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No 13
October 2018

NEWS LETTER 18

Tuesday 2nd Oct - Tonight we have Roger Evans presenting his “Sports
lllustrated” Roger explains his formula for his images, which include
understanding the depth of field for his chosen shot. Looking at ways to
enhance the image through the use of a limited colour palette
and available light. This may mean the photographer moving
position or changing perspective to obtain the desired result,
and finally the importance of the photographer telling an
interesting story through the image.

Tuesday 9th Oct - Tonight is our first “Members Evening” of this season. We
have several things going on tonight, demos from our John White presenting
PhotoShop talk on...Lies, Damned Lies & Statistics plus our own Mike Bull will
be “Explaining Stacking” Members wishing to know more about ordering
prints from DSCL can get advice

Tuesday 16th Oct - Rain! Yes rain again tonight we can see “It Rained in
Namibia” by Simon Palmer.

Simon gives us the final step in his transformation to being a conservation
photography and camera man. This presentation documents his work in
Namibia (his second home....if he could afford t00).

Tuesday 23rd Oct - Tonight brings us the 1st round of our Print
Competition. So make sure your images are e-mailed to Neil Kingsbury by
mid-night Sat 20th Oct. The judge tonight is Ken Hudson CPAGB, BPE3* So
come on all you members in the general section lets see some images from
you, you wont know how you are getting on until you enter your work.
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Tuesday 30th Oct - Tony Gervis FRPS will present his “One Man and His
Camper Van” Tony has many images for viewing on his web site

www.tonygervis.com/ so do take a look. His presentation
tonight is a solo journey in his camper van through in all
21 countries including, Iran, Uzbekistan, Kazakistan,

Russia and Ukraine. Over - 4 months and 20,000 + miles
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FOR YOUR DIARY

P g Gloucester
il B Camera Club
. & Annual
Exhibition
2018

FREE ENTRY
Sat 20th October -

Open 10am until 4pm

St. John's Church.
Northgate Street, Gloucester,

www.gloucestercameraclub.co.uk [
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Chairmans Tip

For anybody who missed John White e-mail:-

Here are a couple of links that I have "discovered" recently that may be of
interest to other Members:

I was recommended to this by a friend. I know the Web is full of tutorials but this
guy, Anthony Morganti, offers all his for free and has an excellent, easy to follow
style. He covers a wide variety of subjects, including Lightroom, NIK and many
more.

https://www.youtube.com/channel/UCKHNVO_aPDSqgiflIG_XHIYIg

The second one is from the "Newsroom" page of the latest Outdoor Photography
magazine and is very topical as it is about colour management. Datacolor have a
free (there's a trend here - have you spotted it?) eBook all about colour
management. Chapters 1 to 3 are already available with more chapters to be
released every three weeks.

https://www.datacolor.com/

Cheers,

Mike Wooton.
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Make an 'Arty’' / 'Painted-on' Border
Clive R. Haynes FRPS

An attractive and sympathetic border can be added to an image to emulate the 'alternative
technique' of 'Painted on Emulsion' or 'Liquid Emulsion'.

When coating media with emulsion frequently the effect was one of 'brushed edges'. This was a
sought-after appearance and immediately placed the print in the 'Fine Art' category. We can

emulate this edge effect digitally. It's simple to make and the 'mask’ created can be re-used and
modified to suit other images.

Open your image
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Create a new (empty) layer above the background by clicking on the New Layer icon at the base
of the Layers palette (it's the one next to the Trash Bin) or go: Layer > New > Layer.

Change the Blend Mode of this new layer from 'Normal' to 'Screen' - do this by clicking on the
drop-down arrow to the right of 'Normal' (top LH of Layers palette) and from the list, choose
'Screen'.

Expand the Canvas Size, making certain that the Background Colour is white before you start, or
the Canvas Extension Colour (in Canvas dialogue box) is set to white. With 'Relative’ un-ticked, try
expanding the canvas width and height by 130%. Hopefully this will present sufficient working
area. See below:

Working on the new layer you've just made, choose a suitable brush. |
suggest a rough-edged brush - try one from the 'Spatter' range or 'Rough
Round Bristle'. If your brush selection doesn't show these brushes, load
more brush shapes by clicking on the fly-out arrow to the top of the Brush
dialogue box (accessible via the drop-down arrow next to the Brush Size
on the Options Bar) and choosing 'Load Brushes' - choose from the list.
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Set the Foreground colour to white and the Background colour to black (quick way is to press the
'D' key on the keyboard - this restores the Default F/G - B/G colours).

Adjust the brush size to suit the image (via the Brush dialogue box or by using square bracket
keys (to the right of 'P') the [ bracket key makes brush smaller whilst the ] bracket key makes
brush larger. With white as the Foreground colour, 'paint' along the edge of the image and the
rough edge will appear. To control and edit the edge and to paint back in parts of the image as
needed, swap to Black as the Foreground colour (Tip: use the 'X' key to exchange the F/G - B/G

colours).

Work on the edges until you are satisfied.

