the need for smooth imaggality.

It's important that the resolution of the print and the resolution of the digital image are adapted to each
other. If the image resolution is higher than the output machine can handipp#re(the device that
creates the halftone pattern) has to throw away a lot of information that it doesn’t need.

The quality of the selection depends on the quality of the ripper, and it's always better to create the imag
with the proper resolution. This way, the ripper doesn’'t have to choose what information it should throw
in the trashcan. On the other hand, if the image resolution is too low, the image pixels will be visible in
the print. Even if you can't see the halftone dots, this will make the print look jaggy and cheap.

Lpi, dpi and screen frequencies

Screeningis a common buzzword when it comes to printing. Imagesetters make a print basdd on
tone screensThese halftone screens are measurégiinor lines per inch, and the "resolution” or qual-
ity of an imagesetter or laser printer is often measur@pinor dots per inch.

The halftone screen can be representeddnda In each grid square there ibaftone cell capable of
holding onehalftone dot Over the this grid, there is a superimposed grid callete8@dution grid,
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with a high amount of grid squares for each cell. The amount of squares in the resolution grid determines
the imagesetter’s resolution in dpi.

e :
+4

Halftone grid Resolution grid Final grid system

Halftone dots

If you look real close at a newspaper you will see that it's built up on diffeadftdne dots (see picture
X). A halftone dot can vary in size from very tiny to the full size of the halftone cell. The tiny ones repre-
sent a light gray”color” and the big ones represent a dark gray”color”.

Each halftone dot consists of a number of smaller dots, and
each square in the halftone screen is built up of a subgrid
(halftone cell matrix) with a fix number of available squares [
to put the small "dpi” dots in, (see picture X). The natural co
clusion is that image "roughness” depends on how large the
halftone cells are, and the number of grayscales depend on
how many small dots you can fit into the cell matrix.

Different sized halftone dots
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A halftone matrix is measured in 1x1, 2x2, 3x3, 4x4, 5x5 squares
etc. A 3x3 matrix is capable of holding 10 shades of gray, but a 5x5
is capable of holding 26 shades and a 8x8 matrix can of hold 65 and
S0 on.

00 LPl = 353 Halftone Dot Matr: The number of squares in a halftone matrix can be calculated like
this:

DPI/LPI = N x N Halftone matrix.

Therefore a 300 dpi printer combined with an Ipi of 100 only pro-

1200 Pl _ g ¢ Hatfane Dot M QUces a_matrix that is 3x3 a_nd C(_Jntains 9 grayscales (not very
impressive). An image that is built up of 10 shades of gray looks
quite bad.

It would be better to combine the printer with a Ipi of 60, which will
give you 16 shades of gray (not good but better, it's like a print in a
1200 DF1 - 40 5 40 Halfone Dot hiatrix cheap newspaper). Now, if we take a 600 dpi printer and set it to

100 Ipi, we'll get a 6x6 matrix capable of producing 35 levels of
gray. So you see, Dpi isn't all. To achieve the really high quality of
256 shades of gray with an Ipi of 133 (magazine standard) you’ll
need a 2400 dpi printer.

Different sized matrixes

Why doesn’t my inkjet look like halftone screens?

FM Screening

When we discussed screening in the paragraph above, we were talkinbafioné screening, also
referred to aé&\M screening. Even if it not totally correct, you can say that inkjet printersstsehastic
screening, or in other word®¥V screening While AM screening uses different sized dots in a fix grid,
FM screening dots have exactly the same size, but the distance between dots varies.

Because stochastic screening is based on tHeedjoiency, it's called Frequency Modulation screening.
Halftone screening which is based on siaeor amplitude is called Amplitude Modulation screening.
FM dots are usually 1 to 2% the size of halftone dots.

The advantage of using FM screening is that you can achieve a higher level of detail, even with a low re
printer (600 dpi). There are also other advantages, like the fact that you don’t have to wonnyssisut
andmoire patterns like with AM.

Also, you don'’t need the same level of resolution in the images that you provide for printing. Usually
half the resolution that you would have used for AM printing suffice for producing excellent results with
FM printing.
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Then why doesn’t everybody use FM? Well, the biggest problem has been to get the”printing presses” to
produce small enough dots. These problems are now minor, and nowadays it's quite common to print in
FM.

AM screening FM screening
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TABLES

LPI TABLE

Document type paper type

High end advertisement and high end brochuresSheet-fed/coated
fine art books and fine art reproduction. High end
magazines

Catalogs, monthly magazines, commercial gradéleat set web/coated
advertisement, ordinary books

Newletters, forms and flyers Sheet-fed/uncoated
Small magazines, catalogs, direct malil Heat set web/uncoated
Newspaper supplements of high quality Newspaper/coated
Newspaper supplements of ordinary quality Newspaper/uncoated
Newspaper, low quality spare parts catalogs Newspaper/newsprint

PRINTER TABLE

necessary Ipi
150 to 300 Ipi
median 200 Ipi

100 to 150 Ipi
median 133 Ipi
100 to 133 Ipi
median of 100 Ipi
90 to 133 Ipi
median of 100 Ipi
65 to 100 Ipi
median of 90 Ipi
65 to 100 Ipi
median of 65 Ipi
65 to 100 Ipi
median of 65 Ipi

Printer resolution Recommended Ipi Best choice/number of gray shades
2400 dpi 133 to 150 Ipi 150/257

1200 dpi 90 to 110 Ipi 100/145

600 dpi 60 to 80 Ipi 75/65

300 dpi 40 to 55 Ipi 53/33

IMAGE TABLE

Lpi Recommended image ppi Median
150 240 to 300 240
133 210 to 266 210
100 160 to 200 160
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75 120 to 150 120
53 85 to 100 85

SHADES OF GRAY

X=" Screen frequency”, Y="Printer resolution”, Z="number of gray shades”

2= Q1

SCREENING MATRIX GEOMETRY

X="X*X Halftone dot matrix”, Y="Printer resolution”, Z="Line screen”

X
I
NI <
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* MODES
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* CHANNELS
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Image Menu

The Image menu offers some of the most
useful image manipulating functions in
Gimp. In this chapter we’re going to dis-
cuss what you can do with Colors and
Channel Ops.




Image Menu

COLORS

The first part of the Colors menu deals with how image pixels are mapped to different RGB values.
The second part deals with color correction.

EQUALIZE

Equalize is often used to correct over- or
under-exposed photos. This command
finds the darkest and lightest pixels in the
image, and sets the darkest value to
black, and the lightest to white. The
intermediate colors are then translated to
the correspondefiiistogram values on
the new scale. By doing this dtjualizes
the image pixels on a wider scale or
spectrum than before. The result is usu-
{ ally harder and much clearer, with more
. .__saturation and contrast but often less fine
Dark input Output after equalize detail. Equalize can be used to find "hid-
den” colors in old, fading photos,
because colors are also equalizéd.
there is a weak shade of green some-
where in a seemingly solid blue area,
equalize will find it and strengthen it,
while the blue color will lose in intensity.
Sometimes this behavior means that col-
ors will look a bit unnatural after equal-
ization, so you might have to correct it

1 further by using the color correction

% tools. For adjusting old photos, it is
e *e@}_a l A sometimes better to ugeitostrech
T HSV, Contrast Autostrech andNor-

Light input Output after equalize malize. You'll have to try all and see
which is most suitable for your picture.
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INVERT

Invert creates a color negative of your image (or a positive of your neg-
ative). This is very useful if you haveskide scanneybecause then you
never have to worry about expensive developing. You need only
develop the negative film, and then you can do your own developing in
the computer. The calculations are quite simple; the inverted RGB
value of a pixel is 255 minus the former channel vaRead more

about inverted or complimentary colors in chapter 12

Posterizeis a way of creating an "indexed” image, where the colors are
not derived from the image, but from the number of possible combina-
tions the three RGB channels can produce. The available colors depend
on whatLevel you set in thé?osterize dialog

For a grayscale image it’s easy. Level 0, 1 and 2 produce the minimum
of colors possible - black and white only. For each level you get one
more grayscale. Level 4 equals four shades of gray, level 16 equals 16
shades of gray etc.

In an RGB image, Level 4 equals four different shades in each color
channel. This means that level 4 equals 4*4*4, which is 64 colors.
Because those 64 colors have nothing to do with the original colors in
the image, only a few of them will be used in the image. A posterized
image will be a lot less representative, but (perhaps) more "artistic”
than an indexed image, where the chosen colors are taken from the
image.
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THRESHOLD

The Threshold dialog displays a brightness histogram of the
image. Each spike in the histogram representstansity value

e | - # ranging from 1 to 255. The longer the spike, the more pixels with
that particular value. In the preview you can see where those pixels

are situated in the image.
Clicking on a single spike will only display pixels with that partic-
ular value, while dragging from one spike to another, will display

all pixels with a threshold range from the first value to the second.

I~ Preview

ok | Caricel |

Lineart

If you want to make &ineart (Black and White) image, this is the
command to use. It is also an excellent tookfecting by Valué If

you copy your image to allpha Channel, and use threshold on that,

you can for example select all pixels dark enough to represent a certain
shape, and use that to make a selection.
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COLOR BALANCE

Color Balance M =]
Color Levels: ID ID ID
1]
Cyan | JI | Fedl
1]
Magenta | JI | Green
1]
Yellaw | JI | Blue
I Preview I Preserve Luminosity

# Shadows ~ Midtones ~ Highlights

oK | I Cancel |

Color Balanceallows you to adjust theolor levelsin your image.
Color Balance changes colors in the image, but not so drastically
asHue-Saturation. Use Color Balance when you want to make
subtle changes in color.

In the dialog box you'll find three slide bars ranging from the three
RGB colors to their complimentary coloi€NY ). As you know if

you have read the chapter about color, the sum of two complimen-
tary colors is neutral gray. You can consider your current pixels
"neutral” and any change you apply will draw the pixel color either
toward Red or Cyan, Green or Magenta, Blue or Yellow.

Note, that drawing all three slide bars against the CMY (additive) colors will darken your image, while
drawing them toward the RGB (subtractive) colors will lighten the image.

There are also three buttons Highlights, Midtones or Shadows By pressing one of these buttons,

you choose whether you want to change the darkest pixels, the medium pixels or the brightest pixels. Th
Preserve Luminositybutton makes sure that the brightness value of your image doesn’t change. By
default this option is unchecked, the colors can get very unnatural if you insist on keeping the original
values while changing the color balance.

Output from color balance
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BRIGHTNESS-CONTRAST
: Brightness-Contrastis easy to understand. The zero values

SR =Bl represent the current values of your image. From that point of
Brightness [~ -78 departure, you can raise or lower the amoubotrast and

contrat B I—m brightness

I Preview
oK | Cancel |
HUE-SATURATION
: TheHue-Saturation dialog lets you adjudiue,

i =Bl saturation andLightness (Value). It is important
Al & to understand that this option is entirely based on
= e L E theHSV color modelRead more about HSV in

W 1]
b ightness o Cha ter 12
N Lightness | = | p
ve[ sen] — [ | Whenyou changelue with theMaster button

» = Freviw checked, all pixels in the image or selection will
v change color according to how many degrees you
o [ have turned the HSV color circle. If you just want to
| oK Cancel || change part of the spectrum, you can choose one of

the color swatches.

Pagel62 The Gimp User Manual



Colors

Hints

You must remember once again, this is HSV - not RGB. This explains
why checking the Yellow button doesn’t necessary change the yellow
parts in your image.

Because this is HSV, theellow swatchstarts at 100% pure yellow on

the HSV color circle (no orange shade whatsoever allowed) and contin-
ues towardsreen. Everything in the yellow-green cake slice is affected

by changes to hue, saturation or value. Yellow pixels get the color you
see in the swatch, and greenish pixels get the color next (clockwise) to
the swatch color, more and more so the greener they get. To affect the
yellow pixels which were slightly to the red side, choose the red swatch
instead. The red swatch changes all color between pure red and yellow. This fact can make Hue-Satur:
tion unsuitable for certain images. For most images, it’s very useful indeed, but if you have trouble with
it, try Colormap Rotation in theFilters/Colors menu instead (there are very few things you can’t
achieve with that filter).
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CURVES

TheCurvestool is a fantastic instrument for changtawor andbrightness of an image or a certain
color/brightness range in an image. As a matter of fact, it's so versatile that it is quite hard to describe.

Workflow

Simply put, the image’RGB values(and possiblélpha valueg are represented lmyrves and you
can change a curve anyway you like by dragging at different parts of it.

When you first open Curves, you'll see a straight linear curve.
Qurves =10 This curve is calleWalue and represents the values of all three
iy B o et [ | RGB channels of the current image. Value in this option does
not mean value as in HSV. Curves is based entireRRGB
values, and when you change the Value curve, you'll affect all
of the color channels.

Remember th&hreshold command? When you looked at your
image with Threshold, you could choose an area from spike A
to spike B, and that area represented pixels of intensity A, rang-
\ ing to intensity B. It is the same way with Curves; The left part
N of the curve represent the darkest pixels in the image, and the
right part represents the lightest pixels. There is a grayscale gra-
dient to the left of the curve. This gradient tells us vinaght-
————_ | | ness valuehe curve follows. To understand Curves better, you

Curve Tpe:_smooth | (1 By have to open an image and try it.
I | EER == Try dragging at the middle of the curve, up to the left, and down

to the right. While you are doing this, take a look at the gradient
below the curve. First of all, you'll find that dragging down makes your image darker, and dragging up
makes it lighter. Remember that you dragged in the middle of the curve. The middle represents pixels
with midvalues By making a soft curve in this fashion, you have changed the midvalues a lot, but you
have only changeldighlights andshadowsa little, so you have les®ntrast now. If you check out the
lower gradient, you'll see that the balance of dark and light has been changed, you can also see where on
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the scale this happened and with how much. If you are in a color channel, this procedure will turn pixels
a lot more/less (green/red/blue). In a Color chadagt means pixels withittle of that color, andight

means pixels witla lot of that the color in them. If you are changing Alpha, it’s the satiaek- stands

for low Alpha value (or very transparent).

You may have noticed that there are thads at the ends of the curve. Drag at these dots. You'll find that
the line to the left/right of the dots is perfectly straight. In practice, this means that dragging the left dot
constrains a range of dark pixels to the same value.l&lge this range or interval will be depends on
thehorizontal length of the line. Howdark it will be depends on where you put the dot onvirtical

scale.

Click at different places on the curve. Each click produces another dot, and you can move each dot ind
pendently of the others. You can move them up, down or along the curve. These dotBaadike

anchor points, but without the handles. This means that by moving a dot, you'll produce a little curve
between the two nearest dots. This way you can easily pick a syiteddleange, and only change the
values within that range. To get rid of dots, drag them toward one of the end dots. You can choose to g¢
rid of all dots except one, but having only one dot means that your curve is flat. A flat curve causes all
values to be the same; and this means your image will turn gray and disappear (or, if you're in the red
channel, all pixels will get the same red value).

Because this is a Value basedRBB, you can sometimes get an unwanted color change where you only
wanted to change the pixel brightness. This happens when you try to make extreme changes, like turnir
a very dark object light without disturbing the other colors in the image. Doing this wilinmel the

color, and you'll just end up with something red if the object was green. There are many solutions to this
problem. You can for example isolate the object in a selection antlugelnvert in theFilters/Colors

menu. This filter works iHSV space, and inverts Value without changing Hue or Saturation.

The optionCurve Type: Free, lets you create or modify your curve with a pencil, which offers unlimited
possibilities of fine-tuning colors or values. PresSngoothwill get you back to a smoother version of
the same curve. To learn more, you have to keep experimenting by yourself.
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LEVELS

Levelsis another way of manipulatifgGB properties. Levels is

an excellent tool for makinkighlights or shadowareas for 3D
enhancement. It is also good for putting emphasis on a certain
range. While Curves only affect the chosen range, Levels also
changes the pixels outside of that range. When you use Levels,
you're usually only interested in a defined range, like the brightest
or darkest parts of the image.

Levels =101 ]

Modify Levels for Channel:  “alue |

Input Levels: ID |1 a0 |255

When you open the Levels dialog, you'll segistogram of your
image’s Value (all RGB Channels) or of the Red, Green, Blue or
Alpha Channel. Take a look at the histogram and the ditttavs
beneath it. The black arrow representasimum value in the RGB
channels, the white arrow represeamximum value and the gray
arrow represents thaid value (127 on the RGB scale). The area
I Preview between the black and white arrows define a certain pixel value

I Aito Levels' oK | e— I range.

Levels on Grayscale

If you're working with a grayscale image, every pixel to the left of that range turns black, and everything
to the right of it turns white. Within that range you can decide how the brightness value is going to be
distributed through the transition from light to dark. If you’re working with an RGB color image, the
areas outside of the range will consist ofghienary colors and theiderivatives (CMY, RGB, BW).

If you drag the black arrow to the start of the histogram, the white arrow to the end of it and put the gray
arrow in the middle, you have pretty much done the same thiguadize does, i.e. broadened the

spectrum of the image. If you keep moving the arrows toward the centre, you'll get more contrast and
less detail, because the range is narrowing down. Try and move the gray arrow. Moving it to the left
adjusts the brightness scale so that more and more of the pixels get brighter, and vice versa. Also try the
Output levels gradient. The output levels control the overall brightness value, the entire image or draw-
able gets darker or lighter - always with less contrast than before.
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Levels on RGB or Alpha

When you switch to aolor channel you must remember that we’re no longer talking about dark and
light, we're now discussing theuantities of color in the image. Dark in the grayscale gradient means

low values of the color in questions, and light is for pixels with a lot of that color in them. The outcome
of moving the arrows in a color channel isn’'t as obvious as with Value, it depends on how much there is
of the color, and in what range most of the color is found.Qitput gradient controls the value range
pixels are allowed to use for a certain color. By this | mean if you set the Output to 100 - 120, all pixels
with a little green in them, (even if it's a very low value) get a new green value, which is at least 100, and
no pixel gets a higher value for green than 120. Dragging the white arrow to the left causes the image t
get less green (i.e. more red), and vice versa for the black arrow.

What is true for the color channels is also trueMipha. Here, dark means low Alpha (transparent) and
white is high Alpha (fully opaque or solid). When you use Levels on Alpha, you should use it for
advanced selectionfrom an Alpha Channel or a Layer Mask, i.e a selection with great variation in
Alpha values. Otherwise it will be a bit like trying to use Levels on a solid white square on black back-
ground - there isn’t really much you can do with it.

Example: Making Carved Text with Levels
To make you understand wHagvelsare good for, check out this example.

* 1. Create a new image with a white background
* 2. Create a white layer in this image.

