






Graphics Past and Present
Look at an old LIFE magazine from the 1930s or 1940s; the photographs
are almost all black and white and often lack the slick precision of today’s
magazine photos. You’ll see watercolors and pen-and-ink illustrations.
This handmade look is not at all like the in-your-face hyperreality of
today’s illustrations. Layouts of old were also less dynamic and more pre-
dictable. If a space alien saw an old copy of LIFE and assumed that it was
representative our culture, it could draw the conclusion that we humans
are color-blind! Of course, before Kodachrome and other color films
became widely used, black-and-white images were the norm because that
was all we had to use.

Although older publications have an undeniable charm and beauty
that is distinctive to their era, their esthetic appearance is a result of the
available technology of the day. Magazine publishers of the 30s and 40s
did all of their “imaging” manually with airbrush, paint, pen and ink, or
optically with a camera.

Special effects, known back then as “trick photography,” were per-
formed by the photographer in the camera, using special setups or double
exposures. Or they were produced in the darkroom with enlarger tricks,
special development techniques, and cleverly manipulated stacks of  film.
More recently, we have experienced a revolution in image technology, in
which the evolution of an image does not stop with the camera, dark-
room, or retoucher’s brush. Tools like Photoshop can move the Eiffel
Tower to Times Square, or provide a tabloid newspaper with photos of a
long-dead rock star pumping gas at a convenience store. Because images
can be transformed so easily today, we have  not only changed the way we
perform our imaging tasks but also altered the way we perceive images.
We no longer believe something is real or true simply because we are
shown a picture of it.

Images can also be given much wider distribution than they were 60
years ago. The  Web is the one of the primary sources of images today,
reaching places that even LIFE magazine could not. Images are more eas-
ily published and accessed than ever before. In fact, we could say that
this is an era of self-publication. With universal access to this powerful
medium, any individual can put their message into cyberspace—and
reach millions by doing so.
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you are simply altering the math involved. Photoshop creates vector
graphics in limited ways when you use the Pen tool to create a path, the
Type tool to create text, the Line tool to create straight lines, or the Shape
tool to create closed shapes. These vector objects are converted to pixels
when you are done working on a Photoshop image.

Vector art is composed of Bézier curves, which define shapes or
objects. Bézier curves were first introduced to the European automobile
industry in the 1960s for the purpose of maintaining the integrity of
drawings during the design process. Eventually, computer-aided drafting
and design (CAD or CADD) software, running on workstations that
could cost a million dollars or more, brought the ability to produce draw-
ings that could be electronically edited and scaled to engineers and
designers who had been tediously working with manual drawings, over-
lays, and pin registration systems.

The mainstream drawing programs for computers were pixel-based.
These programs produced results with stair-stepped pixelated lines and
shapes, a phenomenon known as the jaggies. Adobe Illustrator, which
was released in 1988, was the first computer illustration program to
become available to the general public. Its effect on the drawing process
for published art work was revolutionary. It empowered the artist to draw
hard-edged graphics on a computer. When printed, these graphics were
composed of clean, sharp lines and edges.

This was particularly valuable for illustrators but also for typographers
because type fonts can be rendered using the same technology. At this
point in history, the personal computer’s status graduated from being
merely an amusing and expensive sketch pad to a full-fledged, produc-
tion-oriented design tool.

Vector-based illustration software (such as Adobe Illustrator, Macro-
media Freehand,Corel Draw, or page layout programs that can generate
Bézier curves) are sometimes referred to as object-oriented software.
When you draw Bézier curves with these programs, you are creating vec-
tor objects that define lines, space, shape, and color by creating Post-
script code. Figure 1.1 shows the Postscript code used to create the
stapler illustration. These programs are a good complement to programs
like Photoshop, which work with pixels and have only limited vector-ori-
ented features. Indeed, many graphics professionals use a combination of
the two types of programs to achieve the looks they want. You’ll find a
more complete comparison between Photoshop and programs like Illus-
trator in Chapter 12.
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blends them together and creates a photographic image. The pixels can
be selected and edited with a variety of tools and operations in Adobe
Photoshop.

Calibrating Your Monitor
A calibrated monitor improves your ability to produce images appropriate
for all color settings in imaging or illustration software. Calibration will
ultimately assure consistency during each work session and will ensure
more predictable on-screen results.

Mechanical calibration devices are available. While they are more accu-
rate, they are also fairly cost prohibitive for most people, ranging from
$600–$1,200. Adobe bundles Gamma software with Photoshop. Gamma
is a measurement of the midtone contrast of a monitor, and Adobe
Gamma will help you calibrate your monitor to achieve smooth results.

Adobe Gamma software is automatically loaded into the Control Panel
on Macintosh and Windows systems when Photoshop is installed. Before
calibrating the monitor, you should let it warm up for at least 30 minutes.
Set the ambient light in the room to the level that you use under normal
working conditions. Change the background color on your screen to neu-
tral gray for best results.

The Gamma Wizard walks you through calibration step by step. It
explains how to control brightness, contrast, gamma, white point, and
black point. To start calibrating your monitor, follow these steps:

1. Start the Gamma Wizard (see Figure 1.5).

2. Click the Step By Step Wizard radio button, and then click Next.

3. Click the Load button.

4. In Open Monitor Profile, select Adobe Monitor.

5. Select Next and follow the wizard’s instructions to adjust the
brightness and contrast of your monitor.
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2. In the Working Spaces area, make sure that the sRGB choice
is selected from the drop-down list.

3. Click OK.

NOTE
In Photoshop, Adobe made the sRGB color space its RGB color space default.

This attests to the popularity of the Photoshop as a Web-design tool. sRGB is

designed to simulate the display of an inexpensive VGA monitor in a Microsoft

Windows environment. The assumption is that most people who use the Inter-

net are not graphics professionals and do not use high-end computer monitors.

When you work on an image for the Web, you should see it as Web surfers will

see it so you can make color corrections accordingly.

What’s Next
The next chapter will introduce you to the key features of Photoshop 6,
including the basic tools and palettes. You’ll also learn how to set up your
preferences so Photoshop works exactly the way you want it to.
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