Crop the image to suit.

[ 5] 1]

Layers Y 0
[Screen e vj Opacity:l 10096 37[
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Left: Layers with 'painted border showing in the upper layer
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Above: The completed picture

If you wish to apply the 'painted edge' complete 'as is' or as a starting-point to another image,
simply copy it (Ctrl + A, Ctrl + C), then after opening the next image, use Ctrl + V to paste it in.
Change the Blend Mode to 'Screen' and if necessary expand the canvas size and adjust the size
of the edge mask by Edit > Transform > Scale.

An alternative method of transferring (copying) the 'painted edge Layer' to another image is to
simply click on the 'painted edge Layer' and drag it onto 'the other' picture - and what's more, it'll
keep the 'Screen blend mode' running.

Learn what DPI is and when you should and shouldn’t
worry about it.

DPI (Dots Per Inch) is an interesting topic. Once understood, the concept becomes more
straightforward, but explaining it requires some exposition. It’s often confused with pixel
resolution, and its importance for web imagery and general use is sometimes
misunderstood.

To further confuse matters, you’ve also likely seen the term PPI used—this acronym means
Pixels Per Inch, although you’d be forgiven for thinking it’s also something you were mis-
sold when you applied for credit. In any case, DPI and PPI are often conflated, and there will
be an eternal debate about the term DPI being used incorrectly in the place of PPI. Even
software and entire operating systems use DPI, when really PPI would be more technically
accurate—this article will mainly focus on using DPI as its working term.

DPI is used to calculate physical measurements. Printers, for example, don’t work in pixels,
so we need a way of translating our content on screen—pixel dimensions—to a printable
format. Thus we have the dots-per-inch measurement, which defines the print density and
bridges the physical measurement of inches with our digital pixel resolutions.

Say you want to print a 6x4” photograph at 300 dots-per-inch, which is considered optimal
for high resolution printing. To achieve this, we would calculate:

6x300 = 1800

4x300 = 1200

8 of 12



No 13

Therefore, when creating a new document or resizing an image, we could set the width and
height in pixels to 1800x1200px. If we were then to send this to the printer with an
instruction to print at 300 dots-per-inch, the result would be exactly 6x4 inches in physical
size. Similarly, let’s say we want to print an 8x10” photograph at 300 dots-per-inch:

8x300 = 2400

10x300 = 3000

This time we would set our document size in pixels to 2400x3000px. Again, once sent to a
printer at 300DPI, the result would be an exact 8x10” print.

Let’s say however that we wish to print an 8x10” photograph, but at 200DPI instead:

8x200 = 1600

10x200 = 2000

As you can see, this is a lower pixel resolution. If we were to send this image to the printer
at 200DPI, the physical size would be correct at 8x10”. However, if we sent it at 300DPI with
no scaling, the resulting image would measure smaller—5.3x6.6” to be precise.

Affinity Photo’s New Document dialog, toggling between Pixels and Inches as the
measurement. Note how the pixel resolution is calculated automatically based on the DPI
(300).

With this in mind, think of DPI as a bridge between physical measurements and digital
pixels. It’s a way of determining the size and quality for print media.

DPI FOR PRINT WORK

DPI is used heavily for preparing work for print or editorial purposes. If you are having a
banner printed, for example, you may be asked to provide the output in inches or
centimetres, but at a DPI of 150 or 120. For example, let’s look at a design specification for
banner printing:

28in by 14in at 120DPI

When we enter these values into a new document dialog, we end up with the following pixel
resolution:

3360x1680 px

Seems like a small pixel resolution for a large print size doesn’t it? In fact, the resolution
barely equates to bigger than 5 megapixels. We do however need to take into account the
print media: banners are large advertisements, designed to be seen and read at a distance,
not scrutinised up close. The print density can therefore be larger: this corresponds to a
lower DPI, and subsequently a lower pixel resolution.

Conversely, if we were to try and create a document with those measurements at 300DPI,
our pixel resolution would be:

8400x4200 px

That’s roughly 35 megapixels—not unreasonable, but still quite large. What if we were
designing a really large banner though? Let’s say 8 x 3 feet (or 96 x 36 inches):
28800x10800 px
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That’s huge! It’s also difficult to edit, and even more difficult to obtain source material for
(e.g. photography). This kind of density is also redundant—it’s unlikely we would see and
appreciate the difference at the banner’s intended viewing distance.

Left: A 15x12in document ‘displayed’ at 72DPI. Right: the same 15x12in document
‘displayed’ at 300DPI.

DOES DPI (OR PPI) AFFECT QUALITY?

This is where it gets confusing. Regular digital content, such as web imagery, often has a
DPI/PPI of 72 or 96 mandated in its metadata. Nowadays, in the majority of cases, these
numbers are considered arbitrary. Just because this value is lower does not mean it is lower in
resolution or quality. It is simply a measurement value that helps to determine the display
and print size.