* 3. Choose th@ext Tool and
write a few (black) letters on the
background. Use sonm@aussian
blur (the more you use, the more
bevel and softness you'll get).

* 4. Activate the white layer and
chooseBump Map in the Filters/
Map menu.

* 5. Choose the background to
bumpmap.
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* 6. You should now have a nice
3D image of the letters in your
layer. Use some more Gaussian
blur if you like, and duplicate the
layer.

* 7. Now it's time to uséeveld
Activate the top layer and move
the black and gray arrows to the
right, until you see the bright
highlights of the letters on top of a
black background.

* 8. Activate the other layer and
move the white and gray arrows to
the left, until you see the shadows
on top of a white background.

* 9. Change the Mode of the high-
light layer toScreen

* 10. Change the Mode of the
shadow layer tdAultiply

* 11. Fill the background with a
suitable color or pattern.

DESATURATE

With Desaturateyou can choose to remove color from a layer or selection without disturbing the rest of
the composite image. Desaturate does not turn your image into a grayscale, it’s still RGB, even if there is
no visible color.
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AUTO-STRETCH HSV

This filter makes aautomatic contrast stretchof your image. It does
this by finding the lowest and highest values of ¢48N channel, and
stretch this to the full contrast range. This is similar to Contrast Auto-
Stretch but Contrast Auto-Stretch worksRGB space. Auto-Stretch
HSYV is a great filter for enhancing or correcting old pictures. If you test
it on some old, faded images, and it doesn’t work, you can always try
Equalize to see if that does the trick. The filter can also be used to do
HSYV stretching for other purpose than image enhancing. If you really
want to know how it works, just bring up a histogram before and after
using it.

CONTRAST AUTO-STRETCH

Works just like Auto-Stretch HSV, but RGB space. This plug-in does

a great job removingndesired color tints As you may have noticed,
this plug-in is also a wonderful image enhancer for poor quality photos,
or faded images. It's also good for badly scanned images.
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NORMALIZE

This filter is rather similar t€ontrast Auto-Stretch, but it won't allow
theRGB channels to stretdhdependently. Instead they are treated as
aunion. The technical difference is that with Normalize, all channels
will not stretch over the whole range from 0 to 255. This is a filter you
will use a lot if you are dealing with scanned images and other image
enhancements.

CHANNEL OPS

The Channel Operationsdeal with channels, but in very different walsiplicate includes all layers
and channels in a composite image, whiféset only affects the active layer/channeecomposeauses
channel information from the active layer and creates new grayscal&Spamubsetransforms gray-
scales to channels, thereby creating a new RGB image.

DUPLICATE

Duplicate creates a copy of your image. This is a very useful command, so make sure you use it every
time you want to experiment with different solutions and variations in an image.

OFFSET
Offset can be used for placing layers or floating selections. Offset is useful if you
SEBLBld - want to move layers in a very exact way, or if you'd like to move them without
E:“I : I—IE changing the layer bordairap-Around means that the parts of the image which
l_::rap'_wnd ended up outside the layer border, will turn up on the other side of the image. If you

don’t want this, you can choose to fill the empty area with background color or

Fill Options
m transparency.

Offset by (20002 ) | Tips

06 | Concel Another useful aspect of Offset is the possibility of malsegmless tilesIf you
want to make a wallpaper pattern of your image, it's a good idea to check how well
the edges fit, before you tile it. If you cho@3fset by.., and check th&/rap-
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Around button, you'll split your image in four equal tiles. To achieve a seamless tile, you’ll have to try
and erase the sharp borders between the tiles. There are many ways of doing this, depending on how
complicated the image is. You can usedlmme tool and thdéransform tool, you carpaint, copy and
pastesuitable selections with different opacities, or use special filters. When your happy with the result,
choose th®©ffset by...option again, and your image will return to normal, but now with seamless edges
which will produce a perfect result when tiling the image. There is a filter ddl&d Seamlessn the
Filters/Map menu which also produces seamless tilésg looks very good with this filter. The draw-

back is that you can never get really sharp patterns with it - everything looks a bit blurred and double-
exposed

orrected with Offset
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COMPOSE AND DECOMPOSE

Decomposds a way ofextracting channelsfrom an imageComposemerges (at

least three) grayscale images to one color image. You can break up your image into
[Elrost ehiannet: its constituents, by choosing to extract RGB, HSV, CMY(K) or Alpha channels.
“ RGE
[ =] 3
+ Hsv
- Compose channels: - Channel representations: —————————
+ CMY
TV FRed: image_julia_gerflag_out tif -blue-5 | |
~ RGEA ) - .
= Apha Green: image_julia_gerflag_out tif -blue-5 | |
+ Hsv
—————————— Elue: image_julia_gerflag_out tif -blue-5 | |
+ CMY
_ok | canea o CMVK i, image_julia_gerflag_out tif-blue-5 I |
oK Cancel |
RGB decomposing

Decomposing t&RGB is really the same as activating a color channel ih&lyers & Channelsdialog,

but now you'll get them as three different grayscale images. You can do a lot of things with decomposed
images. The first thing that comes to mind is to edit them in different ways, and tl@onuseseto put

them together again. Another way of using Decompose is to save an extracted grayscale as a selection or
maskin achannel Sometimes there is very little of a certain color in the background compared to an
object in the image. This gives you the perfect opportunity to create very exact selections of intricate
objects. You can also play around with compose/decompose, and create interesting patterns.

“’“‘*’L@& 4

Original
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HSV decomposing

TheHSV decompose option creates three different grayscales, oHadpone forSaturation and one
for Value.

It may seem strange that a grayscale image can describe color, as in Hue, but consider the HSV color ¢
cle. Imagine a circular gradient where white and black meet in the start and ending point on the circle.
Pure black and white represent red, which is on top of the HSV color circle. Dark gray equals orange ol
yellow, and medium gray tones represent green or cyan. Accordingly, light grays represent blue and
magenta.

The Saturation and Value grayscales are easier to understand. White represents pure, strong color (sa
ration) and maximum brightness (value). Black means completely desaturated gray(saturation) and, wel
black (value).

From this we can derive, that if you
want something to be white in a
HSV based image, Saturation in
that area must be set to black, and
Value to white. The big difference
between RGB compose and HSV
compose is that the grayscale infor-
mation means very different things
for Hue, Saturation and Value,
while gray in RGB channels just
represents the concentration of a
certain color. This also explains
e why it is possible to manage with

S just one grayscale, when you are
composing to HSV. If you were to
use the same grayscale for compos-
ing RGB, the result would be
exactly the same as the original
grayscale. If you did the same for
CMYK, you'd just end up with an
overbright negative of the image (if
the image was inverted you'd get a
very dark grayscale).

g

‘.,\é_{?n y|
v

o el A

Value compdse as Hue
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CMYK & CMY decomposing

TheCMY or CMYK decompose option is interesting if you are thinking of putting your work to print.
Using CMYK decompose is actually the same as making your own color separation for four-color print-
ing plates. In principle, you can use CMYK decompose, print the outcome on a laser printer, and give it
to a professional print shop. However, the professional printer would most likely do a much better sepa-
rating job than you can, so | don’t recommend this solution. You can certainly achieve very interesting
results with CMY/CMYK decomposed images, even if you don’t use them for printing purposes.

This is the outcome of CMYK decompose and what the printing plates will look like

C M Y

The printed result of each CMYK plate
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Alpha decomposing

Alpha decomposeés a fast and easy way of converting semi-transparent layers to the equivalent gray-
scale. You can certainly do the same thing if you copy and paste the layer to an Alpha channel or a Laye
mask, but with Alpha compose/decompose you don't have to worry about copy/paste to Channel, or
transforming to selection and filling when you want it back in the layer again. It's a real convenient way
to editAlpha layers, and a worthwhile alternative to editing in thhannelsmenu. Another great

advantage is that decomposing an Alpha layer twice (Alpha decompose as well as RGB decompose)
allows you to retain original structure, color and Alpha after editing, because you can compose to
RGBA, which includes all channel information.

RGB, GRAYSCALE, INDEXED

astte Dptions These are the three conversion options you have for your image.
A Generste optl petts:  #ofcolors: [258 The natural choice, when you start working with an image is of

& WS - maTsee ie courseRGB. If you know that you want grayscaleor anindexed
& UnaEEn s | T = image, you can easily convert your image later. Some commands,
« Use blackhwhite ¢1 -bit) palstte filters and Script-Fu:s require grayscales, while others require RGB
Ty @ images. Just remember that all color information is irreversibly lost
I~ Enable Floyd~Steinberg dithering as soon as you convert to Grayscale, and a lot of color information
or | - | is lost when converting to Indexed. Remember that most com-

mands, filters and Script-Fu:s give horrible or no result at all when
used on indexed images, so if you are using an indexed image -
convert it to RGB immediately, and don’t convert it back to Indexed until you're finished witRéad
more about Color Models in chapter 12.

INDEXED OPTIONS

When you think of indexed images you probably think al@i&t images with a maximum of 256 col-
ors. However, this is no limit for indexed images in general, you are free to specify any number of colors.
If you are dealing with web design then it's a good idea to us&/th&V-optimized palette to map the
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colors. You can also use personal palettefor color mapping. A nice option is tiéoyd-Steinberg
dithering that helps make indexed images look "good” even if you only have a few colors in it.

Without dithering With dithering

RESIZE AND SCALE

RESIZE

The major difference betwedmage Resizeandlmage Scaleis that Resize only changes ttenvas

size while Scale changes the actual size sgaleof your image. Note that when you enlarge your

image with Scale, Gimjmterpolatesthe new imagdnterpolation means that an additional pixel

between black and white original pixels will get a gray color. This means that the enlarged image will
look better than the original image zoomed to the same size, but it will also lose in sharpness and clarity.
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SCALE

Image Resize =10]x]

Fesize

Mew width: 1211
Mew height: (242
# Offset: o

o

W Offset:

i

gesScalm =] EY

Mew width: 1211

Mew height: (242

™ Constrain Ratio

Scalemakes everything in your image larger or
smaller, including layers, biResizedoesn’t change

the size of the layers. To do that - useRasize

Layer option in theLayers menu You have to

change the layer size if you mean to use the new can-
vas in a meaningful way (unless you're happy with

the layers you have, and only wish to use the new size

i

d

Cancel

™ Constrain Ratio

ok | Cancel
HISTOGRAM

Information on Channel: Malue

Mean: 2058  Intensity: 0..255
Std Dev: 543  Count: S1062.0
tedlian: 230.0  Percentile:  100.00
Fizgls: S1062.0

oK | Cancel

for new layers). You can determine where on the can-
vas you want to place the image by usiagand Y
Offset. The dialog window gives a preview of what
the proposed changes in size or offset will look like,
and you can choose to keep the proportions of the old
image by checkin@onstrain Ratio. If you uncheck
Constrain Ratio and then change the proportions,
Scale will stretch or compress the image to fit the
new size, thus distorting the image. Resize will never
distort the image, it will either crop or add a transpar-
ent area to the image to fit the new size.

A Histogram gives you valuable statistic information on the chan-
nel values, or of a certain pixel range in a channel. The histogram
always refers to the active layer.

* Intensity refers to what value from 0 to 255 a certain pixel spike
has, or the value of the first and last spike in a chosen interval.

* Mean informs you of the mean value of that interval.

* Count refers to the number of pixels in a spike or interval

* Standard Deviationtells you how homogenous the pixel spike
height is in a certain range.

* Percentiletells you how many percent of the total number of pix-
els there are in a certain range

* Median tells you what the median of the interval is.

* Pixelstells you the total number of pixels in the active layer.
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ALPHA

HOLEs:

This plug-in requires lyered image As you may have noticed, indexed images like GIF don’t support
semi-transparency Holes creates a rather convincing illusion of semi-transparent pixels (at least if you
compare it to a dithered Netscape image in 8-bit mode). You can of couBBiss@eeto achieve a sim-

ilar effect, but this is a slicker way. In order to make this look good, you must use alstaadlize(like

1) and a medium talv Density (like -1.50) with theKkeep Opaquebutton checked. If you don't use

Keep Opaque, you'll risk getting spillout or "dot pollution” on the transparent areas of the image. This is
undesirable behavior if you're trying to create a semi-transparent look in a GIF, but if you're not, this
option can result in quite nifty effects. Depending on what effect you want, you may change the shape
and size of the holes, you can choose from square, round and diamond, though round and diamond
shaped holes require a minimum size of (2).

THRESHOLD ALPHA

This filter lets you remove pixels by thailpha value (transparency). The outcome of this filter is

always totally transparent or solid (never semi-transparent), so it's a great tool for controlling the appear-
ance of an image that you want to save as a transparent GIF. The slide bar value determines what values
you want to remove. If you set a high value, only pixels with an even higher alpha (more solid) will

remain after the filter is applied.

SAVE PALETTE

When you are dealing with image manipulation you often want to transfer the colors in your image to a
palette so you can easily pick the color you want. This tool will extract a palette from an indexed image.
The number of colors in the index dialog also sets the number of colors in your palette. Here is the work-
flow: Index your image and choose how many colors you want for your palette. |18aviecPal-

ette to bring up an ordinargavedialog. Type the name of the palette, and p8zag (the dialog is

already in your personal palette directory so there is no need to change the directory). N@irlpress

Z to bring back your image to RGB. Now you're almost ready to use your new palette. You just need to
restart Gimp before you can use it, because Gimp needs to refresh the palettes.

TRANSFORMS

AUTOCROP

This filter crops imagesautomatically. If you paint or paste something in a large solid-color or transpar-
ent background, you may find that you have put too much space around the image object. If you then
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applyAutocrop it will crop your image so that everything but the important parts are cut away. Note, if
you work in a layer, Autocrop will still crop the entire image with no concern of the other layers.

IMAGE

Lets yourotate theimage 270 or 90 deg.

LAYER

Allows you torotate alayer 270 or 90 deg. Remember that when you rotate a layer, some parts of it will
always disappear outside of the image boundary.

ROTATE

A simple way to rotate your image or selection (must be single layered) 0, 90, 180 and 270 deg. Quite
nice when you are scanning images.

ZEALOUS CROP

This filter works much like thAutocrop filter, but there are some significant differences. While

Autocrop cuts away peripheral parts which have no color or alpha variatialous cropusescom-
pressionbefore cutting. When this plug-in finds objects of different color on a solid-color or transparent
background (in the same layer), it vétjueezehose objects together as tight as possible without over-
lapping, but they’ll keep the same formation (relative position) as before. This way you get to keep all
your stuff inside of your image, which is now as small as it can possibly be without scaling. Zealous
Crop cuts through all layers, but it only uses compression on the active layer. Z-crop always crops inac:
tive layers at the upper left part, while Autocrop crops all layers in the position determined by the active
layer.
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Here we will explore Gimp’s selection
possibilities further




Selection menu

TOGGLE

Thetoggle option allows you to turn off/on the "marching ants” border around layers and selections.
This border is sometimes distracting, and prevents you from seeing what you are doing, so this is a nice
option.

INVERT

The Invert Selectioncommand is used when you want to select everything but the previous selection.
This usually means the background or surroundings of the selected objects. Remember that feathered
selections are equally feathered when inverted, but the feathering will now do the "fuzzying” inwards,
toward the object border.

SELECT ALL OR NONE

Select al is used together witKeep transparentwhen you have several objects in a transparent layer,
and want to fill all of them at the same time (most commonly a text layer, where you want to select all of
the letters). You may also want to select an entire layer (without Keep Transparent) if you want to fill all
of it with paint, and discard the objects in it. After having used the Select All option you caalese
Noneto get rid of it. You can of course just click at the layer with the rectangular or ellipse tool for the
same result, but if you happen to drag by mistake while doing this, you will transform the selection to a
float.

FLOAT

This is the command to use when you want your selectifioat but you want to make certain that it
doesn’'tmove We have discussed the fact that you can transform a selection to a float by moving it when
the select tool is still active. This will inevitable change its position by ever so little, and it will show
against the background. This is really important if you took the float from the background, and there is
now a "hole” in the background image where the float used to be.

FEATHER, SHARPEN AND BORDER

FEATHER

A featheredselection is a selection which gets more transparent the closer you get to the edges. Feather
allows you to blend a color or image softly with the background. You carfesther radius, where a

low radius value produces a selection with a bit more softness to the edge than usual. A maximum
feather radius means that the fuzziest parts of the selection will reach as far as more than twice the radius
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of the equivalent "sharp” selection, and the core of the selection will only have about half that radius. In
other words, this is a v-e-r-y fuzzy selection. It is so soft that you can fill it with patterns, then with colors
and then paste images into it, and all these things will blend togetherkKeepelransparent option is
checked, filling or painting within the selection will only affect areas which have an alpha value>0. Also
remember that feathering "blunts” the shape of the sele&iige detaildisappears in a fuzzy fog, and

a hand-shaped selection with fingers will look like a softball mitt at best. You can use this to your advan
tage if your selection isn’t as smooth as you'd like. Use feather to smooth, then grow a little to compen-
sate for loss in size, and last - use sharpen.

SHARPEN

Sharpenselection removes tifazzynessin a feathered selection, and leaves onlyctire, which is

now sharp edged. Sharpen does not restore edge detail in a feathered selection though. Sharpen is us
when you change your mind about the feathering, or maybe more commonly, when you have made a
fuzzy fill and want to enhance it by making a sharp fill or paste inside of the fuzzy one (a sharp selectior
is always smaller than a fuzzy selection).

BORDER

Border transforms the selection to a border area. The new selection surrounds the former selection anc
reaches a number of pixels outside and inside of the selection edge boundary. Border is useful when
working with special effects for text, or when you want to make drawings or frames from selections.
When you usé&troke the effect may seem similar, but the big difference is that with Stroke, you never
change the shape of the selection. Border creates a new selection based on the outline of the old one, ¢
using invert on a border selects both what'’s inside and outside of the old selection.

GROW AND SHRINK

Grow andShrink allows you to change the size of the selection. If the selection edge has fine details,
they will disappear if you shrink/grow by many pixels. If you just want your selection to be bigger or
smaller, but otherwise look the same, it’s better to save the selection to a layer and apgdyethesyer
command.

SAVE TO CHANNEL

If you are working with a complicated imadggve to channekhould be used almost every time you

make a selection! In this way you save the selection’s shape and transparency and stofdphi an
Channel. You can later activate this Channel and use the selection again if you need it. You can also dc
advanced selection editing in Alpha ChannBRksad more about it in chapter 18.
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SELECT BY COLOR

orE| Select by color

image_norm_out tif IS a Vel’y

efection Hadte advanced selec-
tion instrument.
You can use it to
modify an exist-
Fussinoes Tradhold ing selection, or
150 you can create
T entirely new
selections with
it. This tool is
based on color,
Feset Close || butit works fine
for grayscale or
indexed images
too.

