Metal Wurx — XIX

Indicator Lights - PartC
Colors & Conditions

If you have already completd&thrt A andPart B, then we are now ready move on to the
last part of this segment and complete our indidagbts. Open gimp and load your saved
XCF file from Part B which should now include all the Bezel/Rim and &éayers.

When we completeRart B, | explained that what we are going to do nextréeate several
additional layers for colors and glow to simulate@N and OFF condition for each of our
completed lights. The end Bfrt C is extremely complex even though there are only a
few steps, so read very carefully and make sureggbeverything exactly right or your
lights will look either too bright, too dark, wagheut, or otherwise be messed up and
dissimilar. You can always make any adjustmemesach matrix to get your own effects.

Step 1.

Set your view to 200%, then go all the way dowith®bottom of the layer stack and
duplicate the Background layer. Set your FG ctia light gray (BOBOBO) and drag the
FG color over to the image to fill the Backgrourogyg layer. This will make it easier to
see the “Glow” layers we will make later on.
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Step 3.

Now we can make the other colors of OFF conditights. Right click on the Lens layer
in the layers dialog and choose Alpha to Selectidow create a new transparent layer
above the Sphere layer and name it “Red”. Selfalyer Mode for the Red layer to Color.

Duplicate this layer 4 times and name the layeee@rBlue, Yellow, and White. Change
your FG color to match whichever layer you choaskédgin with, and drag the color over
to fill each layer with the corresponding color.



Change the layer Mode of the White layer to Overlaurn off the visibility of the Green,
Blue, Yellow and White layers, then turn off théestion. Red should be the only color
layer with the visibility turned on.
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Step 4.

Turn on the visibility of the Lens layer and charige Opacity to 50%. Turn off the
visibility of the background layers, the Controyéa and the Red layer, and you can see
that since none of the layers above the Contr@rlaye in Normal Mode or at 100%
Opacity, we need another layer.
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We don't really need the Control layer anymore #isdoo big anyway, so since we are
finished making our Rim layers, go ahead and déletBuplicate the Lens layer and move
the duplicate down in the layer stack below thedlayer. Go to Colors>Invert to change
it to black. Adjust the layer Opacity of the bldoéns copy layer to 100%, turn the
visibility of the Red layer back on and our imageKks “normal” again and not transparent.
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The reason it looks so dark in the lower right qaatis because the Opacity of the Lens
layer is still at 50%. Raise the Opacity of thensdéayer back up to 75% for now then
change the layer Mode of the Gloss 2 layer to $cree
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Remember, these will usually be viewed much smablereduce your view to about 25%
and you will be able to see how it looks aftesiscaled down with the different settings
by adjusting the Opacity of the Lens layer to 5@¥d 100% then leave it at 50%.

The Yellow OFF light presents a challenging probighich results in a completely
different combination of settings and layers. itdey to make the Yellow OFF
light similar in appearance, we will have to makese adjustments.

Step 5.
Raise the Opacity of the Gloss 2 layer to 100% theplicate the Yellow color layer and
rename it “Yellow 2”. Set the layer Mode of thelldes 2 layer to Grain Merge and the



Opacity to 50%. Now, select the Yellow layer aptithe layer Mode to Overlay.
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Step 6.

Create a new transparent layer above the Gradigat hnd name it “Gradient 2”. Select
the Blend tool and in the tool dialog select thetB@ransparent gradient. Reverse the
gradient so that black is on the right side ofghedient. Set the Shape to Radial then go
to View and check the box for Show Guides to timaguides back on.

Increase your view setting to 300%, then rightkcba the Gradient layer and choose alpha
to selection. Reselect the Gradient 2 layer toamiéctive, and make a diagonal stroke at
a 45 angle from top left to bottom right, passing tkine center, to apply the gradient. Set
the layer Mode to Overlay and leave the Opacitys&00%.
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Go to Select>None to turn off the selection, and lgo ahead and turn off the visibility of
the Gradient 2 layer for now. Change your vieviisgtback to 200% then turn off the
guides and we are ready to start saving our ligsitsg the different colors.