What is crucial here is the pixel dimensions, or the resolution. This is the physical number
of pixels that make up the image, and is what dictates the clarity and visual fidelity of the
image. An image at 3840x2160, for example, would contain more detail and would be able to
display larger than the same image at 1920x1080. Both images could have a DPI/PPI of 72,
but this number is irrelevant to the clarity of the image being displayed digitally.

An example of where the DPI values may actually be used is in page layout/desktop
publishing software—the DPI value is often used to calculate the initial size of an image
when it is placed onto a page (relative to the document’s DPI and size).

HANDLING HIGH DPI/RETINA

With the advent of High DPI and Retina displays, this has resulted in further confusion as to
DPI’s relevancy in displaying digital content. The premise behind High DPI is having a
higher pixel density—essentially, cramming more pixels into the same physical display sizes.
Let’s take a typical 24-inch monitor as an example. Traditionally, we associate this size with
a pixel resolution of 1920x1080 (or 1920x1200 if you remember when 16:10 was in vogue). A
High DPI screen at the same size, however, may boast a pixel resolution of 3840x2160. This
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is double the number of pixels on the same size screen, resulting in a higher pixel density
and a crisper image.

In order to then deliver image content that matches the clarity and crispness of these
screens, we need to provide alternative, higher resolution versions of our imagery. Whereas
an icon in an app could display at 32x32 pixels on a normal screen, providing a version at
64x64 pixels would be prudent for high DPI screens for a sharp and professional result.
Crucially, the icon would maintain the same physical size on screen despite a larger pixel
resolution.

VAN

@1x

128x128px @2x
256x256px

@3x
512x512px

@4x
1024x1024px

An example of resolution variations for responsive high DPI iconography.
With that lies the general answer: what matters is the increased pixel resolution. The
accepted convention is to provide versions of the images that are double the pixel
resolution: 1600x1200 becomes 3200x2400 for example. That way, the 3200x2400 image
occupies the same physical space as the 1600x1200 image, but the increased pixel density
allows it to look sharp on a high DPI screen.
With web and Ul imagery, the convention is to have @ 1x, @2x (and so on) affixed to the
filename to denote the density. @2x is generally twice the resolution of @1x, although this
is not set in stone: you could have resolution variations like 512px, 960px, 1280px, 1600pX,
2560px, etc.
Logical vs Physical pixels
You may have seen these two terms used, especially within web design. There’s a clear
distinction:

« Logical pixels are the logical display size, e.g. 1920x1080

« Physical pixels are the actual number of pixels that represent this display size, e.g.

3840x2160

Here’s a great example—you may have a smartphone screen that displays 3x the physical
pixels versus its logical pixels. Logically, its screen size may be 640x360, but the physical

11 of 12



No 13

pixels representing this size might be 1920x1080. The result is a very crisp image with no
discernible ‘jaggies’ (or sharp edges).

My preferred term for explaining logical pixels is ‘real estate’. For example, a 24-inch
monitor with a screen resolution of 1920x1080 grants you a certain amount of ‘real estate’—
usable space. A screen resolution of 3840x2160 could in theory give us double that real
estate, but on that same 24-inch monitor everything is going to look far too small—instead,
the entire operating system interface is scaled to be larger.

Left: a desktop screen displayed at 3840x2160. Right: a desktop screen displayed at
3840x2160 but in ‘High DPI’ or ‘Retina’, with a logical pixel resolution of 1920x1080.
The above screen capture indicates this very clearly. On the left, the screen resolution is set
to 3840x2160. On the right, the screen resolution is also set to 3840x2160 but in ‘High DPI’
mode, which means macOS is performing 200% scaling of the interface (and therefore
giving a ‘logical’ resolution of 1920x1080). Windows offers a more flexible system where
you determine the scaling in a percentage, so if you wanted more ‘real estate’ you could
reduce the scaling to, say, 175% instead of 200%. macOS also offers this in a slightly more
restrictive form: display scaling in System Preferences allows you to choose based on a
preference of ‘Larger Text’ or ‘More Space’.
Just one final example of ‘real estate’: Apple’s 27-inch 5k iMacs run at a high resolution of
5120x2880, but if you were to display that size logically everything would be tiny. Instead,
as mentioned above, the interface is scaled to 200%, so you actually end up with a logical
resolution of 2560x1440 (which, by the way;, is still nothing to turn your nose up at).
To conclude
Perhaps the most useful advice when it comes to digital content is... don’t worry too much
about DPI! Focus on your pixel resolution, as that ultimately dictates the detail and clarity
of your images. DPI alone does not dictate the resolution of your image: it is however used
to calculate the ‘physical’ size of your image for print.
When dealing with print work, a recommended workflow for accurate prints is to create a
new document with your required measurements and use an optimal DPI value. 300 works
well for the majority of smaller print work (up to A3), but don’t be afraid to use lower DPI
values such as 200 for larger prints: printers generally do a respectable job of interpolating
this information and producing good quality results.
In a nutshell:

o Digital/screen work: Think in pixels, eg 2560x 1440

e  Print work: Think in dimensions and DPI, eg 5x7 inches at 240 DPI.
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