& image_norm_out.tif-5.1 (RGB) [H[=] By Color Selection

-+ Replace
o gl
= Subtract

= Intersect

To select an area or areas of a particular color in an image, you just click at it, and all pixels with that
color, or similar color will be selected. TReizziness Thresholdslide bar lets you decide how generous
the "similarity” classification is going to be. A low fuzziness value selects only pixels of the exact, or
nearly exact color, while a high value accepts a lot of colors as being similar.

REPRESENTATION

While you are doing this, you can see a grayscale representation of your current selectiBy in the

Color Selectiondialog. This preview works just like aipha Channel. White parts represent sharp
selections (opaque), gray parts are for more or less feathered selections (semi-transparent), and black
areas represent unselected areas (wholly transparent).

MODES

If we take a look at th8election Modesthere are four choiceReplace Add, Subtract or Intersect.

Replaceis the standard mode, and also the most important one. With Replace you chbasethe

color range which your selection will be composed of. If you are not happy with the basic selection, you
can click at another place in your image, or change the fuzziness value to create a more accurate selec-
tion.

Add andSubtract are used to modify the basic selection. By pressing Add and clicking at an unselected
part of the image, that color or color range will be added to the selection. Likewise, Subtraesevill
lect areas of unwanted color from your selection. Intersect is a little trickier to understand, but you can
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say thatintersect chooses, depending on the fuzziness threshold, the small stripes of intermediate color
between the selection color and the adjacent color you clicked at (if you click at a color which doesn’t

touch the selection,

you end up with no selection at all). Using Intersect usually results in selecting the

thin, antialiased edges between different shapes.

OPTIONS

Tool Optior B [=] B3

By—Color Select Options
_1 Sample Merged

I Antialiasing
_|l Feather
10.0

Feather Radiuzs T

Close

Select by Color also has @ptions dialog TheSample Mergedoption refers to

the possibility to base the color selection on the entire composite image, instead of
just the colors in the active layer. Taetialiasing option is checked as default,

but if you uncheck it the selection will get sharp, no feathering whatsoever is
allowed. Thd~eatheroption is quite interesting though. Watch fipha Chan-

nel preview closely when you select with this option. You'll create soft cloud- or
nebulae-like selections with Replace, and lightning or metal highlight effects with
Intersect. Feel free to experiment with the Feather option checked, the results are
always interesting. If you really like the grayscale interpretation of the selection,

and want to work with it as an image, you can save it bg#ve to Channecommand, and then copy
that channel to a layer.
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Modes is a powerful instrument for
applying Layers and Paint. There are
fourteen different ways of combining lay-
ers, and they're all very useful. If you
learn how to use Modes, you've learned
a lot about computer graphics.




Modes

WHAT IS MODES

Blending modes offransfer modes can be described as different ways of controlling how the pixels in a
foreground layer blend into the background layer(s). Modes is mainly used with layers, but they can also
be used more directly as paint modes withRhant bucket, theBlend tool or any tool which uses

Brush Selection There are 15 different modes in Gimp;

* Normal

* Dissolve

e Multiply

* Screen

* Overlay

* Difference

e Addition

* Subtract

* Darken Only
e Lighten Only
* Hue

e Saturation

e Color

* Value

* Behind (not available for Layers Mode)

NORMAL MODE

Normal Mode doesn’t do anything special, as you might expect. The normal mode
layer covers all other layers, unless thereti@esparent or semi-transparentareas in
it.
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DissOLvE MODE

Dissolve Modeis actually very similar to Normal Mode. You must move @macity

slide bar and make the layer or paint transparent to be able to see the effect. When in
Normal Mode at 50% opacity, you'll see a smooth semi-transparent surface, Dissolve
Mode will produce alotty, grainy looking surfacenstead of using semi-transparent
pixels, Dissolve Mode producesitirely opaqueor entirely transparent pixels, 50%

of each (if that's the opacity value). This mode creates noise effects similar to grainy
film or granite rock. If you want a transparent GIF to look semi -transparent, using Dissolve mode (or
Holes in the Image/Alpha menu) is the only way you can achieve something of the kind. As you may
know, GIF:s only go two ways - transparent or non-transparent pixels. However, this isn’t a great solu-
tion. Most likely, your semi-transparent surface (glowing text for example), will look much better with a
solid background, if you index it to match the background on your gagelusion: This mode is used

with semi-transparency, where it divides pixels into wholly transparent or fully solid, according to the
level of transparency.

Multiply Mode

Multiply Mode amplifiesshadowsor dark areas of the image. Multiply is the mode for
creating shadows. You may compare it to putting $lideson top of each other on a
fluorescent clipping board. As in a slide, white areas are transparent in this mode, and as
putting together two slides would - the result is always darker. As to colors, they also
react as layers of colored glass (or if you prefer, CMYK color, yellow+magenta=red).
The difference between Multiply and Darken Only will be discussed later in this chap-
ter. Conclusion: This mode works with shadow, much like putting two slides on top of each other.

Screen Mode

Screenis the mode for creatingighlights in an image, and is in many ways the oppo-

site ofMultiply . You may compare it tprojecting two slides on a film screen. As you

may have understood, this mode depends on light, so black is transparent (just like a
black spot on one slide will allow the image on the other slide to shovwthamdsult is

always lighter Accordingly, the darker a layer is, the less it will affect the composite
image and vice versa. In Screen mode, white covers all, gray shades get more transpar-
ent the darker they get, and color is only visible if the other layer’s color permits it. (Now we are talking
RGB color, yellow + magenta = white, just as on your computer monitor or television set). For more
information on Screen mode, read about the difference between Screen, Addition and Lighten Only fur-
ther on in this chapte€onclusion: This mode works with light, much like projecting two slides on the
same screen.
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OVERLAY MODE

Overlay Mode is something of a combination 8EreenandMultiply . Medium gray is
transparent in this mode. The background is the most important layer; the overlay layer
is only used for modifying the background. Light and dark areas in the foreground affect
the background by intensifyifgjghlights, color or shadows so white, black or RGB/

CMY parts of the background are not affecfgolu can't intensify the shadow of black,
highlight white areas or intensify a color with maximum color vallre)his mode all

FG colors appear in a paler, more washed-out shade. Overlay color and saturation depend mostly on the
background. You can say that the foreground intensifies or modifies the background color; a green FG on
a green BG makes the image a bit greener, while a red FG makes the green color slightly less green.
Overlay Mode is good for adding shadows and highlights to an image, or changing the color tempera-
ture. What it really does is to add information to the existing (brightness) Value in your image, so you
can”paint with light”. Hue and Saturation are also changed, but add no more than a cold shadow or red-
dish sunlight wouldConclusion: The Foreground affects the dominating Background by intensifying

color, highlights or shadows.

DIFFERENCE MODE

In Difference Mode foreground and background pixels have a dramatic effect on each
other. Black pixels in either FG or BG are transparent, but as color gets brighter, the
effect increases, white being the most powerful difference color (a white pixel always
inverts the correspondent pixel). What Difference mode does, is to evaluate correspond-
ing pixels in both FG and BG and calculate the difference between them. Now, if we're
talking of grayscale pixels in one of the layers, it's easy to predict the outcome. If for
example the foreground pixel is brighter than the one in the BG layer, the background pixel gets inverted,
and if it's darker, it keeps its color. A greyish cast is however added to the image - the more the grayscale
pixel goes toward white or black, the weaker this shade of gray gets. If the pixels are colored or grayscale
in both layers, the result is harder to predict, but it works the same way; |[FG-BG|=Outcome i.e the abso-
lute value of the difference between FG and B@u count with negative values and dismiss the minus
character).

Difference mode is usually vepplorful, and can produce psychedelic results, but it is also a powerful

tool for telling thedifference between two layers. This becomes interesting when you for example want

to compare the size, shape and relative position of grayscale masks in different layers. Where the result is
black, the layers are identical, and any small difference will appear very clearly in thisGoodki-

sion: This mode displays the difference between the RGB-values in the two layers.
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ADDITION MODE

Addition Mode is rather similar t&creen Mode and is built on the simple principle of
adding the RGB values of foreground and background pixels. The result is always
lighter and often results in white areas and unsharp e@geslusion: This mode adds
the foreground RGB-value to the background RGB-value.

SUBTRACTION MODE

Subtraction Mode is the opposite of Addition, and sometimes produce results similar

to Difference. Here yousubtract the foreground color from the background color - If

your background is White (255,255,255), and you subtract Red (255,0,0), the result is
(0,255,255) which is Cyan. A white shape in the upper layer against a white background
will for the same reason produce a black shape. So far the result is the same as for Dif-
ference, but as soon as a foreground value exceeds the background value, the results
start to diverge, since what is zero for Subtract becomes a’negative” value for Diffé&@enckusion:

This mode subtracts the foreground RGB-value from the background RGB-value.

DARKEN ONLY

Darken only is somewhat similar tMultiply . It is a mode where color can only get
darker, but Darken doesn’'t work like two slides on top of each other. Here foreground
and background pixels are compared, and Darken choosgarkest RGB values in

each channel. The result of choosing between a bright red (243,83,47) and a turquoise
blue (47,239,201) would be: (47,83,47) - a dark moss green. Had you used Multiply
instead, you would have gotten a similar but somewhat darker color (44,Coy331y-

sion: This mode compares the pixels of foreground and background and chooses the lowest RGB-
value.

LIGHTEN ONLY

Lighten only is of course the opposite of Darken only. If we choose the same example
here, bright red and turqoise, the result would be: (243,239,201) - an eggshell bright
beige. Lighten works by choosing thigghest valueof each pixel pair, and the result is
always lighter (similar to Screen). If you'd used Screen instead, you'd have gotten a sim-
ilar, but somewhat brighter color (246,245,211), and if you had used Addition, you'd
have got a similar but much brighter color (255,255,2@8nclusion: This mode com-
pares the pixels of foreground and background and chooses the highest RGB-value.
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Hue modemakes it possible to change ttaor of an object without changing bright-

ness or saturation. This mode acts on color alone. Your foreground color is the color
you'll get, but you'll keep the general feeling in the image; a loud green on soft dark
blue will be translated into a loud yellow on soft dark yellow. White, black or grayscale
information in the background is not affected and cannot be tinted. Consider this if you
wish to tint a background with complementary colors next to each other. Fuzzy blue dots
on yellow means that somewhere around the edges there will be gray (on your screen, transparent blue
on top of yellow doesn’t turn green, it gets gray!), and your dots will look much like frog’s eggs or germs
in a microscope. Note that you cannot shift a color to grayscale in this mode either. Grayscale informa-
tion in the foreground comes out as a scratchyCedclusion: The composite image uses the Back-
ground for Value and Saturation information, while the Foreground is only used for determining

Hue.

SATURATION

You can use any color you like in the foreground, background color doesn’t change,

only saturation, which assumes the same saturation as the foreground color. The hue
can’t be changed, except for pure grayscale background which becomes shades of red if
the foreground contains color. Because you can change saturation, this mode is often
used with gray paint because this desaturates the background. Note, using black, white
or gray makes no difference, what matters is that those colors have no satGation.
clusion: The composite image uses the Background for Hue and Value information, while the Fore-
ground is only used for determining Saturation.

COLOR

Color Mode will change botthue andsaturation in an image. Black or white back-
ground pixels are not affected, but all other colors, grayscale or not will assume the hue
and saturation of the foreground color. Color mode does not affeécaline (bright-

ness) of the background. The dark and light information is left intact, but not hue or sat-
uration. This is a nice mode for tinting grayscale photos if you want strong, clear colors,
for a softer tinting (old photo look) consider using Overlay inst€adclusion: The
composite image uses the Foreground for Hue/Saturation information, while the Background is only
used for determining Value.
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Value is the same as”Luminosity” in Photoshop. It doesn’t change the hue or saturation
of the image, but it changésightnessandshadows i.e the structure or 3D dimension

of the image. As opposed to Overlay, this mode can't distinguish a dark red from a
bright red, all shadows or highlights disappear from the background, and Value mode
can't see grayscale BG at all - because all of these things are associated with Value, anc
BG value is ignored in this mode. Value is good for correcting overbright/dark colors, or

it can be used to transfer patterns or structures into an image, without changing the color of the image.
Conclusion: The composite image uses the Background for Hue/Saturation information, while the
Foreground is only used for determining Value.

BEHIND

This Mode is a purpaint-mode, and has as such no function in the Layers dialog. Behind is used with
Blend, Paint bucket or in the Brushes dialog. There is no use trying this mode on solid layers, because
only affectstransparent or semi-transparentareas. When you paint with Behind, it's like painting on

the other side of the layer. If you compare the layer with a wall with windows in it, the Behind paint
would be applied to the outside of the house, and only be visible through the windows. Accordingly, if
the windows are dirty (semi-transparency), the dirt will show against the Behind@mhatusion: This

is a paint-mode where only transparent areas are affected by your painting (does the opposite of Keep
transparent in the Layers dialog)

COMPARING PICTURES IN DIFFERENT MODES

Normal Mode (color) Normal Mode (b/w) Dissolve Mode (color)
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Screen Lighten Only Addition Overlay

As you can see, Screen has kept the value variation of the grayscale squares, but all shades are brighter than the
original. Lighten hasn’t changed the brightness of the visible squares, but all dark squares are invisible. Addition

brightens up so much that most of the squares are white, and black is invisible for all three modes. Overlay is
something between Screen and Multiply. Medium gray is invisible in this mode.

Multiply Darken Only Subtract Difference
Multiply, Darken and Subtract (grayscale) are the dark equivalents or opposites of Screen, Lighten and Addition

Color and Hue both use the hue of the foreground, but not the value. As you see, Color also uses the saturation of the
FG (as Saturation does). Value is the opposite of Color, and Difference displays the difference between FG and BG.

Color Saturation Value
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WHY ARE THERE SO FEW COLORS IN SCREEN, ADDITION, AND LIGHTEN ONLY?

With pure process color€MY or printing ink colors) as back/foregrour@y@n, Magenta,Yellow)

shades of that color is the only color you're going to s&xiren Addition or Lighten mode. The rea-

son for this: Just as White has a maximal RGB-value for all three channels, the RGB value of a proces:
color is maximum for two RGB-channels. As a matter of fact, all RGB colors with max values for two
channels are more or less bright versions of a certain process color, no matter what the third value is. S
if you fill a layer with Magenta (255,0,255), all colors in the composite image will end up Magenta. The
more green they have in them, the paler the shade will be (until white) Check it out with the color selec-
tion dialog! Using pure Red, Green or Blue produces similar results. Since The RGB-colors have max
value in one channel, output colors are restricted to those with max values for that channel, e.g. Using
Red in a layer means only colors in the red spectrum (from magenta to yellow) are visible in the compos
ite etc. Conclusion: White=max in all three channels - only white is visible, Process colors=max in two
channels - only shades of that color are visible, RGB color=max in one channel - only shades of that
spectrum are visible.

WHAT IS THE DIFFERENCE BETWEEN SCREEN, ADDITION AND LIGHTEN ONLY?

Screen Addition andLighten may appear very similar, sometimes almost as the same mode, but there
are certain important differencdsghten Only compares the FG and BG RGB-values, and chooses the
higher value for each channel. Addition juatids upall values, and thus comes up with a brighter

image.

Screenworks bymapping the foreground against a background scale from 0-255 in each channel,
where the FG pixel maps its value to 0 (black) on that scale. Compare it to putting two scales of equal
length on top of each other. The background scale goes from 0 to 255, while the foreground scale goes
from x to 255 (x=FG value). The composite value can be found somewhere on the FG scale, and that
placement is determined by the other scale. If the background is a grayscale with an Intensity of 100, an
the foreground’s Intensity is 178, the compoSstdue can be calculated like this:

* The Background scale consists of 255 equal parts

* The Foreground scale consists of 77 equal parts, because 255-178=77

* If you choose 100 on the BG scale, the FG scale can be calculated: 100/255=FGscale/77
* FGs=(77x100)/255, so in this case the FGscale=30

* Composite Value=178+what the FG scale shows: 178+30=208
The formula for how Screen works: Composite Value = FG + ((255 - FG) x BG) / 255

The most obvious difference between the three modes iS¢hegncolor isdarkerthanAddition, but
lighter thanLighten Only. The main (in practice) difference between Lighten Only and Screen is that
Screen is brighter, and it allows more shades than Lighten does. This is because Lighten is seldom
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affected by dark colors, it'll just choose the color that is lighter in all RGB values if there is one. The

advantage of Screen vs. Add is that Screen colors don’t white out as often as Add (because 255 is often
the result when adding up).

WHAT IS THE DIFFERENCE BETWEEN MULTIPLY AND DARKEN ONLY?

These two modes often result in similar outcome, whiriiply is always a littlelarker As you know,

Darken chooses the darkest RGB values in each channel to produce its result. You can compare the dif-
ference and similarity of Multiply and Darken Only with those of Screen and Lighten only (Subtract

would also correspond to Addition, if you inverted the top layer). Multiply is mathematically the oppo-

site of Screen. Where in Screen the foreground value was mapped to zero and up, it is mapped to 255 and
down in Multiply. This means that the Foreground value is the lightest possible value, just how dark it's
going to be is determined by the Background Valie algoritm is simple: The Composite Value = FG

x (BG/255).For grayscale images, the difference is much more evident. If you take a look at the pictures
on the next page, you'll find that Darken Only looks semi-transparent where Multiply looks as transpar-
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ent as slides. The Multiply Mode is darker and shows a lot more of the background, and in color images
you'll get more color variation (for lighter colors) with Multiply than with Darken Only.

WHAT IS THE DIFFERENCE BETWEEN COLOR AND HUE?

Hue andColor sometimes produce similar results, because in both cagésrdground controls the
compositeHue, and theBackground determined/alue. The difference consists in what layer controls
Saturation. In Hue Mode it's the background, and in Color Mode it's the foreground. Generally, Hue
and Value are the most important parameters in an image, and if Saturation is roughly the same in bott
layers, it'll be hard to tell the difference between Hue and Color Mode. You will however certainly be
able to tell the difference if one of the layers is grayscale, or if there is a lot of variation in the saturation
of a layer. You can also think of it this wayolor Mode is often used for adding color to a graysciale

which case it's important that the top layer controls Hue and Saturation, while it must not interfere with
the dark/bright values of the backgrouhidie, on the other hand is often used for changing the existing
color of a certain objectn this case you don’t want to change the Saturation in the background, because
then the object would look very unnatural.