Turn on each colored layer in turn (making suredtier colors are turned off) and save
each light as a separate PNG file to preserveéimsparency. This is where you have the
opportunity to change the metallic finish colorsetect the Rim layer design combination
you prefer, to start making your sets. These seifive as our “OFF” condition lights.

For a “Chrome” bezel, just turn off the coloreddapbove whichever Rim layers you want
to use. Keeping the layers intact gives you aiaptions. For convenience, | have
prepared a chart for the Red, Green, Blue & Whit ©ondition lights that can be saved
for future reference.

OFF Condition (Red selected)
Layer Opacity Mode Position Condition
Drop Shadow 80% Normal Very Top ON
Gloss 50% Normal Under Rim ON
Gloss 2 100% Screen Under Gloss ON
Reflection 50% Normal Under Gloss 2 ON
Gradient 2 100% Overlay Under Reflection OFF
Gradient 50% Grain Merge Under Gradient 2 ON
White 100% Overlay Under Gradient OFF
Yellow 2 50% Grain Merge Under White OFF
Yellow 100% Overlay Under Yellow 2 ON
Blue 100% Color Under Yellow OFF
Green 100% Color Under Blue OFF
Red 100% Color Under Green ON
Sphere 100% Grain Merge Under Red ON
Pattern 2 100% Multiply Under Sphere ON
Pattern 100% Multiply Under Pattern 2 ON
Lens (white) 50% Normal Under Pattern ON
Lens copy (black) 100% Normal Under Lens ON

Notice the visibility is turned off for the Gradied and Yellow 2 layers. These two layers
are only used when making the Yellow indicator figAll other colors use the matrix as
shown above for the Red “OFF” condition indicaight.

Here is the “Yellow selected” table reflecting tfeanges we made in Steps 5 and 6.



OFF Condition (Yellow selected)
Layer Opacity Mode Position Condition
Drop Shadow 80% Normal Very Top ON
Gloss 50% Normal Under Rim ON
Gloss 2 100% Screen Under Gloss ON
Reflection 50% Normal Under Gloss 2 ON
Gradient 2 100% Overlay Under Reflection ON
Gradient 50% Grain Merge Under Gradient 2 OFF
White 100% Overlay Under Gradient OFF
Yellow 2 50% Grain Merge Under White ON
Yellow 100% Overlay Under Yellow 2 ON
Blue 100% Color Under Yellow OFF
Green 100% Color Under Blue OFF
Red 100% Color Under Green OFF
Sphere 100% Grain Merge Under Sphere 2 ON
Pattern 2 100% Multiply Under Sphere ON
Pattern 100% Multiply Under Pattern copy ON
Lens (white) 50% Normal Under Pattern ON
Lens copy (black) 100% Normal Under Lens ON

The image below shows a few examples using thedaiove with different bezels and
metallic finishes, all in the OFF condition.

Once you have saved all the combinations of OFEition lights you want, we are ready
to get started with the ON condition lights. Diffat colors sometimes require different
settings as we have already seen with the Yellow @fht. These can get quite confusing
as you will see in a moment when we look at the@idition lights. There will be a lot
of setting changes and sometimes the order ofdaa®well, so pay very close attention to
all the details because this is where it getdla liticky.

Change your layer settings and order in the stackéatch the each particular color’s
“Matrix” and save them as you go. These color Mathanges are absolutely necessary to
achieve similarity in appearance for all the ONditan lights. I'll walk you through the
making of the Red ON light then you can createather “ON” colors on your own using
the tables provided. The grey colored cells ingicmmething that is different to help you
get everything just right.



Step 7.

Turn on the visibility of the gray Background cdpyer, and turn off the visibility of any
other colored layers that are still on. Red shd@dhe only color still on. Double check
the other layers to make sure they correspond lgxaith the Red OFF matrix settings
above before you go to the next step.

