Mini_tutorial to make easier the election in this Engraving Filter created by Diego Nassetti, named:

Draw Effect L (this effect produces a very nice Engraving Look on Wood and/or Stone) | can say that the
process to get it has been long by Dinasset. So many aspects to have in action, trying that they weren’t
in conflict with the other parameters has been exhausted for him. But Diego makes possible what seems
impossible.

While doing some tests with this engraving effect, I've got some factual practical advice to give if you
like. Of course that each user will have their own selections and artistic way to apply. So, have it as a
simple guide.

First important point will be to pay attention to the image.

Best results are always when the image doesn’t show too many busy small details in it. For example, too
many leaves (forest or views with plenty small items etc), They won’t normally give the desired outcome
when applying a bumpmapped or embossed options. Much better to choose engraving: no or simple.

A dark image needs a light base colour and a light texture, too. In the same way, a very light image will
need a more strong colour and texture. The contrast matches well.

So, generally talking, the best outcomes come when the image is balanced in colour and shapes.

Look at the following images:

The clearest parts of the photo will take more
deeply the texture and the colour.

The background will take deeply the colour and
mix the texture chosen, too.

In this image we are going to apply default
options:

Pine as Texture; no engraving; and Luxe_Blush as
colour.

This is the result after running the filter.




These are the colours you will find in the filter as options to choose:

y “;user (choose below) v

*user (choose below)
BLOSSOM=(250,198,204)
CORAL=(255,182,173) o NIGHT=(0,43,84)
PAPAYA=(246,139,105) BEET=(152,83,150)
POPPY=(251,175,95) FIG=(128,84,98)
CURRY=(250,207,99) AUBERGINE=(57,18,66)
SUNSHINE=(255,239,108) SLATE=(88,87,75)
CHARTREUSE=(206,215,92) CHOCOLATE= (87,44,41)
MINT=(210,239,219)
CLOVER=(161,206,94)
SAGE=(219,223,195)
BLUEBELL=(174,209,233)

# POOL=(162,208,207)

8 PLUM=(204,193,219)

& CEMENT=(227,223214)

B GRAVEL=(178,177,165)

: PAPER_BAG=(197,171,137)
LUXE_BLUSH=(255,242,236)

& ANTIQUE_GOLD=(179,142,80)
SHIMMER_GOLD=(255,226,147)
SHIMMER_SILVER=(200,201,208)
8 RED=(221,50,50)

8 FUCHSIA=(236,0,140)

i PERSIMMON=(228,62,34)
MOSS=(150,154,82)
LAKE=(26,134,168)
PEACOCK=(0,145,156)
ROYAL_BLUE=(0,101,169)

To be sure when choosing the right colour you want according your image, you can see the right colour
below



AUBERGINE

Option Engraving Simple:
You will see the engraving deep lines in Wood or Stone ( according your election)
Engraving in pine wood

Coral colour

Engraving in Stone

Coral colour




Engraving; Option Embossed
These are the options chosen. Blossom as colour, and Pine Wood (default). Engraving Embossed.

The engraving lines will be deeper and really like you would see a real engraving on a texture.

Experimenting on Draw Effect (variant L3)

. \Users\usuario\Downloads\Gimp-2 10.22\Gimp-2.10.22_Portable-32-64bit-
Win-V2\Preferences\plug-
ins\diego2. 10\DIEGO_DRAWING_Experimentingl3.py

Width+Height of New Image
(O=same as input)

*user Base colour
: Base pattern Browse...
(use medium colours)

Add Gradient Frame?

4000 : Predefined Base colour BLOSSOM=(250,198,204)

Reinforce Engraving on Top  *yes, embossed (reqd GTbevel) No
Flatten Image? No
Levels
Help 0K Cancel

Result:




Option Bumpmapped
®

- Experimenting on Draw Effect (vaniant L3)

C:-

\Users\usuario\Downloads\Gimp-2. 10.22\Gimp-2.10.22_Portable-32-64bit-
Win-V2\Preferences\plug-

ins\diego2. 10\DIEGO_DRAWING_ExperimentinglL3.py

Width+Height of New Image
(0=same as input)

*user Base colour
2 Base pattern Browse...
(use medium colours)

4000 2 Predefined Base colour  BLOSSOM=(250,198,204) v

Add Gradient Frame?

Reinforce Engraving on Top | *yes, bumpmapped v (reqd Glbeve)

Flatten Image? No

But also using other textures: For example, a stone texture



imp-2.10.22\Gimp-2.10.22_Portable-32-64bit-

ING_ExperimentinglL3.py

: Predefined Base colour BLOSSOM=(250,198,204) v

Base pattern ' |Browse...

Add Gradient Frame?
(reqd GTbevel)

pmapped | v

No
L_Stones,

Help

Really artistic, too

Of course there are many other textures and colours to play.

Below you will see some of the nice Stone Textures to give to your engraved image an especial artistic
look.



Stone Textures




Wooden Textures

The user will find new looks
according to the image and taste.

When the image is a portrait, the
best option is to choose light
background texture and light or
medium colour.

For example: the below image with a
strong texture:

Experimenting on Draw Effect (variant L3)
C:-

x 1 \Users\usuario\Downloads\Gimp-2. 10.22\Gimp-2.10.22_Portable-32-64bit-
Win-V2\Preferences\plug-

ins\diego2. 10\DIEGO_DRAWING_Experimentingl3.py

Width+Height of New Image
(0=same as input)

(use medium colours) L

| Add Gradient Frame?
! (reqd GTbevel)

4000 < Predefined Base colour |SLATE=(88,87,75) i\

Reinforce Engraving on Top  *yes, bumpmapped |V No

Flatten Image? No

’ % - - \

We have the last option added by Dinasset to complete the image. This option is to add a gradient
frame. (You will need to have installed GT Bevel scm)



If you choose “add a frame”, you will get a nice bevelled frame with the right colours taken from the

image. | think it is the final touch to this interesting artistic effect.