Darken Only Multiply

In Color Mode (top, right) you can see the leaf pattern of the foreground clearly
although no brightness Value from the FG has been used in the composite |mage’

In Hue Mode, the only visible effect of the foreground is the green color of the
leafs. Because Saturation is taken from the background, the only part of the :
image which is really green is the face (which had the highest saturation). e\ '
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In this chapter we’ll discuss the very
foundation of effective image manipula-
tion - Layers. What they are and how to

use them.




Layers

INTRODUCTION

| have heard that some Gimp-users find the concept of layers hard to
grasp. It shouldn't be that way though, because using layers is really
Laers | chonmt | as simple and straightforward as wearing layers of clothes on your
I | R |t teen Tans body. Once you have started to use layers, you won'’t understand how
R —11%%  you could ever do without them!

Image:  Electric_haorseman.xcf-30 = |

ADDING LAYERS TO YOUR IMAGE

Open thd_ayers & Channels dialog box in themage-Layers

menu. The dialog box has dmage meny where you can see the name

of your image. If you are working with several images this is very use-
ful, because all open images are listed here, and you can choose the one
Bl raent copy copy you want to work with by clicking its name.

gradient copy

factory sky
% 5 There are twaabbed folders- one forLayers where you are now, and
one forChannelgChannels will be discussed in chapter 18). There is
~ - also a drop down menu fdodes, anOpacity slide bar, and Keep
O]l a|l v | @] x| 2] Transparent button.

Cloze |

THE DIALOG

9 9 0600 6 0 9

There are also fivehort cutbuttons at the bottom of the dialog. They
are (counted from the lefyew layer,Raiseactive layer| ower active
layer,Copy active layerDeleteactive layer and\nchor floating selec-
tion, all of these options will be discussed later in this chapter.

LAYERS

In the window, you will see taumbnail icon of your image. There is aye symbolo the left of it, and
you can see that your image is calBatkground Try clicking at the eye, and you'll find that your image
disappears! Click again and it comes back. The eye symbol allows faggte on/off layers so you

can work with a particular layer without having to see all other layers. I5¥3BT-click on an eye
icon, all layers except that one will be hidden from view. To toggle on the other B#¥FS,-click

again. Now, press thigght mouse button with the cursor placed on the thumbnail image or the
layer name. This brings upg.ayers menuwith a few more options than the regular Image Layers menu
(the one you get when you right-click in your image). Choose the first option on the list\maNed

Layer.
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LAYER OPERATIO

New layer

Layer name: 'W
Layer width: '2117
Layer height: '2427

Layer Fill Type
~ Background

e hiite
# Transparent
Ok Cancel

The active layer

NS

When you choosbBlew Layer, you'll get a little dialog box asking you some
guestions about the new layer. Here yiame your layer. You can for instance

call it "shadow” if you mean to create a shadow of an image object in this layer.
It's a good idea to name your layers if you work with many of them, especially
when you use similar layers with different functions. You can also changizéhe
of the layer, but you don't really have a reason to do this, unless you know exactly
what to put in it. The last thing to decide is wlageer fill you want. The options
are;Background, meaning your current background color in the toolbgkijte
andTransparent, where transparent is the default fill. Pré$é and you have
created a new layer on top of your background.

Now, when you have two ore more layers, it's really important to know which oneastthe layer.
The active layer is marked with blue color in the dialog box, and you can make another layer active by
clicking its name beside the thumbnail. As soon as you have several layers in an imageaGsgnly
to the active layerso you can only work in one layer at a time

If a layer is smaller than the background, you can also make it active by clicking in it wib\bdool.
If you want to move a transparent layer, or just make sure that you move the right layer, press the

Shift key as you drag. This will ensure that only the active layer is moved. When the selected layer’s
boundary changes color from yellow to blue, you know that it's safe to move it. Also see chapter 9 abous

the Move tool.

Symbols and explanations

Image:  Electric_haorseman.xcf-30 J|
Layers | Channels |

Mode:  Screen = | _1 Keep Trans.
Opacity: [ 100.0

shadow

leopard

| /|

®
> [§
=

[ -

O] al v|a@] x| ]

Cloze

If you click beside the eye symbol, you'll get a new icon - a little
anchor symbol. This enables you limk some of your layerd.ink-

ing layers means that all layers with the little anchor symbol are
locked or grouped in relation to each other, so you can’'t move one
layer without moving the others at the same time.

Only remember to unlink the layers before moving another layer, oth-
erwise you’ll move all of the layers even if the linked layers aren’t
active.

To understand thKeep transparentbutton, you first have to draw
something in a transparent layer. Make the layer active, and paint
something with th@aintbrush (with the button unchecked, which is
default). Now, press the button, change the color of your paint, and
start painting again. You'll find that you can only paintdpaque
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areas - i.e. the ones you already painted. The purpose of Keep Transparent is to protect the boundaries of
opaque shapes in a transparent layer. It also makes it very easy to change their color, you never have to
worry about painting outside of edges etc. If you want to use a filter on a layer, you usually don’t want

this option checked, because then you'll only get the filter effect inside of the shape.

Naming

: : If you want torenamea layer you justiouble-click on the layer's
old name and you’ll get a dialog where you can type the new name.

Layer name: | Background

Remember that your original image was automatically neBaet-

ground? Thebackground layer doesn’t react quite as the other layers,
because it isn't really regarded as a layer - it's a fix and solid area for lay-
ers to work against. The background works the same way as it did when you didn’'t have layers. When
you cut parts of it, or use the eraser, the background color shows - not a transparent surface. You also
can’t usdayer maskson it or raise it. Normally, you have no need to do these things on a background,
but if you want to anyway (for transparent GIF:s for examplejple-click its name, rename it and

it will behave like any other layer. You can also skl Alpha Channel, or duplicate the background

and erase the original.

ok | Concel |

RAISE LAYER AND LOWER LAYER

These commands move the active layer to a higher or lower position in the layer hierarchy. You can only
raise or lower a layer one step at a time, so if you want to move a layer near the background to the top,
you have to keep raising it step by step, until you are satisfied with the position. The background layer
can't be raised, unless yoenameit or useAdd Alpha Channel.

DUPLICATE LAYER

Makes acopy of the active layer, and places it immediately above the original.

DELETE LAYER

Deletesthe active layer.

SCALE LAYER

Shrinks or enlarges the layand its contents
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RESIZE LAYER

: Changes the size of the layleuat not its contentdf the contents of the
e =D |ayer is larger than the new layer size, the image or selection will be
clipped to fit the new size. There is alsooffiset option, where you can

S decide how the layer content is to be placed inside the new layer.

Mew height: [1220]

# Offset:

T

W Offset:

I~ Constrain Ratio

ok | Caricel

ADD LAYER MASK

DESCRIPTION
T | This is an advanced option. You useayer Mask when you want to
change thalpha valuesin a layer. If you don’t know what alpha val-
Laers | chonmt | ues are, read the chapter@nannels
Mode:  Screen = | _1 Keep Trans.
Opacity: [ 100.0

5]

@ ‘-I'b @ % shadow copy
shadow J

@ E leopard

[~ =

EIIAI'I@IXI\LI

[~

Cloze |

The User Gimp Manual Page 203



Layers

How 10

When you add &ayer maskto a layer, you always work withgeayscaleimage

(you can use colors, but they will appear as shades of gray in the mask). In the

Initialize Layer Mask To:

= ihite ¢Ful Dpacity) layer mask, black stands for transparent and white for opaque. When you choose
 Biack (Full Transparency) Add Layer Mask , you'll first be asked what initidill you want; white, black
< Layers Alpha Chanrel or layer’s alpha. If you chood#ack, you start out with &ransparentmask,

= — white gives armopaquemask, andayer’s alpha means that the mask will use
whatever alpha values your layer has. When you have chosen the initial fill, a
small layer mask icon appears next to the layer thumbnail. To switch between
layer mask and layer you click at the appropriate thumbnail. To create the mask, you can do a number of
things.

With gradients

A very useful mask can be made fromradient fill. A gradient results in the top layer gradually blend-

ing with the background. You can paint degrees of transparency where you want it, or use filter or a pat-
tern to create an interesting mask. You can use selections, or paste an image into the mask. In short, this
is an extremely versatile and powerful instrument.

Green and Red Mask display

To work with the mask, the little thumbnail is quite insufficient! B&&-click  on themask icon

and you'll see the grayscale mask instead of your infdgee that the mask icon is now lined with
green When you want to check the result of the madkl-click  again, and you'll see what your
image looks like with the mask effect. To see your image without the @ERk-click on the icon;
The thumbnail is now lined witled. CTRL-click  again to return to the mask. You can also alternate

betweergreenandred display byALT-clicking , but to enter and exit this mode you have to switch
to red first.

APPLY LAYER MASK

Apply Layer Mask is used when you're happy with your mask, or if you're
dissatisfied, and don’t want to use it.The choice is clapply or discard.

Apply layer mask?

Apply | Discard| Cancel|

ANCHOR LAYER

Anchor layer is used for merginfloating selectionswith a layer (the layer which was active before you
placed the float.). If you don’t know what a floating selection is, check out chapter 18. Most of the time
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it's quite sufficient to mouse-click in the float to make it stick to a layer. Sometimkotleetool has to
be active for this to work (this is the case for anchoring flodtxg strings), but the Anchor layer com-

mand always works, and it’s fast to use, if you remember the short cut keyGoi-H( , if you don'’t
assign another key to this function).

MERGE VISIBLE LAYERS

Firal, merged layer should be:

- Expanded as necessary
= Clipped to image
= Clipped to bottom layer

Ok Cancel

FLATTEN IMAGE

This functionmergesall layers which have the little eye icon turned on. Invisible
layers are not affected. The optidigpanded as necessargndClipped to
imageresult in the same: the final layer is just big enough to fit all layers, but no

larger.Clipped to bottom layer results in a final layer with exactly the same
dimensions as the bottom one.

Mergesall layers without exception. Remember that you mustHietten Image before saving your
image, if you mean to save it in any other image formatX@RandGIF. (Also, remember to erase

your Alpha Channels if you have made any in ti&hannelsfolder - many image formats and printers
don’t understand Alpha Channels).

ALPHA TO SELECTION

Alpha to Selectionis a very powerful command. Alpha to Selection is used when you want to transform
opaque or semi-transparent shapes in a transparent layer to a selection.

This command is so useful, that you use it nearly every time you work with a layered image. Think of it,
the form, or shape of things is what you mostly work with in the different layers. If you work with an
image of, say, a saucer, you'll want to place a copy of the saucer shape under the actual saucer to creat
saucer-shaped shadow. Then, you want another saucer copy to accentuate highlights in the porcelain, a
another to show dark areas, and another with a special pattern on it, and another...etc. Get the hint? Eve
time, you just want the empty shape or the selection of the saucer, not a copy of an image with a saucer
it. This is why Alpha to Selection is so important. The pure shape of an object in the form of a selection
goes through all layers, you just activate the layer you want it in, and start working!
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MASK TO SELECTION

Mask to Selectionis the equivalent oflpha to Selection but formasks You usually don’t use this
option as often as Alpha to Selection, but if you've made a good mask it is great to be able to use it again
in another layer.

ADD ALPHA CHANNEL

If you wish to add alpha information (be able to work with transparency) to the background layer, you
can use this option. There are other ways to accomplish thiddduAlpha Channelis fast and easy.

ALIGN VISIBLE LAYERS

This command is useful when you have lots of small layers, and you
want to position them in a very exact way. It is, of course, quite ideal
for correcting frames iGIF -animations. Thélign command only
works with visible layers (with the eye icon turned on), so if you only
wish to align certain layers, that's no problem.

m HORIZONTAL STYLE

Horizontal style controls how layers are positioned (horizontally) in
relation to each other.
* None: No change in horizontal position

* Collect: Top layer controls where the lower layers endCgdlect causes all lower layers to snap
their chosen edge to the horizontal coordinate of the top layer's chosen edge.

* Fill (left to right): Places the layers from left to right, starting with the top layer. The distance from
the chosen edge of a layer to the next is always the same. If the top layer’s chosen edge is already to
the left of the others, it will not change horizontal position.

* Fill (right to left): Corresponds to the above

* Snap to Grid: The chosen edge will snap to the nearest horizontal grid line. A chosen corner will
shap to the nearest node in the grid system you made.

HORIZONTAL BASE

Horizontal base controls what edge the layers snap to or fill from
* Left Edge

* Centre

* Right Edge
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VERTICAL STYLE

Vertical style controls how layers are positioned (vertically) in rela-
tion to each other

* None: No change in vertical position

* Collect: Causes all lower layers to snap their chosen edge to the
vertical coordinate of the top layer's chosen edge.

* Fill (top to bottom): Places the layers from top to bottom where

the distance from the chosen edge of a layer to the next is always the
same. If the top layer’s chosen edge is already to the top of the others,
it will not change vertical position.

* Fill (bottom to top): Corresponds to the above

* Snap to Grid: The chosen edge will snap to the nearest vertical grid line. A chosen corner will snap
to the nearest node.

VERTICAL BASE

Vertical basecontrols what edge the layers snap to or fill from
* Top Edge

* Centre

* Bottom Edge

COLLECT

Collect is good for stacking objects in horizontal or vertical rows. If you want to place your layers
exactly on top of each other, this is the option to use (cHookect/Centre for bothVertical andHor-
izontal style/bas¢
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FILL

Fill is good for animations where you wish to move an object with
equal steps for each frame. If the layers are placed on top of each
other, or very close together when you use Fill, you'll first have to
move them apart to get an acceptable rekldting small layerss

very easy. Clicking on a small layer with thi@ve tool automati-

cally makes that layer active, so you can drag and drop layers easily
without having to choose them in the Layers dialog. There is no sure
way of controlling the distance between layers, but as a rule, the max-
imum distance is achieved by spreading the layers as far as possible
before aligning. Aligning with Fill several times, reduces the distance
between layers. Each time you use it, the layers get closer, until the
layers’ chosen edges touch. A tip is to lock the layers after using Fill.

If you link them with theanchor symbol, you'll be able to move all of the layers in the sequence to a

suitable place in the image.

SNAP TO GRID

-

-

-

Snap to Grid is an indispensable option when you're planning an
animation. The problem is that the grid you create with Grid size is
invisible. To be able to use this option in a productive way, you have
to make the grid visible. The solution to this problem is to create a
new full-sized layer, us€rid in theFilters/Render menu, and set

the size in this grid to the same as the invisible Align-grid. Remem-
ber that different layers may well snap to different nodes in the grid -
each layer will snap to the node/line which is nearest to its chosen
edge/corner. The best way to work with Snap to Grid is to place the
layers close to the place you want them, and then align them perfectly
with this option. If the grid system isn’t enough for your needs, you
can always correct the position afterwards by dragGiniglesto the

position you want, and usnap to Guides(default in theview menu).

Misc.

Ignore the bottom layer even if visibleis set as default. This is wise in most cases. When you have cre-
ated layers with a fix background, you don’t want the background to start moving.

Use the (invisible) bottom layer as the bageeats the bottom layer as any other layer, it aligns the
background or bottom layer together with the other layers. Use this option if you want to Gl&ke a
animation with transparent background.

Grid size: Here you can set the size of the invisible grid. The grid squares measure up to 200 pixels.
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IMPORT LAYERS

With this tool can youmport one or more layers from a another image. §dwceimage can be bigger

or smaller than thearget image. The interface is simple and easy to use. There is a menu where you
select an image to import layers from, and several options for selecting what layer(s) you want to import
You can make importing easier by bringing uplthgers & Channelsdialog. As you can see in the
interface, you can import the layers in the way they appear in the source image, or in reverse order. Yol
can also choose what layers you want to impioked (the little anchor)yisible, selectedor all layers.

To import a layer, pres@K or Apply. Pressing Apply will keep the dialog open after importing, so you
can go on importing layers from other images.

ADJUST LAYERS

When you add a small layer to an image, you may want to adjust that layer in relation to another layer o
the image border. This tool will help you do this in several ways. You must first choose what layer(s) or
image border you wamtdjust to be relative to. The second choice is to specify the layer(s) you want to
adjust. You specify these adjustments with four check buttons. As you see in the table below, there are
sixteen different combinations:

Left Right Top Bottom Result

X Adjust to the left. No vertical change
X Adjust to the right. No vertical change
X X Centre layer horizontally. No vertical change.
X Adjust to the top. No horizontal change
X X Adjust to the top left corner
X X Adjust to the top right corner
X X X Centre layer horizontally, and adjust to the top
X Adjust to bottom. No horizontal change
X X Adjust to the bottom left corner
X X Adjust to the bottom right corner
X X X Centre layer horizontally, and adjust to bottom
X X Center layer vertically. No horizontal change
X X X Centre layer vertically, and adjust to the left
X X X Centre layer vertically, and adjust to the right
X X X X Centre layer in all directions

You can also select a layer in the drop down menu. It's wise to halzaybes & Channelsdialog up,
S0 you can set the layers that shouldifdeed, visible or active. All these functions makes it easy to
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adjust several layers against the image border or another layer. You can for example use a combination
where you adjusdll linked layersagainstll visible layers

MOVE LAYER

Here’s a possibility to move one or several layers in a more exact way than you can achieve by hand. In
the drop down menu you select a layer to move. The slides set distance and direction of the movement. If
you want to move more than one layer you have to ch#fekt visible layersor Affect linked layers or

both. If you don’t check any of these buttons, only the layer selected in the drop down menu will be
affected. You must also choose how to move the layee{s}jve or absolute With Relative, you will

move the layer(s) with theelected layer’s current positioas reference. With Absolute mode, you will

move the layer(s) with thenage borderas reference.
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Channels are a resource that beginners
often leave unused in programs with
layer capability. Learn how to use them,
and you can't be without them!




Channels, Floating Selections and Duotones

CHANNELS

If you click on the tabbed folder marked Channels next to Layers, you'll get closer acquainted with the
wonderful world of RGB- and Alpha Channels.

RGB CHANNELS

When you open th€hannels dialog you'll see the threRGB-channels Each channel represents the

Red, Green or Blue color value of the pixels in your image. Think of the RGB channels as grayscale rep-
resentations, where"white” is replaced with 100% color. Pure red in the red channel is the equivalent of a
red value of 255 for that pixel, black means that the pixel has no red in it at all. As opposed tahayers,
RGB channels are all active at the same tiiffee RGB channels are also equipped witl icons so

you can choose to watch your image in a single color channel. If you want to, you can choose just to
work in one or two specific color channels, by clicking at them (click at an active channel and it becomes
inactive, and vice versa).