Step 8.

Duplicate the White Layer and rename the duplitat&Vhite ON”. Move the White ON
layer to the top of the layer stack above the @badow layer. Turn on the visibility and
go to Filters>Blur>Gaussian Blur and enter 100bfoth amounts and click OK.
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Step 9.

Set the layer Mode for the White ON layer to Scriem turn off the visibility again.
Take each of the Yellow, Blue, Green and Red lgyeosking with one at a time, just like
we did with the White layer, duplicate the layemame it, move it to the top of the layer
stack, and apply the blur at 100, and set the Isiggte of the Red ON layer to Screen.

Arrange your layers to match the screenshot belmhimthe same order. When you're
done, turn off the visibility of all these new O&lkrs except the Red ON layer.

Reduce the Opacity of the Reflection layer to 26&ntraise the Lens layer Opacity to
100% and your image and layers should now looktlike
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Step 10.

Duplicate the White ON layer and rename it “Whitew’. Right click on the Lens layer
and choose Alpha to Selection. Go to Select>Shaimkenter a value of 1 pixel then click
OK. Reselect the White Glow layer and hit youretielkey to “cut out” the center area
creating a “corona” effect. Set the layer Mod®&tomal. Turn the visibility on and off a
few times to see the effect of the White Glow laydreave the selection on, but leave the
visibility of both the White ON and White Glow laygeturned off for now.
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Step 11.

Now repeat the same process with the rest of tleemblayers until you have a Glow
layer for each color, then go to Select>None ta tff the selection. Set the layer Mode
for all the Glow layers to Normal. Your Glow andNQayers should now look like this.
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Step 12.
Move the White On layer back down in the layersistanderneath the Green layer.
Now move the White layer down below the Red lapahk layers stack.

Next, duplicate the Red Glow layer and rename ‘iRed Glow 2” and reduce the Opacity
of the Red Glow 2 layer to 50%. Now repeat theespnocess with the other Glow layers
until they are all duplicated, renamed respectieglgl layer Opacity reduced to 50%.
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Step 13.

Select the White layer, duplicate it and renante fWhite 2”. Set the layer Mode to
Overlay and move it all the way up underneath ted RN layer in the layer stack and
leave the visibility turned off.

Now duplicate the Red, Green, and Blue layers,mémg them “2” respectively except
leave them in position as they are duplicated. Gaahe Red 2, Green 2, and Blue 2 layer



Modes to Overlay. All these duplicate layers stdwdve the visibility turned off except
the Red 2 layer which needs to be turned on.
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Step 14.
We need to make a few more adjustments since ghislivill now be illuminated and
radiating light in all directions evenly.

First we turn off the Gradient layer, but therstil a slight overall gradient which is
generated by the Sphere layer. For our ON layelsok right we need to create a
different Sphere layer without this gradient effect

Right click on the Sphere layer and select New Lay#hen the New Layer dialog pops
up, select Transparent as the Layer Fill type ardenit “Sphere 2”.

Note: If you are using Gimp version 2.8.1 or above,@ynopen the Voronoi pattern
image from the resources folder providedPart A - Bezel place it above the Sphere
layer and skip to Step 15.

Go to Filters>Render>Pattern>Voronoi and use tlaeesame settings for both tabs just
as we did irPart B when we created the first Sphere layer and cligkk®render the
pattern. Here are the settings we used for tld Generator tab. (disregard the gradient)



Freview GCraphic Options

FATATATATATATATAY Harizontally tisasble

ATATATATATAYATATs rg‘

TavaTaravavavavey | [ Vertically tieabls

ATAYAVATATATATAYA O,
FATATATATATATLYLY Coloring method: | Grayscale *

ATATATATATAYATATS

AVAYA
FaATATATATAYAYATAY ) vmet
ATAVAVATAVATATLY, 8

— e
Cells
Average coll gioe =ik 0.0

call type: | Triangle (harizontai) * |

-
Rondamness: F5 0.000
Correlotion: =S 0700 4
Titerstials; “0.000 |+

: [ ngoo 4

(Cowe ) (Croow ) (et ) (oo ) (omnenr ) ()

And here are the settings we used for the Visu#@zdab. (Disregard the gradient)
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When you have finished entering the settings, dlékto render the pattern.