Normally, there isn’t much use in working directly in the color channels. If you are very skilled, and like

to experiment with patterns and advanced coloring, this can be of interest though. You can for instance
erase or add parts to the red channel, or try a filter on the blue channel etc. Just remember that the chan-
nel operation only affects the active layer. Also note that you can't use the standard edit functions like
cut/copy/pastein a single RGB-channel. Moving selections in a color channel is also not possible with-
out moving the content of all three RGB channels. If you want to do any of these things,Cemthe
pose/Decomposeption in themage/Channel Opsmenu.

ALPHA CHANNELS

No, the real reason to use the Channels dialog is that yaiarerandedit selections in Alpha Chan-
nels! Whenever you make a selection which is more complex than a square - save it! You are most prob-
ably going to need it later.

WHAT ARE ALPHA CHANNELS?

TheAlpha value describes the amounttiansparencyin a pixel. Just as each pixel has a value for the

Red, Green and Blue channels in the RGB system, it also has an Alpha value. Check this out with the
Color Picker! As with the RGB-channels, pixel values in an Alpha channel range from 0 to 255. The max
value (255) refers to 100% opaque, and 0 means totally transparent. When you create a new Channel,
you create a mask which can be translated to an Alpha selection and be applied to a layer. These channels
are always grayscale images (you can use colors, but they will appear as shades of gray in the channel).
Black represents transparent and white opaque, the grayscale in between represents different levels of
transparency.

Page212 The Gimp User Manual



Alpha Channels

STORING SELECTIONS

In the Select menu there is an option caleste to ChannelWhen you have made a selection, choose

the Save to Channel option, and openGhannels dialog You'll find that you now have a new channel
calledSelection Mask copyThe channel is a grayscale version of the selection you just made. Don’t
forget to name the channel - this is important, because selections stored in channels aren't always easi
recognized. To name the channel, double-click its old name, and a dialog box appears. Name the new
channekaucer shadowr whatever your selection represents (or will represent when you have edited it).
You can set éll opacity value in the popup dialog box, but that doesn't affect the alpha values in your
channel. The reason you set the fill opacity to a transparent value is that this enables you to see your
image through the black parts of the channel. If this was not the case, it would be impossible to edit the
channel properly.

When you want to use the selection you just stored, click the right mouse button on the channel’s name
and theChannels menuappears. Choose the last option on the drop down list cGlfladnel to Selec-

tion. This option creates a selection based on your channel - just switcH_toy#hre folder and your
selection is ready for use!

EDITING ALPHA CHANNELS

The Channels menu should be easy to understand. You can aneatetzannelyaise or lower your
channelsduplicate or deletethem and change them irgelections You can’t merge channels, unless

you first copy them and paste them into layers. You can merge those layers withidbevisible layers
command, then you copy or cut the layer and paste it into a channel again. As you see, the contents of
alpha channels and layers can be edited just as an in ordinary images. You can paste an image or a la
into an alpha channel, and vice versa. You can paint, adjust image values, make selections or use filter
on Alpha channels. This makes Channels the most powerful tool for creating advanced selections there
is!
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USING CHANNELS FOR CREATING SPOT COLOR SEPARATION

ADDING COLOR TO A CHANNEL

N
S
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@

Weed Exhibition, Gothenburg Arena 1/8 - 6/8 1998

We have already discussed the fact that you can
change the name and fill opacity value in the Chan-
nel pop up dialog box, but you can also change the
mask color of an alpha channel. Note that setting
another color than black will not turn your alpha
channel into a regular color channel like the RGB
channels. The RGB channels usedditionalcolor
model, where maximum color in all three channels
equals white. Alpha channels however, can be com-
pared to grayscale layershultiply mode. White
areas are transparent, gray areas are more or less
transparent and black areas are totally opaque.

A colored channel can never get darker than 100%
of the mask color, no matter how you chaQgm-
trast, Curvesor Levelvalues. Where 100% cyan and
100% yellow produce a green color in a layer with
Multiply mode, a yellow channel on top of a cyan
channel will only display yellow in the parts which
are 100% black in the yellow channel. So as with
printing plates, it is very important to know in what
order the channels (or plates) come.

The pictures to the left show the difference between
coloredlayers and coloredhannels Starting from

the top: a yellow channel or a yellow layer looks just
about the same (like the top image). Now, if you
were to copy the layer/channel and paste it into a
grayscale image, the channel representation would
look as picture number two; crisp, clear and black
where there was 100% yellow in the colored chan-
nel. The layer representation in picture number
three, however, looks washed-out and gray, because
the yellow brightness values have been translated to
light shades of gray. This grayscale image cannot be
used for making a printing plate.
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SPOT COLORS

The reason | mentioned printing plates is that the prime use for colored alpha channels isdpatreate
color separations Spot or custom colors like PANTONE or TRUMATCH are used when you don’t
want, or can't afford four-color CMYK printing. Custom colors come in all possible shades, including
special inks and varnishes (like gold, silver or fluorescent inks). Designs for spot colors can be very
attractive, and has the great advantage of letting you print solid color without a halftone pattern. Using
fewer plates than four is also a cheaper alternative when printing smaller series, and it will often look
much better than a plain black and white print.

DUOTONES

What is aDuotone? Simply put, a duotone is an image where you use the same grayscale image to pro-
duce two (almost) identical printing plates. The difference is that the screen angle is set differently, so
that the little ink dots will not end up in the exact same spot. Remember that when you're using several

plates to compose one image, you have to use less ink (especially black ink) to prevent the printed rest
from getting too dark.

The result is often a very eye-pleasing, softly tinted image, with more depth to it than a plain
black&white image. Typically, duotones are created with one black plate and one colored plate, where
the chosen color is often blue or sepia brown (the classical inks used in traditional ink drawing and
lavure painting). You don't need Channels to create a duo- or multi-tone, but you'll need them to edit anc

preview your work, and you'll definitely need them if you want something more than a uniform color
distribution.
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CHECKLIST

To create a spot color multi-tone, there are a few things you must first take into consideration.

1. What spot colors should | use? You can choose from a great variety of custom colors, so you can go
about in two different ways. You can go to your local print shop, take a look at their color charts and ask
them to make a (color calibratgafpof of your chosen colors to take home, or you can buy a PANTONE
color chart (quite expensive), and specify (to your printer) the custom colors that look most like the

RGB colors you have chosen for your alpha channels. Remember that color in alpha channels is for pre-
view only. All channels are grayscale.

2. In what order should | print the plates/put the channels? Always ask your printer’s advice about this.

Ask in what order they prefer to print the different inks, and the approximate density of the last ink to be
applied. You'll probably also better discuss what screen angle and dot gain your printer thinks would be
appropriate for this print job and whether you should use AM or FM screening. As always, make a color
proof that you're satisfied with, and tell the printer to adjust the final settings to look like your proof.

For more information on the printing procedure and pre-press, see
— - "Tayers & channers % chapter 13.
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HOW TO CREATE A DUOTONE

Start byopeningthe image you want to turn into a
duotone. If the image contains color information,
you should firstlesaturateit and increase the con
trast.

Copy the image and theriear the background to
white. Make sure that the little eye icon is turned
on in the white background layer.

Turn to the Channels tabfolder and create a new
Channel. Set this channel to 10084l Opacity.
Click in the color swatch to access the color sele
tor dialog box, and choose a nice color (the first

plate to be printed). Name the channel "navy blus
or similar, depending on which color you have ch
sen.

When this is done, you carastethe image into

this channel. Repeat these steps for the other ¢
nel (the second plate to be printed), but set the R
Opacity to 85% this time (or the value that your
printer thinks is closest to the density of this ink).

Now you can start manipulating the content of th
channels to a result of your liking.

Dandelion

Weed Exhibition, Gothenburg Arena 1/8 - 6/8 1998
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If you want the pure color of a certain custom ink or
dye to show in a certain part of the image, remember
to save the correspondent selection in a new (black)
channel. Load the selection on the target color chan-
nel and fill it with black, then change to the other
color channel and fill the selection with white. This
way you’ll make sure that the selection is placed in
the exact same position in both channels and you'll
avoid trapping problems due to differences between
the two grayscale images.
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When you're satisfied with the resudyplicate the
image file,copy andpastethe contents of the two
channels to the white background (channel no 1 to
the original and channel no 2 to the duplicai®letethe channels and convertgmayscale Savegray-
scale no 1 as i.e "blue.tif” and grayscale no 2 as "yellow.tif”

Give these files to your printer or service bureau, specify the custom colors and tell them in what order
the plates should be printed. Ask your printer to set an appropriate screen angle and dot gain. And
remember, they are the experts, you are well advised to follow their instructions.

FLOATING SELECTIONS

WHAT IS A FLOATING SELECTION?

When you first place a text string, move a selection or chelosg, your free, empty selection is trans-
formed to a floating selection with a pixel content. This means that the selection contains information
which isn't attached to any layer - it floats independently, and changes to a floating selection can't affect
the rest of the image (all layers are grayed out). You're restricted by the "marching ant” border in floating
mode, but you can still do a few things:

A. Change the color, Image options or use filters on your selection
B. Use the Eraser to reduce the selection, or edit it with cut/copy/paste etc.
C. Move the selection.

The one thing you can't do with a floating selection, is using any @elexztcommands.

Anchoring a floating selection

If you chooseAnchor layer in theLayers menuy the float will merge with the layer that was active
before you placed the float. The simplest way to anchor a floating selection is of course to mouse-click
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anywhere in the image (outside the floating selection if the Move tool is active). If you save a float as a
new layerby double-clicking its icon in the Layers diaJdage new layer'sizewill be the same as the

float. In Photoshop, all layers are the same size as the image, but Gimp saves disk space by adapting 1
layer size to the size of the floating selection. The dotted yellow layer border constitutes the boundaries
of the drawable surface in a layer. This means that you can’t paint or make a selection outside of this bo
der, and if you use the Move tool, you'll move the entire layer around.

Moving objects in a floating selection layer

To move an image object in a layer made from a floating selection (like a character in a text string), you
must first select it (the lasso or the wand is a good choice). As soon as you try to move this letter, it will
instantly turn into a new floating selection. When you have moved it and released the mouse button, yo
have to change to thove tool, or you'll just get irritating subselections (as discussed in the Moving
Selections chapter). To get around this, don’t move the selection with that first automatic Move-cursor.
Instead, seledtloat in theSelect menuthen choose thiglove tool, and feel free to move your letter.

When you're happy with the position of the letter, anchor it to the layerAmithor Layer. Remember

that a text layer will be very small and snug, unless you have spedi@mder in theText dialog, This

means that to be able to anchor single text characters to the text layer, you may have to increase the la
size with theResize layercommand.

Tips on working with floating selections

As you may have noticed, floating selections work a bit differently in Gimp than in Photoshop. If you
want to apply any of the selection options in $edectmenu to an image object on a transparent layer
(like a text string for instance), it's a good idea to work like this:

* Use a different layer for each effect.

* Putthe float in the top layer. Julstuble-clickat the floating selection in the Layers dialog, and you'll
automatically place it in a new layer callelbating Selectionor Text layer if you're placing a text
string. Note that, in this layer, you can't use the Select menu options yet, because nothing is selecte

* To achieve effects likBorder or Feather, you must first select the image object with Athgha to
Selectioncommand. This results in an ordinary non-floating selection, because this command selects
everything with an alpha value > 0, i.e. everything opaque or semi-transparent in the layer (If Alpha =
0, that pixel is transparent)

* If you stay in the floating selection layer after doing this, you'll have to unchetetife Transpar-
ent button, to work with a changed selection size. Remember that in this layer, you must use the Keej
transparent option if you want to fill the text with color (you also must rememBeddot Allto
paint all letters at the same time if you useBheket fill). If the Keep transparent option is
unchecked, you will fill the entire layer with color and you won't be able to see your text anymore
(not too smart).
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Channels, Floating Selections and Duotones

* The floating selection layer has a redusizé, which means that filter effects and large selections are
limited, they get "cut off”, because there isn’t enough space. Also, if you make too many changes in
the original layer, the pure form of the shape (especially for letters) will soon disappear.

* |tis better to change to a lower layer to make special effects (the selection goes through all layers, and
you can choose any layer you want to work in). In these other layers, there is no tiny layer size to
restrict you, and you don't need to think of Keep Transparent.
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An infroduction fto filters

A short description of how filters gener-
ally work in Gimp




An introduction to filters

PLUG-INS

When an ordinary Photoshop user thinks of plug-ins, thing€lleCandyandKai's power tools

comes to his or her mind. Gimp plug-ins does the same; they permit the useextradelaturego

Gimp. With features, we mediiters, printer drivers , mail interfaces, save/write modulesetc. This is

also true for Photoshop and similar Windows programs. As far as we know, the Gimp is highly modular-
ized, so nearly every function beside basic Gimp stuff has to be done by plug-ins.

Many Gimp users/developers have made Gimp plug-ins, which are available to the Gimp community. We
encourage you to do the same. If you have made your own plug-in, submit it to the Gimp community
under GPL licence! It will make Gimp even greater.

In this chapters, we will discuss tfikers menu, and we will call these filters plug-ins, because that’s
what’'s most people think of when the hear the word plug-in. The Script-Fu image menu is similar to the
filters menu because these Script-Fu:s can be applied as ordinary filters to your image. You'll find that
you can make your own filters quite easily, without expert knowledge of C programming and GTK
libraries.

Since plug-ins and Scripts develop rapidly in the Gimp community we at Frozenriver can't keep this
chapter as updated as we would like to do, so we encourage developers to send us a mail about their new
or changed plug-in so we have a easier job updating this chapter. In chapter 41 you'll find some tips on
how to compile plug-ins. When we use the témagewe mean (most of the time) both image and draw-

able. It can also be wise to visit the filter developers home pages to get uptodate information about the fil-
ter.
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Plug-ins

In this chapter and following filter chapters we’ll often use the same pictures when we want to show the
result of the filter. Two colored images and one grayscale. The screen dump of the plug-in dialogs and

2 chevan.gif-82.1 (RGB)

2 dusch.jpy-1.1 (RGB)

their value isn't necessarily the same as we used to generate the outcome. The reason for this is that w
sometimes like to exaggerate a bit so you can really see what the filter does.

THE MAIN CATEGORIES
In the filter menu you'll find the following sub-menus, which also groups the plug-ins by function.

* Animation: Here you'll find an animation player, which lets you play your Gimp animation. You will
also find an animation filter that can optimize your animation, so that it will use much less disk space

* Artistic : Here you'll find filters that create instant artistic effects. You easily create cubist paintings,
mosaic patterns etc. You mainly use this kind of filter for adding special effects to an image, but you
can also create nice patterns and many other things. Just to use your mind and imagination, and the
will be no end to what you can achieve.
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An introduction to filters

* Blur: Includes many different types of blur filters. Blur is useful when you want to soften a part of
picture. Real shadows are seldom hard and solid, so to create realistic shadows you’ll want to soften
them up with an appropriate blur filter. A portrait may look too honest and show all the skin imperfec-
tions and wrinkles of the model - then blur comes in handy. (This trick is used all the time in model-
ing magazines, that’s why they always look so perfect. (But if your model is ugly, blur won't help).

* Color: Here you'll find a whole bunch of tools that can manipulate color and HSV values, just as if
you were standing in a darkroom.

e Combine: Here you'll find many different ways of combining several images to create a new image.
* Crypt: These filters let you sign, encrypt/decrypt your image or send hidden files.

» Distorts: Experimenting with distort filters is like entering a gallery in the hall of funny mirrors.
Some of these filters are great for adding special effects to an image, like making ripples in a water
surface for example, and if you want to create textures, you'll find many useful filters here.

* Edge detect These filters help you find the edges or color boundaries in an image. It can be quite
useful when you work with layered images, and you want to strengthen (or smooth) the contours of an
object. You can also use it for making easy selections with the magic wand, or easy fills with the
bucket fill tool.

* Generic. Here you'll find mathematical filters that use a matrix for image manipulation. You can per-
form all kinds of manipulation with these filters, but you may need some math up your sleeve.

¢ Glass effectsThese filters create different kinds of lens- or curved mirror effects.

* Light effects: Light effects lets you add a little glamour to your design, like extra shine or lustre, glit-
ter or star reflections.

* Map: If you want to bump map, displace or alter you image in a relation to a map, this is where to
look.

* Misc.: Here are all filters that don't fit anywhere else; currently stereogram filters and video screen
simulation.

* Noise If you want to add some noise to your image, this submenu offers three different noise filters.

* Render. These filters will render all kinds of shapes or objects, and are extremely useful for creating
textures or patterns.

Notice the handy short cuiShift+Alt+F to bring up the last plug-in you used (if you haven't reas-

signed the short cut), adt+F to apply the last filter once more.
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Animation filters

Different animation filters and functions
as well as a description of Gif animation
in Gimp.




Animation filters

ANIMATION PLAYBACK

This plug-in will play back

4 Please title this page. (Page 1) | : iJ yourlayersorGIF animation
Fle Edit Element Format Table Tools Browse Window Help like a film. If the image isn't a
) AR ELLL | GIF itwill run each layer in

Location: ‘IfhomemloffPageIhtml vl Combine mode You can aISO
Title: | Flease title this page. (Page 1§ —— step each frame.

This is the basic function of
Animation playback, but

there is another extremely use-
ful function in this plug-in:

Just a test of Anim playback h

[—
. L —
Y‘rh\mmanon Playback: /home/oln| o |
L Piayhack: ame/olofiGimp _ilderiorg2 4if
) l

Play/Stop

You cangrab the image in the
playback framedrag it out of
the frame andirop the image
on a web page to see what it
will look like. Note that the
image doesn’t need to be a
layered (i.e playable image) in
order to use this function. You
can use it on any ordinary jpeg
or tiff image.

ANIMATION OPTIMIZE

As aGIF animation is built of manylayers, some of the layers will probably repeat much of the infor-
mation in the previous layer (the previous frame in your animation). Wouldn't it be great if you could
skip all that unnecessary information? This is quite hard and time-consuming to do by hand, so here’s a
filter that can do it for you! Apply this filter to your animation, and take a look at your layers afterwards.
You'll find that the layers are much smaller, only additional or diverging information is displayed. Now
your homepage GIF animation will be remarkably smaller and faster to download. You can also use this
filter on large, multi-layered XCF files; they will occupy a lot less space on your hard disk.

ANIMATION UNOPTIMIZE

When you have an optimized an image (by the optimize filter or by hand), it's usually quite hard to scale
and your manipulations will often result in a bad output.dmaptimize filter solves this problem, so
use this filter before you make any further alterations to an optimized image.
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Filter all Layers

FILTER ALL LAYERS

This filter is used for creating animations with Gap plug-in, (see Chapter 3&nim Frames), but you

can of course apply it to any kind of multi-layered image. When you select this filteryser will

appeatr. It is much like the DB Browser, except that only plug-ins are listed. Select the filter that you want
to apply, and specify how by selectiognstantor variable When you have made your choice, the nor-

mal filter dialog will pop up asking for values. If you chasastant, the dialog will pop up only once,

and the values you specify will apply to all layers. If you ch@s@&ble, the dialog will pop up for every

layer so you can apply different values to each layer.