[£] *Indicator Light-Fart C_Tolors.xcf1:0/(RGH, 45 layers) 100300 = GNP ' || Lovess, Chiannets, Paths, Pat... [
BIE Eﬁl EE‘H'E k'@w nm-g! J.nyer ;omrs IUDIE Flte_rs FXFO;IHUI’}' 5(1'1EI["FU ﬂhmms Help
n L 1 1 1 1w 1
3 ;‘Lnunnv;uuun’uvHA"’A'Annnuuuvm
i3 AT AT AYATAYAYAYAYAYATAVATAYAVATAVAYAYATAYA
Aﬂ.Vﬂ’AVATATA'A"A'JA'LVAVA"L‘VAYATA'LVATﬂ
‘!’gV;V‘_V‘V‘T“l:‘T + = AYAYAYAYAYAYAYAYL
YATATATAVAYAV
T‘T‘T“V‘Y‘Y‘!
AYAYAYAYAYAY

pbelabs

mﬁuﬂﬁ. N 3
FAVAVAYATYAL
AVAYAVAYAYA |

: . ; ‘YAYAYAYAYA‘
AYAYAYAVATAVAYA . . ‘Y‘T“"T‘Yﬂu‘
FAYAYATAYAVAYAVAY, FAYAYAYAYAYAYAYAYA
YAV AN Y AT A YA Y AYAYAYAYAYAYAYATATAYAVAVAVAY
A T AT AT A A AV AN AT AT AV AT ATV AVATAVATVATATAY

POPEPOPRV vt R RNRT PR i RO RTRR

T

00% E}Spmzr! 2 {213 MB)

Step 15.

Go to Filters>Map>Map Object. On the Options talest Transparent background and
set the Map to window to Sphere again, but thig timatice the direction of the light and
the resulting gradient in the preview window.
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Now click on the Light Tab and where it says Positichange both the X and Y values to
0 and the Z value to 6. Click the Preview buttoisée the changes, then click OK.
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Your image and layers should now look like this.
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Step 16.

Our Sphere 2 layer is a little too big so we neesicale it down to fit like we had to do
when we created the first Sphere layer. Go to tyeale Layer, set the scale mode to
“percent” and set the amount to 78% for both vathes click OK.

*. Scale Layer IZ|
E_ Scale Layer a
[E=sce s el Efit Rk e Cone el 1
Layer Size )
Width: 78.00 g
Height: 78.00 | J | percent ¥
234 % 234 pixels
300 pgi
Quality
Interpolation; @ublr. ')
( Help ) ( Reset ) ( Scale ) ( Cancel )




Once the filter completes the scaling processt itk and select Layer to Image Size.
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Now that looks better! Turn off the visibility tfie Pattern layer, then turn off the
visibility of the other Sphere layer and set thegelaMode for the Sphere 2 layer to Grain
Merge and you will see that the light is now evedilstributed. Our light is a little brighter
overall, but we still have some “spots” to dealhwit
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Step 17.

Increase your view setting to about 300% for acoysake and right click on the Sphere 2
layer to create a new transparent layer abovdl@dcdnner Glow”. Right click on the

Lens layer and select Alpha to Selection. Nowkotin the Inner Glow layer again to
make it active, then go to View>Show Guides andtkhike box again to get our guides
back.



Select the Blend tool and in the tool dialog setdhadient to FG to Transparent and make
sure the box is checked to reverse the gradiesitth® Shape to Radial then reverse the
FG/BG colors so that your FG is white. Drag frdra tenter of the selection where the
center guides intersect down and to the right4 degree angle to the outside edge of the
selection to apply the gradient.
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Change your view back to 200%, then set the layeddvto Screen, and the Opacity to
35%. Turn off the selection, then turn off thedgs and your image and layers should
now look like this.
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This brightens up the outside edges of the lengaigdisas correcting the “spots”, but as you
can see, this unfortunately makes the overall effey too bright and so we need to tone
it down a bit so we can see the red color more.



Step 18.

Duplicate the Red 2 layer and rename it to “Red8&p, that’s right, another layer. (48 so
far) Set the layer Mode to Normal and reduce thaddp to 20%. Now it's not quite so
bright.
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Let’'s go ahead and make our final adjustments nigdve the Red 3 layer up in the layer
stack above the White ON layer, then adjust thesllaper Opacity to 50%. Turn on the
visibility of the White ON, White Glow 2 layers.

Turn on the visibility of the White layer and ské&tOpacity at 50%. Turn on the visibility
of the White 2 layer and adjust the Opacity at 75%hange the Gloss 2 layer Mode to
Overlay, and adjust the Opacity to 35%. Finalljjuat the White ON layer Opacity to
50%.
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Step 19.

We’'re almost finished but there’s one last adjustite make. Since our light is in the
“ON” condition, the inner portion of the bezel wile illuminated rather than having a
gradient shadow like the lights in the Off conditioTo correct this we will need to do two
things. First, we need to turn off the visibildythe Drop Shadow layer. Second, we need
to create one more layer.

Select the Ribbed layer and right click to choofghA to Selection. Create a new
transparent layer below the Drop Shadow layer @mdenit “Inner Reflection”.

Set your FG/BG colors to the default black and /Hien select the Blend tool. In the
Blend tool dialog, select FG to Transparent andergke the Shape is set to Linear.
Check the little arrows next to the FG/BG colorsdweerse them so that White is the FG
color and White portion is on the left side of tradient.

Go to View>Show Guides and check the box to turthenguides. Increase your view
setting to about 300% and place two additionalie@rguides at 100 and 200 pixels, then
place two new horizontal guides at 100 and 200IpixBlace your cursor at the top left
edge of the selection and stroke down and to gid &t about a 45 degree angle passing
through the center where the guides intersect ptyape Gradient.
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Once the gradient has been applied, turn off theesen (Select>None) and turn off the
guides. Reduce your view setting back to 200%yandhave successfully completed the
“Red ON” indicator light!
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You may end up with a little bit of white edge effelue to the difference between the
selection boundries and the antialiasing of theligra. If you do, then Right click on the
Lens layer and select Alpha to Selection. Go te@eShrink and enter 1 pixel and click
OK. Reselect the Inner Reflection layer and thiégydur delete key to clean it up.

To complete your set of ON lights, you will needattjust several factors for each of the
other colors as | mentioned earlier, and sincedairsbe very confusing to try to explain, |
have created a chart that shows the layer Opdaajtgr Mode, and Position in the layer
stack of each layer for each of the ON Conditioloiso Make these changes for each
color to reflect the correct combination then seaeh one as you go.

Now you know why we kept all these layers! Onca have the Red light set up for the
ON condition, make sure to keep the visibilityusnted off for both background layers and
save your image as a PNG with whatever optionswant.

You may want to make several sets with differerions. Again, pay very close attention
to all the changes in the following charts for tmaining colors and note any new layers



you may need to create. Here is the chart fahalkettings we just used to make the Red
ON condition light, and individual charts for eaafithe additional colored ON lights.