HOW TO CREATE A GIF ANIMATION

If you want to make &IF animation, Gimp is the ulti-

2 Layers & Channels M=l B3 L. i
S s— 1| cose] mate tool. This is how it works:
Layers | Ghanneis] Gimp treats eaclayer as aframe. The Background
Mode:  Mormal 1| i keep Trans. layer is Frame 1. and each new layer will be a new frame.
Opacity: | —Tiao|[  When you add a new layer to the background layer, name
® |:| Frame 3 150ms) (replace) 4|| it Frame 2, Frame 3 and so on.
® |:| rreme 2 (15me3 o) SPECIFYING THE DELAY OF EACH FRAME
@ - Background {100ms ) {combine ) 3 . . .

‘ Edit the layer name by double-clicking in the Layers

7 dialog, and rename rame X (xxxxms)whereX s the

= I frame number angxxxis the delay in milliseconds.

Naming a framérame 5 (100mswill give that frame a
delay of 100 ms.

COMBINING FRAMES

To make each layer combif€ombine means that Frame 2 will be added to Frame 1 (the background),

Frame 3 will be added to Frame 2 and Frame 1, and spjosf) name the laydframe X (xxxxms)
(combine).

REPLACING FRAMES

To make it work like in a real movie, i.e. each new frame will replace the formdregpdce)instead of
(combine) When saving your GIF, don't cheElon't care because that will make the layers combine

without showing up in the Gimp layer dialog as (combine). You can (combine) and (replace) in any
order.

An example:
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Animation filters

Background (100ms) (combine)
Frame 2 (LOOms) (replace)
Frame 3(100ms) (replace)
Frame 4(100ms) (combine)
Frame 5(100ms) (replace)

will be played back like this:

Background
Background + Frame 2
Frame 3

Frame 4

Frame 4 + Frame 5

all with 100ms delay.
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Artistic filters

Filters that create instant artistic effects
such as oil paintings or mosaic floors. In
general they are ready-to-run filter that
demand little attention from the user.




Artistic filters

APPLY CANVAS

CuUBISM

This filter applies @anvasstructure to your image or selection. This
will obviously making it look more like a painting. You can specify
four different canvas directions, as well as how "rough” the fabric
should be. Th®epth slide bar controls the canvas structure. A high
value will get you a very rough and prominent canvas texture while a
low value results in a softer, smoother canvas.

Transforms your image to cubist art. If you chélde background

color, the background color will appear between your tiles, otherwise
this area will be blacKlile sizedetermines how "cubist” you want your
image to be; higher values result in a more abstract imageatina-
tion value decides how colorful the image will be.

Tip
To achieve interesting effects, try applying cubism to several layers with
different modes over the original image.
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Mosaic

MosAIC

With this plug-in you can imitate everything from a stained glass win-
dow to a ceramic mosaic floor. This plug-in has many parameters that
lets you control the final resulsjzeandheight of the tiles, thepacing
between them, and tmeatnesswhich controls the appearance of the
stones.

If you use a hexagon shape, the stones will be hexagonal with a high
neatness value. If you lower the neatness value, the hexagonal structure
will fade, and the stones will look more like the natural stones you find
in the open.

Light direction controls how the daylight will appear to shine on the
mosaic edgesColor variation adjusts how much the color is allowed
to fluctuate. With a low value, the original color from the image will be
preserved.

Tiling primitives is what kind of mosaic tiles (stone structure) you want as a base for your mosaic. If
you set a low neatness value and a high color variation value, you will get a very abstractAntsaic.
liasing produces smooth edges.

Color Averaging creates a true mosaic. If this option is unchecked, the original picture will only get a
mosaic textureRitted Surfaceswill get you a surface that looks old and uge@/BG controls edge
color. If unchecked, it will use the foreground from the toolbox, BG will use the background color.

TiP

You can create very interesting surfaces with Mosaic.
=Bl You can for example take a stone pattern and combine it

Options

Farameter Settings

e, 50 with Mosaic to get something that looks like an old
: i [ T — . . .
oo e stone floor, or with another combination, perhaps a
_I FGIBG Lighting | | Tle Shacing lﬁ— CraCked gIaSS/WindShield etc...
065

Tiing Primitives | Tile Meatness

~ Shms 1350

Light Direction m—

A Hexagons 020

Colar Vetation ——==———
+ Octagons & Squares

I oK Cancel |

The Gimp User Manual Page 233



Artistic filters

As you might guess, it makes your image look like an oil
painting.Mask sizesets the outcome. A high value gives
the image less detail (as if you had used a larger brush).

Tip
This tool is nice to use with several layers. You can also
use it to help you select intricate objects by running this

filter on a duplicate layer; a simplified shape is much eas-
ier to select.

VAN GOGH (LIC)

Van Gogh can be used ablar tool or as d@exture maker. In short, this plug-in has more in common

with the texture or displace filters than the artistic ones, even though you can achieve quite artistic results
with it.

* To create a blur, checBonvolve with source imagebefore applying the filter.

* To create a texture, che€lonvolve with white noise

MAP IMAGE

Whether you want to make a pattern or a blur effect, you must first cneafe isnage Effect Channel
determines whiclHSV channel should be used (brightness is generally It Operator controls
the direction of the pattern or blirerivative sets the direction to the oppositeGradient. If your map
image has a certain direction, the Effect Operators work much the same Mgy inghe toolbox.

w 100K

Target image Vert. Map Hor. Map Square Map Radial Map
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Van Gogh (LIC)

BLUR

Blur: The advantage of this filter is that the map image determinégdiotion of the blur. This means

that you can adapt a gradient to create variation, movement and a sense of direction in blurring. A radic
gradient creates a circular blur movement, a horizontal linear gradient (meaning when you drag left to
right) puts an emphasis on vertical lines in the image because it blurs horizontal lines, and vice versa.

A solid color object in the map image doesn't create a blur effect (except for the antialiased edges) - yo
must use some sort of gradient in the areas you wish to blur. | recommend that you use the default set-
tings with the exception dfilter Length which controls the strength or depth of the blur, and in some
measure alsttegration Steps Use ablack/white gradient map and nothing else. (You can of course

use all sorts of image maps, but in most cases that doesn’'t accomplish more than a general blur over
entire image).

TEXTURE

Texture: You can create many interesting patterns and textures with Van Gogh. This filter is especially
good for making patterns that look litwvenor knitted textiles or fabrics. Use a target image with a
solid color or a color pattern you think would fit your texture. Ugeagiscale gradient or blurred

mask as map image, shttegration Stepsa bit higher than default, and experiment with the other set-
tings to get the sort of texture you want.

Vert. Pattern Hor. Pattern

Vert. Blur Hor. Blur Shapeburst B. Derivative ShB " Radial Blur
When you use this filter as a texture maker, the settings are more important than when you use it for blu
ring.

* Max/Min Value controlscontrast. If the Max/Min range is large, contrast is low. The contrast
increases when you shrink the interixbes not affect Blur
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Artistic filters

* Integration Stepscontrol how much the map gradient is allowed to influence the shape of the pattern
(large integration = large influenc®&on't set this parameter to low for Blur, Default is fine

* Noise Magnitudecontrols theamount andsizeof random noise(that breaks up the regularity of the
pattern). Low values produce finely grained surfaces (sand), and high values produce coarser materi-
als (large bumps and holeB)es not affect Blur

* Filter Length controls depth just like in themboss filter Low filter lenght=smooth surface, High
filter length=rough surfac€ontrols the strength of the Blur (compare the two images to the right)

Creating a nice burlap cloth texture:

Run the filter twice on a white image. Chébkite noise(for pattern), select a

quite small interval foMax/Min , and put the other slide bars somewhere in the
middle (higher for creating a coarser fabric). Usliagonal linear gradienas

map, and seBradient the first time anderivative the second time, this

inverts the direction of the pattern. Paste the second result image to a new layer
in the first one, and set Lighten only mode (or other suitable mode).

Warp (or syrup in sour cream) is a nice little filter. I'm not kidding
about the sour cream, it's actually a lot like the patterns you made as a
child with a spoon in a bowl of thick cream and juicy berries or syrup.
To make this work properly, you'll needdasplacement map To cre-

ate syrup curls, you should use 8aid Noisefilter in theFilters/Ren-

der menu for a displacement map (don't use Noise filters from the
Filters/Noise menu, that's another kind of noise).

The more detail and small turbulences you have in the map image, the
more, frizzier and smaller curls you’ll get. Make sure that the map
image is the sanm&zeas the image you want to work the filter on. If

you only want to warp a small part of the image, you can erase or cut
part of the map image, and only leave an area which is about the same
size and shape as the area you wish to warp in the target image. When
you wish to specify a more exact position, size and shape of the war-

pable area, useMagnitude Map instead.

MAIN OPTIONS

* Step Sizecontrols the amount, or strength of the filter. The value you set here affects the image for
every iteration, or warp step you make.

* lIterations sets the number of times the filter should repeat the effect.
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Warp

* On Edgesrefer to the way the plug-in deals with background color at the distorted edges (see Dis-
place Filter chapter 32)

SECONDARY OPTIONS

* Dither Size causes pixels to displace randomly, thus decomposing the image. A moderate dither size

just makes the warp curls look more grainy. Larger values scale from fuzzy particle clouds to total
disintegration of the image.

* Rotation Angle determines what the "curls” will look like. 90 degree rotation, which is the default

setting, makes them look like small whirlpools. A 0 degree rotation looks more like the kind of solid

distortion you'd see through a bathroom window. Every other angle are combinations of these two,
more or less so depending on how close they are.

* Substepdncreases calculation time for each flow step. There is a slight improvement in warping, but

it is much slower.

* Magnitude Map is a more subtle way of controlling what parts of the image should be warped and

how much. The magnitude map should be a grayscale image, where areas you do not wish to affect
are black. Warp magnitude is determined by a brightness scale. White represents 100% (or normal

warp), black stands for no warp at all, and the different shades of gray weaken the warp effect.

Warped image Magnitude Map Displacement Map
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Artistic filters

OTHER OPTIONS

* Besides the Warp displacement map, you can dcdient displacement map This map will not
displace in the curly warps you have seen before. Here displacement depends on the direction of the
gradual transition which makes the distortion straight and angulaGidtkent Scalesets the
amount of influence the gradient map should have.

* You can also displace along a fixed direction by usigcior map. This option lets you displace a
chosen map one step per iteration in a certain diredtenior Magnitude determines by how many
pixels the image should move for each iteration, and the direction is specified\imgtheswatch. A
Vector map is something in between a Displace and a Magnitude map. It protects black areas and the
rest of the image moves along the vector direction. The smoothness of the stretch is determined by the
number of pixels specified, a low value here gives a smooth disfigurement of the image
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Displacement Map As Vector Map

As Gradient Map As normal Warp Map
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Blur filters

There are many ways of creating blur
effects. Here you can learn what filter to

use, and how to get the kind of blur you
want.




Blur filters

BLUR

Blur puts your image out of focus, making it look softer. There are no
parameters in this plug-in, so you'll often have to blur more than once
to get the desired effect.

Blur filters are often used on certain parts of an image to shift the focus
to the sharper parts, to soften hard edges, or to create an illusion of
depth or distance.

This is a variable blurring method, based onrdtbus of
the blur. Higher radius produce a higher amount of blur

1|

_I Ll 100 - 200 N .
ot g (values less than 1.0 are invalid). You can also choose to
-

blur in vertical/horizontal direction or both. This makes
it possible to create a motion blur with this filter. The
i. ] blur type is best foscanned imagesnd other natural
(photographic) images.

GAUSSIAN BLUR (RLE):

This is the same as above, but gives the best resoiroputer-made images
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Motion Blur

MOTION BLUR

Motion blur H[=] B3

- Options
Length
Blur type ———

< Linear

< Fiaial

e 200M

Anile
130

.

LINEAR

This plug-in simulates a snapshot of a moving object. If the blur typeaar, it
will look as if the object was moving beside ydungle is the direction of the
motion, and_ength is the speed of the motion, so more length means higher
speed.

RADIAL

If the blur type isRadial, it will look like the object wasockingin front of you.

In this caseAngle determines the amount of "rocking”. A high value for Angle
will make the image spi.ength determines how fast the object is rocking/spin-
ning.

ZOOM

If the blur type iZoom, the object will look as if it was moving away from you. Hérength is the
speed with which the object is moving away from ybogle seems to have no impact on this blur

mode..

Linear

Radial Zoom
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Blur filters

PIXELIZE

This filter makes your image look as if it was made of really
large pixels (like on TV when they don’'t want to show a certain
person’s face etc.). You have to set the new pixel size3 e.g.
makes 3x3 pixels in the original image look like a single large
pixel.

L. IR
E )

VARIABLE BLUR

Much like ordinary blur, but with the possibility to regulate the

Variable Blur 0B 5mount of blur.
Farameter Setting
kask Size | | I11
QK | Cancel |
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Color filters

Welcome to the color darkroom! With
these filters you can do what you would
normally achieve in a darkroom; chang-
ing colors, masking colors etc.




Color filters

ALIEN MAP

This filter appliegrigonometricalfunctions toRGB channels

Let’s take the Red channel and see what we can do with it. First set
Green and Blue thlone (linear). If you now checlCosinein the Red
channel, the image will get a lot redder. Why? As you can see in the
picture, cos will boost the "low” red values. That's what makes the dif-
ference, because even the tiniest little redness in a pixel will get a lot
redder. The parts that already are quite red will also be boosted, but the
parts with middle value for red are subdued. The change in mid-values
will not be as apparent as the boost in low values, because you already

\ A i saw that they were red.
\/
1 ¥
S L%,

If you checkSine you will notice that the image will get less red. This is because Sine subdues the low
red values and boosts the already high red values. As with Cos it's a lot easier to detect when a low value
is altered. If you haven't check&tbne you can also set the intensity of each channel.

alienmap [_ (O] ]

Red: Green: Elue:

e SiNe e Sine e SiNg

-~ (Cogine - Cogine - Cogine

- Mone = Mane
L 1 [12s.00
L 1 [12s.00
L 1 |res.00

oK | Cancel soout. |
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Color exchange

COLOR EXCHANGE

This filter is a lot likeColor Rotate. Well, it is much

simpler, but it is also faster and slimmer. You define Bzl =1
the color to exchange in the upper field by setting tr S
slide for eactRGB channel and a threshold fuzzi- -
ness like irSelect by Color In the lower field you Red g o |
select the color you want to exchange to. Green ﬂ
£55
A tip is to have a color dialog up so you can see whi Bue 0 —L
color you are choosing. Threshold
Tao colar

Red ILI

Green ILI

Elue ILI

Ok | Cancel
COLORIFY

The effect of this filter is much like looking at your image throcgh
ored glass There are some predefined colors, but there’s also the possi-
bility to set a color of your choice in ti@ustom Color swatch.
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COLOR MAP ROTATION

This filter lets you change one color
wan | s interval to another.

From:

p Suiteh To MAIN WINDOW

Clockwize

suitch Orcer In theFrom: andTo: color circles you
— define the color range that you want to
Select The
Entire Fange rotate (From) and the color range you

Fram I] 47 to I] 4778 Want to rOtate (TO)

Ta:
Rotated: el g;vitgh .To RAN GE
' st Order By default the range is goirmpunter
O &rrows clockwise so if you define a range that
Select The you want to rotate, the rotation will
— Ente Fenee | map your pointers in theérom: and
From[1 5988 to[17712] To: color circles. If one of the fields is
switched toClockwise, the first
pointer in a field will map the second
ok [ Cancel | pointer in the other field.
Oh no! Our Chevelle is now purple. EXAMPLE

If you in theFrom: circle select a
range from cyan to magenta, and the typmimter clockwise and in theTo: field select the same
range (butlockwisd, then all cyan colors will be rotated to magenta. If you presSwhieh Order...
button, the range will be inverted.

Let's say you have a selection range that goes from cyan to magenta
over blue, and you preSwitch Order... Now the range will go from
magenta to cyan over red and green. The b@&dect The Entire
Rangewill of course select the whole range. You can also select what
kind of Unit you want to use and what kind review you want.
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Color Map Rotation

THE MIsSC. WINDOW

In theMisc. tab folder you determine
Main Misc what colors should be regarded as gray.

Gray Wery Misc You define what gray iS, and how you

are going to deal with it in the Gray

[T Preview as you Drag

~ Treat &s This . ) . .
Preview  Entire Image —| field. The fieldwhat is Gray is where
& A Change To This : you tell the filter what you think are, or
Units . .
_ should be gray. You define this in a
What s Gray? v Raddans Saturation scalefrom 0 to 1, where a

# Radiand/F|

Sat <= |0.0000
H:|0.0000 S:|0.0000 ~ Deorees

pure gray is 0This is often too narrow,
so you will probably have to set gray to
less or equal to 0.1 or 0.2.

As you set this value, the circle in the
Gray color circle will expand and cover
more saturation values. The check
boxesTreat As This andChange To
This is for what you want to do with
the gray areas you definedWhat is
Gray.

GK Carcel With Treat As This you tell the plug-in
what color you want graip be like
You do this by paning the little circle
cursor in theGray color circle. You can for example drag the define circle to the red part of the color cir-
cle, and all gray shades will be treated as red color when you perform a color rotation.

If you checkChange to Thisall gray shades will be changed to the color you have selected within the
gray define circle.
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Filter Pack Simulation [_ (O] x|
E-BeforeAndAfter s :-Affectedﬁange fShDW e
: Origgiral: Current: =~ Shaclows =~ Entire Image

#+ Midtones #+ Selection Only
= Highlights = Selection In Context
- Display e e T e L | E-Houghness s

| [ 025
| 7 CircleFalette [T Lighter And Darker  _| Saturation | | 1

Palette Circle | Lighter and Darker

Green: Wellow: Lighter:
H \e,
i B B
Current: Current:
Blue: Magenta: Darker:

!MIJ

____JEEE'_J

| Adcvanced Options | Reset 1

FILTER PACK

This is a real darkroom tool. Here you can do
most adjustments that you could do in a real
lab. Filter Pack is a real masterpiece. It is true
that you can do all these things by using other
tools in Gimp and maybe even with better pre-
cision, but this tool has a natural interface. It's
just perfect for fixing up old and faded pic-
tures, or correcting other kinds of color prob-
lems.