Red - O ditio
Layer Opacity Mode Position Condition
White Glow 2 50% Normal Very Top ON
White Glow 100% Normal Under White Glow 2 OFF
Yellow Glow 2 50% Normal Under White Glow OFF
Yellow Glow 100% Normal Under Yellow Glow 2 OFF
Yellow ON 100% Screen Under Yellow Glow OFF
Blue Glow 2 50% Normal Under Yellow ON OFF
Blue Glow 100% Normal Under Yellow ON OFF
Blue ON 100% Screen Under Blue Glow OFF
Green Glow 2 50% Normal Under Blue ON OFF
Green Glow 100% Normal Under Green Glow 2 OFF
Green ON 100% Overlay Under Green Glow OFF
Red Glow 2 50% Normal Under Green ON ON
Red Glow 100% Normal Under Red Glow 2 ON
Red ON 100% Screen Under Red Glow ON
White 2 75% Overlay Under Red ON ON
Drop Shadow 80% Normal Under White 2 OFF
Inner Reflection 100% Normal Under Drop Shadow ON
Gloss 35% Normal Under Inner Reflection ON
Gloss 2 100% Overlay Under Gloss ON
Reflection 25% Normal Under Gloss 2 ON
Gradient 2 100% Grain Merge Under Reflection OFF
Gradient 100% Grain Merge Under Gradient 2 OFF
Yellow 2 100% Overlay Under Gradient OFF
Yellow 100% Color Under Yellow 2 OFF
Blue 3 20% Normal Under Yellow OFF
Blue 2 100% Overlay Under Blue 3 OFF
Blue 100% Color Under Blue 2 OFF
Green 2 100% Overlay Under Blue OFF
Green 100% Overlay Under Green 2 OFF
Red 3 20% Normal Under Green ON
White ON 50% Screen Under Red 3 ON
Red 2 100% Overlay Under White ON ON
Red 100% Color Under Red 2 ON
White 50% Overlay Under Red ON
Inner Glow 35% Screen Under White ON
Sphere 2 100% Grain Merge Under Inner Glow ON
Sphere 100% Grain Merge Under Sphere 2 OFF
Pattern 2 100% Multiply Unchanged ON
Pattern 100% Multiply Unchanged OFF
Lens (white) 50% Normal Unchanged ON
Lens (black) 100% Normal Unchanged ON




Again, pay very close attention to all the charnigebke following charts for the remaining
colors.

Layer Opacity Mode Position Condition
White Glow 2 50% Normal Very Top OFF
White Glow 100% Normal Under White Glow 2 ON
Yellow Glow 2 100% Normal Under White Glow OFF
Yellow Glow 100% Normal Under Yellow Glow 2 OFF
Yellow ON 100% Screen Under Yellow Glow OFF
Blue Glow 2 50% Normal Under Yellow ON OFF
Blue Glow 100% Normal Under Yellow ON OFF
Blue ON 100% Screen Under Blue Glow OFF
Green Glow 2 100% Normal Under Blue ON ON
Green Glow 100% Normal Under Green Glow 2 ON
Green ON 100% Overlay Under Green Glow ON
Red Glow 2 50% Normal Under Green ON OFF
Red Glow 100% Normal Under Red Glow 2 OFF
Red ON 100% Screen Under Red Glow OFF
White 2 25% Overlay Under Red ON ON
Drop Shadow 80% Normal Under White OFF
Gloss 35% Normal Under Drop Shadow ON
Gloss 2 100% Overlay Under Gloss ON
Reflection 35% Normal Under Gloss 2 ON
Gradient 100% Grain Merge Under Reflection OFF
Yellow 2 100% Overlay Under Gradient OFF
Yellow 100% Color Under Yellow 2 OFF
Blue 3 20% Normal Under Yellow OFF
Blue 2 100% Overlay Under Blue 3 OFF
Blue 100% Color Under Blue 2 OFF
Green 2 100% Overlay Under Blue ON
White ON 75% Screen Under Green 2 ON
Green 100% Overlay Under White ON ON
Red 3 20% Normal Under Green OFF
Red 2 100% Overlay Under Red 3 OFF
Red 100% Color Under Red 2 OFF
White 75% Overlay Under Red ON
Inner Glow 35% Screen Under White ON
Sphere 2 100% Grain Merge Under White ON
Sphere 100% Grain Merge Under Sphere 2 OFF
Pattern 2 100% Multiply Unchanged ON
Pattern 50% Multiply Unchanged ON
Lens (white) 75% Normal Unchanged ON
Lens (black) 100% Normal Unchanged ON

Note: No “Green 3” layer is required for the Green cetbindicator light.



e -0 ditic
Layer Opacity Mode Position Condition
White Glow 2 50% Normal Very Top OFF
White Glow 100% Normal Under White Glow 2 ON
Yellow Glow 2 100% Normal Under White Glow OFF
Yellow Glow 100% Normal Under Yellow Glow 2 OFF
Yellow ON 100% Screen Under Yellow Glow OFF
Blue Glow 2 50% Normal Under Yellow ON ON
Blue Glow 100% Normal Under Blue Glow 2 ON
Blue ON 100% Screen Under Blue Glow ON
Green Glow 2 100% Normal Under Blue ON OFF
Green Glow 100% Normal Under Green Glow 2 OFF
Green ON 100% Overlay Under Green Glow OFF
Red Glow 2 50% Normal Under Green ON OFF
Red Glow 100% Normal Under Green ON OFF
Red ON 100% Grain Merge Under Red Glow OFF
White 2 100% Overlay Under Red ON OFF
Drop Shadow 80% Normal Under White 2 OFF
Gloss 25% Normal Under Drop Shadow ON
Gloss 2 100% Overlay Under Gloss ON
Reflection 35% Normal Under Gloss 2 ON
Gradient 100% Grain Merge Under Reflection OFF
Yellow 2 100% Overlay Under Gradient OFF
Yellow 100% Color Under Yellow 2 OFF
Blue 3 20% Normal Under Yellow ON
White ON 75% Screen Under Blue 3 ON
Blue 2 100% Overlay Under White ON ON
Blue 100% Color Under Blue 2 ON
Green 2 100% Overlay Under Blue OFF
Green 100% Color Under Green 2 OFF
Red 3 20% Normal Under Green OFF
Red 2 100% Overlay Under Green OFF
Red 100% Color Under Red 2 OFF
White 75% Overlay Under Red ON
Inner Glow 50% Screen Under White ON
Sphere 2 100% Grain Merge Under White ON
Sphere 100% Grain Merge Unchanged OFF
Pattern 2 100% Multiply Unchanged ON
Pattern 100% Multiply Unchanged OFF
Lens (white) 75% Normal Unchanged ON
Lens (black) 100% Normal Unchanged ON

Note: You will need to create a “Blue 3” layer just like did for the Red ON light.




Yellow - ON Condition

Layer Opacity Mode Position Condition
White Glow 2 50% Normal Very Top ON
White Glow 100% Normal Under White Glow 2 ON
Yellow Glow 2 100% Normal Under White Glow ON
Yellow Glow 100% Normal Under Yellow Glow 2 ON
Yellow ON 100% Screen Under Yellow Glow ON
Blue Glow 2 50% Normal Under Yellow ON OFF
Blue Glow 100% Normal Under Blue Glow 2 OFF
Blue ON 100% Screen Under Blue Glow OFF
Green Glow 2 100% Normal Under Blue ON OFF
Green Glow 100% Normal Under Green Glow 2 OFF
Green ON 100% Overlay Under Green Glow OFF
Red Glow 2 50% Normal Under Green ON OFF
Red Glow 100% Normal Under Green ON OFF
Red ON 100% Screen Under Red Glow OFF
White 2 50% Overlay Under Red ON OFF
Drop Shadow 80% Normal Under White 2 OFF
Gloss 50% Normal Under Drop Shadow ON
Gloss 2 100% Overlay Under Gloss ON
Reflection 35% Normal Under Gloss 2 ON
Gradient 100% Grain Merge Under Reflection OFF
Yellow 2 100% Overlay Under Gradient ON
White ON 50% Screen Under Yellow 2 ON
Yellow 100% Color Under White ON ON
Blue 3 20% Normal Under Yellow OFF
Blue 2 100% Overlay Under Blue 3 OFF
Blue 100% Color Under Blue 2 OFF
Green 2 50% Overlay Under Blue OFF
Green 100% Color Under Green 2 OFF
Red 3 20% Normal Under Green OFF
Red 2 100% Overlay Under Green OFF
Red 100% Color Under Red 2 OFF
White 75% Overlay Under Red ON
Inner Glow 50% Screen Under White ON
Sphere 2 100% Grain Merge Under White ON
Sphere 100% Grain Merge Unchanged OFF
Pattern 2 100% Multiply Unchanged ON
Pattern 100% Multiply Unchanged ON
Lens (white) 75% Normal Unchanged ON
Lens (black) 100% Normal Unchanged ON