* First decide whabrightnessvalue you want
to work with, Shadows Midtones, or High-
lights.

* Show Art is for preview. If you use a selec-
tion, you can presSelection Onlyto only pre-
view the selection.

* Display determines what kind of values you
are interested of changing, and therefore want
to have a view of.

* ThePalette Circle lets you change the color
of the image. If you want your image to look a
bit bluer, just press the blue preview.

* Lighter and Darker lets you change the
amount of light in the image.

* Saturation (not in the screen dump because

of the size) lets you alter the color dullness/loudness.

* Roughnesgefers to how much you want to alter your image. A higher value will allow you to change
a lot, but on the other hand you will lose in precision.

ADVANCED OPTIONS

In Advanced Option can you set thpreview size (good if you have a large screen). You can also check
Pixel Selection Menuwhich lets you select tHdSV value you want to change. The pixel selection lets
you change one of the HSV values. Tloénters in the curvéets you alter the range shadows mid-
tonesandhighlights in a brightness scale from 0 to 29%e slide barlters thesmoothnesof the tran-
sition from one shade to another. If you set it to zero, only the selected range (shadows, midtones,
highlights) will be affected by your interaction. If you set it to 1, every range will be affected. A value in
the middle is the most appropriate to create a smooth transition.

Page250

The Gimp User Manual



Gradient Map

GRADIENT MAP

This is a really cool filter. It lets yamap the image against tlaetive gradientin theGradient Editor.
The lightest pixel in the image will get the color which is to the right in the Editor, and the darkest pixel
will get the color to the left (except for transparent areas).

You can see it as mapping the luminosity of your image against the gradient in the gradient editor.
Say, that in your image, the luminosity stretches from 50 (dark) to 235 (light). Then pixels with a value
of 50, will get the left end color, the pixel with a luminosity of 51 will get the next color to the left in the
gradient editor, and so on until you reach 235, which will get the right end color.

Here are some examples to make you understand it better: 1. A grayscale image in RGB mode and
Cold_Steel as gradient. 2. The same picture with the gradient Burning_Transparency. 3. And now the
same image in grayscale mode mapped against Cold_Steel and Burning_Transparency.

AL HE ] f ;3 k- i N | | _ —— e
~old. Steel} image “Cold. Stée grayscale image
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Hor
This filter will identify pixels which can be hard or troublesome to
rcte New Layer Acton =0l show on aNTSC or PAL monitor. You can do this on the original
Miore = Reduce Luminance image, or as a new layer on top of your image if you check the
- NTSC + Reduce Saturation Create New Layercheck box. You can reduce the pixelsimi-
PAL  Blacken fag) nanceor Saturation or simply make them black. It's generally
good to use this filter when you publish images on the web, but the
oK | cancel | obvious drawback is that different surfers use different monitors.

MAX RGB

This plug-in detects thRGB channelwith the highest or lowest value and maps every pixel to either
Red, Green or Blue - with maximum value! If you have checkEldld the maximal channelsyou

select by maximal value. If there wagan, Magenta or Yellow in your image, those colors will remain
even after the filter has been applied, because those colors already have maximal values for two RGB
colors (the filter doesn’t know which of those to choose). If you chiedit the minimal channelsyou

select by minimum value. With this button checked, Cyan will not show, because the filter will choose
the lowest value, which is 0 for Red. Black and White will remain in both cases, because they have no
RGB value which is lower or higher than another.

Min
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QUANTIZE

The effect of this filter is similar to making amdexed image from aflRGB image, but now you can stay

in RGB space. You choose between two different color sp@tEspr RGB (read more about it in the
Color chapter). There is also a check buttorpforcipal quantization if you want the filter to quantize

to slightly different colors. Which method to use depends on the colors in the original image; try both!

SCATTER HSV

Scatter HSVis a powerful and sophisticated

tool for creatingnoisein an image. There’s a

slide barfor scattering each of the HSV com-
ponentsHue changes the color of the pixels in

a random pattern. The color spread starts with
the colors nearest to the original color in the

HSYV color circle, and continues to spread until

all colors are available. Tigaturation slide
increases saturation, and Wedue slide scat-

ters hue-changed pixgld Hue is 0, Saturation/Value will only affect a few random pixé&lsgHold-
nessslide bar controls how far the scattering is allowed to go, or how different the new value is going to
be, compared to the original value. Low Holdness allows maximal scattering, high Holdness results in ¢
subdued noise effect.

SEMI-FLATTEN

This is an extremely versatile filter for web graphics. A majority of the web-published images are
indexed (i.e GIF images) because GIF suppdremsparency, and that is very handy when you for
example place a logo over the background color in a web page.

Most of the time this works fine, but just try to creasemi-transparentglow around your logo. When

you convert the image todexed, you'll find that the image looks horrible, and you will probably get
surprised and disappointed. What happened? Isn’'t GIF supposed to handle transparency? This is how
works: Yes, GIF/Indexed images do handle transparency, but only total transparency (alpha value=0).
Every other alpha value will automatically be converted to either fully opaque or completely transparent.
This is why you can’'t make a smooth transition from solid color to transparency in an Indexed image.

SEMI TRANSPARENCY IN WEB IMAGES

This filter will save your day, all you have to do is to apply the filter and then convert the image to
Indexed.
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This is how it works: Every pixel that has alpha valuebetween 1 and 254 flattened/mergedto the

current background color in the toolbox. If your semi-transparent logo will be on a white web page, then
you have to set the background color to white before you apply the filter. To appreciate the difference this
filter makes, see the images below.

Original logo Indexed with Indexed without
filter filter

SMOOTH PALETTE

Smooth palettemakes atriped paletteof the colors in your image. This is a nice tool when you want to
see what kind of colors you have used in an image, but the main purpose of this filter is to create color-
maps for use with thElame filter (see Flame filter in the Filters/Render menu).

Output of the Chevelle image
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VALUE INVERT

This filter inverts the image HSV space It will not alterHue and
Saturation. It inverts the brightness value without changing the basic
color in your image. This can be quite interesting if you are using
Curvesto change a certain value dramatically, and you get stuck with
the wrong (inverted) color. Try it yourself and see what you can use it
for.
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Combine filters

The smash-together factory. If you want
to combine several images to one, these
are the filters to use. You can fade images
into each other and even create a piece
of celluloid film...




Combine filters

DEPTH MERGE

Depth Merge H=
Source 1 effect_depthmap_out1 tif-1/Background 1 | Depth Map  effect_depthmap_inmap1 tif-7iBackground
Source 2 effect_depthmap_in2 tif-B/Background 1 | Depth Map  effect_depthmap_inmap2 tif-SiBackground
Overkp ] 0.000
ofiset | B | 0.000

Seale 1 |

seale2 |

7
P

| oK

Cancel

1.000
1.000

This is a very nice tool fatom-
bining two images.This is done
with the help of twanap
images The maps should be
grayscaleimages (so you can
control the outcome better).

AN EXAMPLE

This example will hopefully
make matters more clear:.

* Take two images of equal size.
Then create two new empty
images with the same size as the
original images.

* In one of the new images, take thlend tool and blend from black in the top left corner, to white in
the opposite corner. For the other grayscale image, do the opposite. Black is bottom right and white is

top left.

* Now, bring up thédepth merge dialog SetOverlap to 0, seOffset to 0 andScaleland?2 to 1.000.
Use one of the first opened image$asrce 1 and the other one &durce 2 Use the first grayscale
image a®Depth Map to source 1, and the other one as map to source 2. Now the two images will get
combinedand a sharp border will appear diagonally from the to right to the bottom left.
Why? Well, the plug-in looks at both map images, and compares every pixel. The map with the darkest
pixel will win, and the source to that map will get to show its image pixel. When we created our gray-
scale images, there was a clean line going diagonally Top Right to Bottom Left where the outcome
flipped from one map to the other. Now when you understand the basics, you can create all kinds of

maps.

Let's see what thslidescan do for us. As in you saw in our example, there was a sharp border between
the images. This was because @herlap was set to zero. If we slide it up a bit, you will see that the

border will be get more fuzzy and transparent. This is the variable you usestdtgetnsitions Offset

changes the darkness value of your maps. If you slide it to a negative value, the map to source 1 will get
darkerand therefore get more of the outcoming image. If you slide it to positive, the other map will get
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darkerand get more of the outcoming image. The slBlesle landScale 2makemap 1respectively
map 2darker or lighter. They have the same effeddfiset, but they are more sensitive to the touch

Source 1 Map 1

Source 2 Map 2
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FiLM

This plug-in creates @#m celluloidof two or more images. This
is a nice special effect, and | bet that you have seen something
like this before in magazines or papers.

1 2
EEEEEEEN

How 10
The user interface is quite simple. In the image selection

— g— =10l dialog you have a view of all available images. You just
ot [ | Avese s On click Add, to use it in your film.

Color: -| i On film shows the pictures on your film. To change the
b order of the pictures, you have to add and remove pic-
- MurnBering . .

—_— tures so they will come in the order you want.

Font:  [eourer Height is the height of the outcoming fill@olor is the
Colar: | film color (black). The plug-in will automatically adjust
I at top your images so that they will fit.

™ at bottom add —->» remove I

Numbering lets you specify a start number on the roll,
and theFont (warning! - you have to have the font
installed), color is the number color in your film
(orange). Both the color on the film itself (usually black
though) and the color of the numbers can be changed by clicking on them. Chetddophandat bot-
tom if you want numbers there, otherwise uncheck.

I oK | Cancel |

FUSE

This plug-in creates a new image fraifes of one or several input images. You can use this filter in two
ways:
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* You can use thtarget imageas aemplate.

This will result in an image that looks like a
mosaic or cubist version of the original image,
and where the mosaic stones or cubes consist
of pieces of the input images (a little like mod-
ernist collage art where you create a composite
image by cutting and pasting pieces of a news-

paper).

Original

* You can also create a new shapdusing

one or more images. This filter usssociative
image reconstructigrmeaning that it will
search out pieces that match where they over-
lap, thus creating a pattern with more or less
"solid objects” in it. The new pattern is a ran-
dom mix of matching tiles from the source
images, with a direction tendency towards the
centre of the image.

If we take a look at thEuse dialog you'll find a window at the top of the dialog with a list of available
images (Indexed images are not accepted). You can select one or all of the images in this list by mouse
clicking, click again to deselect.

Note, that the image you opened Fuse from is not used in the fusing process unless you select it in this
menu or check thdse target as templateutton.

PARAMETERS

The parameters list starts wiflile Size which controls the size in pixels of the square tiles. Small tiles
produce smoother images, but makes the operation very slow.

Overlap determines by how many pixels the selected tiles should overlap in the fused image. If Overlap
is too low, you'll get small black gaps in the composite image, and it it's too high it'll slow down the pro-
cess a great deal. The recommended amount is somewhere between a quarter and a third of the tile si

Search timerefers to how long the filter should search for the tile that best fits the overlap. Search time
also slows down the process, but results in a smoother output. When yolskdekget as template

Fuse has to determine what's most important - to find a tile that matches the template, or a tile that
matches the overlap. If you set fiemplate Weightslider high, you'll get a good representation of the
target image, but the image will look much more "cubist” than a fused image without template (but with
the same parameter value). If you set the Template weight lower, you'll get a smoother image, but it will
not bear as much resemblance to the template image.
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Cryptographic filters

So, you want to be a double 0 seven?
Then you may want to use these filters to
encrypt and hide your information




Cryptographic filters

DIGITAL SIGNATURE
This plug-in lets you make or read an invisibignature in
Beillig the image. In order to read a signature just pesss If you
Sigriature: [ want to create a signature, you have to fill in the information
E-mail: [ in the dialog and presgrite. You must remember to save
Internet adsess: | the image in a non-destructive format like TIFF. If you save
Date of creation: | it as a JPEG the signature will be destroyed.

| Restricted image distribution

I Adult contents

wite | Reard Caricel Ahout...

ENCRYPT/DECRYPT:

This plug-in makes it possible émcrypt your images, so no one besides yourself can see them. To
encrypt the image, bring up the filter and type ymassworde.g. "qwerty”. Todecrypt, bring up the fil-
ter again, type your password and the image will get decrypted.

A warning by the author of this filteDaniel Cotting This filter may work for you, but there are no
guaranteegfor us at Frozenriver, this filter has worked with finregmember not to save the image in a
destructive file format, e.g JPEG. You can enable backwards compatible with the 1.0.X versions of this
plug-in, but | suggest to stick with 2.X and not enable this feature if you haven't any images encrypted

Parameter Settings

Fassword: |
= Show warning message
_1 Enahle version 1.0x compatibility

_1 Femernber passward

ok | Caricel Ahout...
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with the 1.0.X version. You can enable the plug-in to remember your password, but don't forget that
passwords are best kept in your own mind where no one can see it.

Encrypted image

The non encrypted original image

STEGANO

This filter lets yothide or read ahidden fileinside your image. If you want teadthe hidden file, press

read. If you want tohide a file, just preswrite and therbrowse Remember that if you want to hide a

big file then you have to use a big image. As with the other encrypt filters you can’t save your image in &
destructive file format like jpeg. (This filter is perfect for secret agents like 007 ;-).

Specify the file you would like to hide in the image data

Filename: I Browse...l—‘
white | Feant Bt | about. |
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Distort filters

Do you feel that your image lacks a cer-
tain something? Here are the ultimate
distort tools provided by Gimp. If you so
please, you can change your image until
it's completely unrecognizable.




Distort filters

BLINDS

This Plug-in makeblinds. It’s like slicing your picture in
shreds and pasting the slices to the different sections of
the blind.

& Untitled-50.0 {(RGB)

:;Q@i‘\ N =T To enable a transparent background, you have to work in
I, o layers or add arAlpha channelto the background, other-
‘-:’H==h'1' nmm wise you'll end up with the background color in the tool-
ng?iﬁm m‘ box.

You can create botvertical andhorizontal blinds, just
check the right buttoDisplacementrefers to the open
angle of the blind. A zero degree angle makes the blinds
shut close and if you set it to 90, you'll open them as
much as possible.

CURTAIN

This filter will make it look as if you are looking at your image through
acurtain (and as it happens, this curtain already has your image printed
on itl).

What happens when you apply this fikertically, is that the image is
copied, the copy is rotated 180 deg, thinly slashed and then combined
with the original image. The same will happen if you chdésgzon-

tal but from a horizontal perspective. You can also combine it so it will
do both.

Curtain =10]x]

Parameter Settings

I Apply horizontal curtain

1 Apply vertical curtain

I ok | cancel| about.
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EMBOSS

Stampsor carvesout a three-dimensional look to your imageiboss only works for RGB images.

The direction of thatamp (inwards or outwards) is determined by the origbrahtnessvalue, bright
parts will look like they areaised, dark parts will look like they arearved.

Depth determines the embossed carve depth.

TheAzimuth slide determines light direction, but so d&#svation. The most exact way to describe
Azimuth is as'from which direction the sun rises in the mornind@’hink of Azimuth as a shining satel-

lite, moving around your image - the light in the image will change as it moves. If we thought of Azi-
muth as the sun in the morning, you might thinEtavation as the'time of the day”. Think of the sun

when it reaches zenith. There will be no shadow. It's the same with Elevation, and if your depth is big,
the lowest parts will look like black holes (quite good edge detect). When the sun falls or rises, the shac
ows will get longer or shorter, and the direction of the shadows will also change.

As you may have notice@Embosswill make your image gragumpmap keeps the color information,

but thecarvingwill not appear as deep as with Emboss. The images below have been embossed respec
tively bumpmapped with the same values, so you can see the difference. Emboss makes a surface lool
like metal or rock. Bumpmap just puts more depth to your image, like an impression on paper or leathe

Bumpmap
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ENGRAVE

IWARP

Turns your image into something which looks a lot likething. The
slideMore Height determines the depth of the engraving.You'll get
more realistic etchings with loheight values(close to 3)Limit line
width is a limit in how manyghades of grayou want. You will get

more contrast if you don’t check this button, and the etching will also
get more realistic. On the other hand, you can get quite interesting
results with this option.

Engrave =] 3

Parameter Settings

_| Limnit line wicith

Height 3

ok | Caricel |

This is Gimp’s answer tlai's Power Goa. It's quite an amazing dis-
tort filter. You cargrow, move, shrink, swirl or remove parts of an
image. You can set the amountdigtortion, and how large théefor-
mation zoneshould be.

To create a distortion, you just drag the mouse in the preview image and
you can watch the distortion take place. If you not are satisfied with a
distortion, clickresetand the image will be back to normal. Like in
Power Goo, you can animate the distortions you've just made, and play
it like a film.
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PARAMETERS

Let’s take a look at whatarp can do for you.

* Deform Radius This parameter sets how big/small the distortion area should be when you move the
mouse over the preview. It refers to thdius (in pixels) from the centre of the mouse pointer.

* Deform Amount: Sets the amount of deformation in a scale from 0.00 to 1.00.

* Move: Lets youstretch parts of the picture. You can for example stretch a tiny little butt of a nose,
and turn it into something a witch could be proud of.

* Grow: Grows a part of the image.
» Shrink: Shrinks a part of your image.
* Swirl: Lets you twist a part of the image, eitleackwiseor counter clockwise

* Remove Will remove a distortion as a whole, or just partly. This is the perfect tool for adjusting a
distortion, i.e you don’t have to press reset if you failed to do what you wanted to do (If you are mak-
ing a animation this correction will appear in one of your frames).

* Reset Simply resets the image to the original state.
* Bilinear: If checked, warping will get more smooth.
* Adaptive Supersampling (see the blend tool).

Settings |Animate |
20

Deform Radius e
Deform Amourt ,—Dili
g GrOW ~ Shrink
« Gwitl CCW  Swirl CW

Reset I™ Bilinear

| Adaptive Supersamnple

i Dt l—ili
Threshald ,%7

ok Caricel |
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Animation: By checking théAnimate button, you will get a layered image, ready for making GIF ani-
mations. You can set the number of frames, and in what order you want to play the frames of the film.

* Normal mode The first frame is the original image, and the following frames are gradually distorted
until the last frame, which displays the fully distorted image you made in the preview window.

* Reverseis the opposite of Normal.

* Ping Pong Creates a frame sequence like this: original image..... distorted image... original image

* ReverseandPing Pong distorted image..... original image.... distorted image.

* With reverseandreverse ping pong you must remove the background layer after you have applied
the filter to make it work properly.