Note: No “Yellow 3" layer is required for the Yellow OMdicator light.




White - ON Condition

Layer Opacity Mode Position Condition
White Glow 2 100% Normal Very Top ON
White Glow 100% Normal Under White Glow 2 ON
Yellow Glow 2 100% Normal Under White Glow OFF
Yellow Glow 100% Normal Under Yellow Glow 2 OFF
Yellow ON 100% Screen Under Yellow Glow OFF
Blue Glow 2 50% Normal Under Yellow ON OFF
Blue Glow 100% Normal Under Blue Glow OFF
Blue ON 100% Screen Under Blue Glow OFF
Green Glow 2 100% Normal Under Blue ON OFF
Green Glow 100% Normal Under Green Glow 2 OFF
Green ON 100% Overlay Under Green Glow OFF
Red Glow 2 50% Normal Under Green ON OFF
Red Glow 100% Normal Under Red 2 OFF
Red ON 100% Screen Under Red ON OFF
White 2 100% Overlay Under Red Glow OFF
White 50% Overlay Under White 2 ON
White ON 100% Screen Under White ON
Drop Shadow 80% Normal Under White ON OFF
Gloss 50% Normal Under Drop Shadow ON
Gloss 2 100% Overlay Under Gloss ON
Reflection 25% Normal Under Gloss 2 ON
Gradient 100% Grain Merge Under Reflection OFF
Yellow 2 100% Overlay Under Gradient OFF
Yellow 100% Color Under Yellow 2 OFF
Blue 3 20% Normal Under Yellow OFF
Blue 2 100% Overlay Under Blue 3 OFF
Blue 100% Color Under Blue 2 OFF
Green 2 50% Overlay Under Blue OFF
Green 100% Color Under Green 2 OFF
Red 3 20% Normal Under Green OFF
Red 2 100% Overlay Under Green OFF
Red 100% Color Under Red 2 OFF
Inner Glow 50% Screen Under White ON
Sphere 2 100% Grain Merge Under White ON
Sphere 100% Grain Merge Unchanged OFF
Pattern 2 100% Multiply Unchanged ON
Pattern 100% Multiply Unchanged OFF
Lens (white) 50% Normal Unchanged ON
Lens (black) 100% Normal Unchanged ON

Note: No White 3 layer is required for the White ONicator light.




You should by now have created at least one compkstof Indicator lights in the ON and
OFF condition.

Here’s the completed set of “ON” lights using ttesie Brass Rim layer we started with.

If you have stayed with me this far, you are tacbegratulated. You are definitely a
certifiable, die hard Gimper! Either that or yae gust plain stubborn enough to stay with
it. ©

I hope you found this tutorial informative and pided you with some interesting
techniques and resources to add to your Gimp drsena

In my nextMetal Wurx segment, I'll show you how to make another kind¢aftrol panel
component and | promise it will not be anywhererrasalong as this one!