Settings Animate

I~ Animate |
MNumber of Frames Iéli
_| Reverse
_| Ping Pong
Ok Cancel
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PAGE CURL
_ With this plug-in, you caeurl, orlift any corner of your image. To uBage
C”"'U“a“”l"ﬂ Curl, you must have at least of@yer and abackground in your image. The
v Uzzer ot top layer tocurl and a bottom layer tourl against The color of the back of the
PA— curled page is controlled by the current colors in the toolbox. The foreground
A Lower right color represents highlight, or the middle part of the gradient, and the background
ol arentation color represents shadow, or the first and last part of the gradient. You can also put
P aShadeunder the curl, and set tlipacity of the curled page.
saewncerel | If yOU just want to curl a small part of the image, makelactionand curl the
Curl opacity selection. This allows you to make a small curl, just as if the glue didn’t stick
- properly to that corner of the image..
ak Cancel

POLAR COORDS

The main achievement of this plug-in is to make

_ circular orrectangular shapes of your image or
drawable.

Circle depth in percent | T | .?3.006
Offset angle | P | 0.000
Map Backwards ” Map fram Top " Polar to Rectangular
oK | Cancel
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I |
I
I
I
.2
.3

4
O

. EXAMPLES

To create a powerful, but rather unsophisticated text curve, you can apply this
plug-in to a text string. You can also make a target circle out of some lines, or
you can make rectangles out of straight lines

* The slideCircle depth in percentcontrols how round your circle will be. A
higher value will make it more circular (Pic 2), a lower value makes it more
rectangular (Pic 3).

* The Offset anglecontrols where your circle/half-circle will start (in
degrees) (pict4)

* The buttorMap from top controls if the bottom part (Pic 5) of the image
turns up in the middle or not. Press this button and it ends up in the middle
(Pic 6), unchecked will put it in the outer regions (Pic 7).

* Map backwards? controls whether the image will be mirrored or not.

* Polar to rectangular? lets you decide whether the image should be mapped
to circular or rectangular. Press this button and it will map to rectangular (Pic

8)
]
5
7

6

Page274

The Gimp User Manual



Ripple

This plug-in displaces the image or selection in waves or
ripples so that it looks like a disturbed water surface. You
can displace the image 8ine or Sawtooth waveform.

You can also specify tHeeriod andAmplitude of the
wave.Wrap, SmearandBlack have the same functions
as in theDisplace plug-in, see chapter 32 you
uncheckedntialiasing you will get rough edges. Note
that you can ripple bothorizontally andvertically.

This filter creates a random displacement of qéobl

row, horizontally or verticallyShift Amount determines
how much a row should be displaced. You can't predict if
it will displace left or right / up or down. You just know
the amount of displacement.
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TwisT

TheTwist is a plug-in which provides a variety of geometric image dis-
tortion functions. The principle of all distortion types provided by the
Twist is to map the input image to the output image by translating the
original pixels according to a 2D vector field which is determined by
the selected distortion function. In order to support the user’s creativity,
some parameters (up to eight, depending on the function type selected)
can be adjusted, resulting in different effects. The output of the Twist
plug-in is a geometrically distorted image. The effect of a selected
parameter setting can be viewed interactively in a preview image. Each
selectable function provides eight predefined effects which can help the
unexperienced to get a feeling for the parameter settings. Currently
eight different distortion functions are available.

To use it, simply bring it up from the menu. Note that you cannot disttekedimages. If you have
such an image, it must be converted t&R&B or grayvalue image.

There are four frames, the 'Preview image’ frame, the 'Parameter settings’ frame, the 'Functions/Effects’
frame and the 'Cutoff function’ frame.

FUNCTIONS EFFECTS

The first frame you’ll probably want to use is thenctions/Effectsframe. This frame contains two
menus, thé&-unctions menu and th&ffects menu. You can choose one of several distortion functions by
activating the Functions menu. Having chosen a distortion function you must chmrsengter set

that, in combination with the chosen distortion function, defines the effect you will obtain.

There are two ways to define a parameter set. The first, and easier way is to select one of eight effects
from theEffects menu in the Functions/Effects frame. The parameters defining the effect will be dis-
played in theParameter settingsframe. The effect on the image can be seen almost immediately in the
preview image at the top left corner of the dialog window.
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PARAMETER SETTINGS

The second way for choosing a parameter set is to usidaes in the Parameter settings frame. Note
that some of the sliders may be labeled 'unused’, indicating that modifying this parameter will not affect
the image distortion effect. The labels of the sliders depend on the distortion function.

Twist =] B3
Preview image Parameter settings
10.00
w—Amplitucle: |
10.00
v —Amplituce: |
-1.70
#—Frequency #1: |
-1.70
#—Frequency #2: |
2.10
y—Frecuency #1: |
: 210
Functions / Effects y—Frequency #2; [
Functions: Cosines = | . iy
unused: |
Effects: Effect #1 - | 0.00
unused |
Cutoff function
0.30 0.60
™ Use cutoff r dr T
oK | Cancel |

In order to acquire a certain feeling for the parameters of each distortion function | recommend that yot

experiment with the sliders after having chosen an effect. If you feel that the preview image is too small
to see what actually will happen to the image, do not hesitate to execute the Twist by pressing the [OK]
button at the bottom of the dialog. The Twist will remember all parameters you have selected when it is
started again providing you with the possibility of fine-tuning an effect.

The last frame, which has not been discussed yet, Gutadf function frame. The cutoff function is a
mechanism for damping the image distortion function depending on the distance r from the image’s cer
ter. This means that, when the cutoff function is activated, the image distortion is a product of the
selected distortion function and of the cutoff function. The toggle button labskedutoffis used for
switching this modifier on and off. The meanings of the two parameters, r and dr, which can be modifiec
by the sliders are visualized by figure 2 below. Note that some of the predefined effects use the cutoff
function. So have an eye on this frame when you want to figure out which parameters yield an effect tha
you like.

Documentation by Peter Uray
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VALUE PROPAGATE

This plug-in works byspreadingandincreasingcertain value ranges in a specified direction. The first

two parametersylore White andMore Black, have a large impact atanned photograph(see pic-

tures). You might describe the effect asagellingof bright (respectively dark) areas where contrast is

high, expanding at the cost of the opposite brightness value. When you run the filter several times, those
areas will clog together in large square clusters, while middle values will remain relatively unaffected.
The result is often quite artistic. The More White effect resembles oil painting, and More Black looks

like watercolor. This filter is also very good for drawings. A black and white line drawing made in the
computer will look more like a real ink pen drawing if you apply some More White to it, More Black

will just thicken the lines.

"‘.?\A.

More White More Black

Oriinal

TIPS

The next few parameters work best with drawings and computer made images with distinct edges.
Scanned photos are either hardly affected, or the result is strange and unpredictable.

Foreground to Peaksdraws a fine contour (with the current FG color) around defined objects or shapes
in the image, and that includes Propagate cluster formations. If the object border is fuzzy, the FG outline
starts where the object color fades out.

Middle Value to Peakscreates (if there isn’'t one) and propagates the transitional color (blend of object’s
edge color and background color) and blurs the image. It will blur more for every time you use it,
because then the transitional color will be created from the new edge color.

Only Foreground propagates areas which match the exact shade of the foreground color in the toolbox,
so soft and fuzzy edges don’t propagate well with this option.

Only Background does the same, but for the background color. Sometimes these options causes pixels
of the chosen color to spread in an asymmetric way - large lumps or clusters grow. This can occur when
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Waves

you spread soft brush lines, or when you run this filter several times. Don’t worry about it - it's just the
way this filter operates.

More Opaque/More Transparentonly applies for images with akipha Channel (a layer or an alpha
enabled background). Those options work exactly the same vidgradnhite/Black, but white is
replaced with opaque and black with transparent.

Value rangecan be set differently if you only wish to propagate areas in a certain range, like only very
dark areas or only middle values. You can also sé®ithpagate Rate(amount) and the direction of the
spreading. The check buttoRsopagate Alpharespectivelyvalue Channelcan be used a locking

device, if you're afraid to press the wrong button. (Note, this filter does not work for the kind of Alpha
Channels you create in the Channels tab folder).

WAVES

Waves

I[=] B3

Preview

= Do Preview

I~ Reflactive

rParameter

| Amplitude | '

Fhase |

Wavelength] |

10.000
£3.900 |
7.550 5

ode

Smear

V Elacken

(0].9

Cancel

This plug-in is really nice. It simulates the
effect that you get when you throw a stone in
a pond (if you have unchecked the reflective
button).

Theamplitude is theheightof your waves.
Phaseis where you are in your wave (it’s like
a sinus wave and the phase is where you are
in that sinus wave).

Wavelengthis how long your (sinus)wave is.
The mode$SmearandBlacken have the
same function as in thdisplace plug-in, see
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chapter 32 If you check theReflectivebutton you will not get the simple "throw stone” effect, instead
your wave will create an interference pattern.

Waves non- reflective Waves reflective

WHIRL AND PINCH

This plug-in will distort your image in @entre circular
way Whirling distorts it much like the little whirlpool
that appears when you empty your bath.

& Untitled-53.0 (RGB)

Pinch can be compared to applying your image to a soft
rubber surface and pressing it in different ways. If the
pinch slide bar hasmmegativevalue, it will look as if
someone had tried to push a round object up toward you
from behind the rubber skin. If you uspasitive value, it
looks like someone drags or sucks in the surface from
behind, and away from you.

The slidebar fowhirl controls how many degrees you
want toturn your image. Th&inch slide bar controls the
type and amount of pinch.

Radius determines how much of your image will be affected. If you set radius to "2, the whole image
will be affected. If you set the radius to 1", half the image will be affected, and if it is zero nothing will
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be affected (just think of it as the radius in a circle. O in the center and 1 halfway Tutrgate a
really realistic whirlpool, combine the two distort methods

Whir and Pinch =10jx]

Wil angle | | 85.091

Firch amnourit | JRRTI | -0.006

Fiaclius | JE | 1333
oK | Cancel
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Edge detect filters

Living on the edge? Gimp provides you
with a few edge-detect filters to help you
find your edge.




Edge detect filters

INTRODUCTION

Edge detectiorfilters search out the borders between areas of different color, theaeing the con-

tours of objects in the image. The background is always black, and the contour is either white, or has the
same color as in the original image. It's actually a lot like scrafitto, or artistic scratching techniques
where you cover an image with thick black oil/crayon/tempera paint and then scratch the contours with a
knife or needle so that the original colors appear in the scratch marks. Edge detect is often used to make
selectioneasier, but it can just as well be used for artistic purposes or to achieve certain effects etc. You
can of course always invert an edge detected image, and get something that looks like a hand drawn
sketch. There are three kinds of edge detect filters:

EDGE

Normal edge detect, meaning a dark image
with (mostly) white contours. You can set the
amount of Edge-detect: A high value results in
a black, high contrast image with thin, sharp
edges. A low value will produce thick, coarse
edges with relatively low contrast and lots of
color in the dark areas. Wrap, Smear and
Black doesn’t do much good, so you might as
well leave those as they are.

LAPLACE

Creates a black image with extremely thin
(colored) edge lines (1 pixel).

Note, applied on a layer, Laplace and Sobel
edge-detect results inteansparentimage
with thin black edge lines.

This is of course very useful when you want to
put emphasis on the contours of an image, or
make a photograph look like an ink drawing.
To achieve this effect you duplicate the image
and use Laplace/Sobel on the top layer. For the
best result, apply some blur to the image
before running this filter (Gaussian with a
radius of 0.5 to 5.0)
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SOBEL

The same effect as Laplace but the edges are a
bit broader and also a bit more blurred. If you
only apply it in one direction (you can apply it
both vertically and horizontally) and check

keep sign of resultyou will get something

that looks a lot like an emboss effect. If you
only apply ithorizontally you will get more
contrast and color in your image. If you only
apply itvertically, it will get a bit darker and
there will be less contrast in the image.
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Enhance filters

Do you want to sell your old car? Here is
the tool to enhance the advertisement
image.




Enhance filters

DEINTERLACE

This filter will help you adjust images captured by video cards. Sometimes the even or odd field doesn't
get captured correctly, then you can use this filter to fix it..

DESPECKLE

This is the filter to use if your imagensisy, if you scanned an image
and there was sonthust or fibers in the scanner, if you gotrmire
pattern when you scanneg@nted image from a magazine, or if your

e image has physical damage, lderatches
_1 Recursive
If your image is just noisy, or suffers from moire effects, use
/ Despeckleover the whole image.
Raius T E If dust or scratches is your problem, select the damage with the free
Black Level | —J [ selection tool, and use Despeckle on that selection.

White Level | 1 |243

& image_curtain_out.tif-5.1 (RGB) M= E3

oK | concel |

You have the following choice€nly Radius, Radius and Recursive Adaptive or Adaptive and
Recursive

Radius refers to thavindow sizérom 1 (3x3 pixels) to 20 (41x41). The image will be chopped up in
several windows, with a specified size of for example 3x3 pixels. In each of these windows the filter will
try to smooth the color range, and thereby remove unwanted defects like scratches or noisy pixels.
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How 1O USE IT

If you useOnly Radius, a general algoritm is used to smooth the color range. If you set the radius high,
theblur level will also be high. If you udeadius and Recursiveyou can use a smaller radius to get the
same effect as with a large radius and no recursive. Be careful tiemhsivecan easily result in
unwanted blurring. If you use thadaptive filter, the algoritm will try to calculate the best window-size

by itself, and use a general algoritm to smooth the color range in each window. If yalapsge and
Recursive a recursive algoritm will be used in the windows, calculated by the adaptive algoritm.

* If you want to remove scratchor otherdefectby selecting the damaged area and then despeckle it,
you can successfully uBecursive and Radiut get rid of the scratch.

* |If you want to remove someise thenAdaptive or maybe a combination Aflaptive and Recursive
is the way to go. If you us&kcursive and/or Radiuen the whole image, it will often get too blurred
(this is of course no problem when you're only using it on a tiny selection).

* You can also set the amounttdck- or whiteness|f the damage you want to repair should be dark,
then turn up blackness. If it should be white, turn up whiteness.

DESTRIPE

This filter corrects badlgcannedimages with stripes on them. As the stripe pattern will be different for
each image, you'll just have to experiment to find the setting which will get rid of the stripes in your orig-
inal.

| Histogram

Width e | ] 106

ok | Caricel
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NL FILTER

HL Filter

Praview———

rParameters—

| Aipha T T—

~ Optimal Estimation

| - Do Preview | |- Etge Enhancement

0.300

| Radius [T 0.33

i e

< Alpha Trimmed Meaan

(019 j Cancel

|

NL which stands fonon-linear, is an efficient image enhancing
filter. This filter uses a 7 hexagon pixel block that you can adjust
with the radius slider (instead of using say, a fixed 3x3 pixel block
for its filter algoritms).

There are three filters in this plug-ilpha trimmed mean,
Optimal estimation smoothingandEdge enhancement

Alpha trimmed mean is the filter to use when removing "pop”
and single noise spots in the image (set alpha toRabljusis the
strength of the filter, andllphadetermines whether the filter will
just smooth out, or reduce noise. Recommended values are
between 0.0 and 0.5. If you use values over 0.5 funny things will
happen (can be quite artistic).

Optimal estimation smoothingThis filter is a bit different from
the first, and is very good for reducing dithering noise. Low Alpha

values makes the smoothing subtle and high values (1.0) smooths all parts of the image. Radius should
be from 0.8 to 1.0 for this filter to work correctly.

Edge enhancemenis the opposite of the smoothing filter. It sharpens edges instead of blurring them.
Radius stands for the effectiveness of the filter. Useful values range somewhere between 0.5 and 0.9.
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SHARPEN

This filter sharpensup your image. You can set the amount of sharp-
ness, and you can get a preview. This is a truly amazing tool, and even if
it's simple, it is one of the more useful tools in Gimp when it comes to
enhancing photographs. Naturally, you'll always run the risk of accen-
tuating noise or blemishes, so if your image is damaged or noisy, try
NL edge enhancemenor the excellentynsharp Mask Script Fu

instead.

Sharpen 1 =] 3

Sharphess Ij_ I?G

ok | Cancel |
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This is the math corner of Gimp. You will
find different kind of filters that applies
mathematical formulas to your image.
Here is also Gimp’s equivalent to Filter
Factory as well as a clone of the original.




Generic filters

CONVOLUTION MATRIX

documentation bipetri Alanko

Basically, theConvolution Matrix allows one to create
simple custom filters. It sums together the color values ¢ Mt Border
the 5x5 box around each pixel, multiplying each pixelin ' o g [ [ [ Extend

the box by the corresponding value from the matrix. The | o o o o o :\;:’;
identity matrix does nothing. L [ o
o o o o o Channes
EXAMPLES | o o o) o e
It works like this: Diviser |1 Offset [0 I':;r;e”
0O 0 O O o _| Aurtariatic I Apha-weighting  Hpha
0O 0 O O o
ok | Defaults Cancel
0O 0 1 0 O
0O 0O O O o
0O 0 0O O O

Divisor: 1 Offset: 0
The middle value represents the pixel to be modified. Here, the destination value is 1 (the source value,
and the surrounding pixels are multiplied by 0 so they don’t count). The matrix can be used for offset-

ting. For example:

0O 0 0 0 O
0 0 1 0 O
0O 0 0 0 O
0O 0 0 0 O
0O 0 0 0 O

Divisor: 1 Offset: 1
Now the destination value for a pixel is the source value of the pixel above it, so this offsets the image

one pixel downwards. A simple blur is like this:

O o o o o
O B B kB O
O B B kB O
O B B KB O
O o o o o
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Divisor: 9 Offset: 0

Now, for each pixel, the value of that pixel and the eight surrounding pixels is taken, added together, an
divided by nine. Thus, the resulting pixel is the average of the 3x3 region around it. Similarly, a very
strong (and unsophisticated) sharpen filter is like this:

0O 0 0 O O
0 0 -1 0o O
0O -1 5 -1 0
0O 0 -1 0 O
0O 0 0 O O

Divisor: 1 Offset: 0
This takes the center pixel, multiplies its value by five, then subtracts the values of the four immediately
adjacent pixels from that.This sort of operation enhances differences between colors.

The divisor argument is just a number by which the result is divided, and the offset is added to that. The
offset is useful in some cases, such as this:

0O 0 0 0 O
0 1 1 0 O
0 1 -1 0
O 0 -1 -1 0O
0O 0 0 0 O

Divisor: 1 Offset: 128

In this case, the values on lower right are sub-
tracted from the values at upper left. This is a
basic embossing effect. Since these values
could easily be negative, and a picture can’t
have negative colors, we add 128 everywhere,
making this in all likelihood something like a
gray bumpmap.The "Automatic” toggle just
sets the divisor so that it is the sum of the
matrix values. And if this sum is positive, then
offset is 0, if it's negative, the offset is set to 255 (for inverting), and if the divisor is 