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Figure 3.91 Adding the trees layer

Figure 3.92 Adding the river layer

exactly right: Mountains (Figure 3.88) are rough
triangles, and trees (Figure 3.91) are scribbles.

Once all the layers are set up, I adjust col-
ors by locking the Alpha channel and dropping
new colors in (as we did in “Coloring the Mush-
rooms” on page 64). I try to capture a mood with
the color combination. When you’re first start-
ing out, finding the right combination might
seem difficult, but with more practice, you’ll be
able to envision what a piece will become even
at this early stage.

Next I refine each layer. I use a graphics tablet
with the Paint Dynamics set to Basic Dynamics so
pressure controls opacity.

Sky and Clouds

I’ll start with the sky. I make the sky richer us-
ing the techniques described in “The Smudge
Tool” on page 76, dropping small paintbrush
strokes (Figure 3.93) and smudging in a circular

Figure 3.93 Darkening the top of the sky

Figure 3.94 Smudging to get a richer sky

Figure 3.95 Adding shadows to the clouds

motion (Figure 3.94). This makes the flat, plain
sky much more interesting.

Now I add volume to those flat white shapes
to make them look more like clouds. I lock
the Alpha channel, add gray paintbrush strokes
to the bottom of the clouds (Figure 3.95), and
smudge the shadows to create soft transitions
(Figure 3.96). I then unlock the Alpha channel
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Figure 3.86 Starting with the sky color

Figure 3.87 Adding the clouds layer

Figures 3.84 and 3.85 show how the Smudge
tool can create smoother transitions in the im-
ages from Figures 3.56 and 3.57.

3.5 The Digital Painting Process
In this section, you get to look over the shoul-
der of a digital painter as she develops a com-
plete landscape painting in GIMP. Although this
isn’t a follow-along tutorial, it shows you how a
digital painter plans and executes a moderately
complex piece, and you get to see a variety of
practical techniques and tricks in action.

Composition

I’ll begin by creating layers for each major as-
pect of the landscape, going from the most
distant (the sky in Figure 3.86) to the closest

Figure 3.88 Adding the mountains layer

Figure 3.89 Adding the hills layer

Figure 3.90 Adding the grassland layer

element (the river in Figure 3.92) in Figures 3.86
to 3.92. I initialize each layer with a transparent
background, so the layers behind show through.
At this stage, I just use basic paintbrush strokes
to get a general idea of the composition. I don’t
spend much time on the colors—I pick whatever
comes to mind because I can tweak them later.
I also don’t spend much time getting the shapes
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Figure 3.102 Adding light to the hills

Figure 3.103 Softening

MULTIPLY mode to maintain the lighting I just
defined (Figure 3.99). I smudge these areas
chaotically to give them a natural, artistic look
(Figure 3.100). Finally, I add a slight blueish
tone to the snow, giving it a more realistic feel
(Figure 3.101).

Hills

The hills just need a nice texture so they look
like grassy hills. I start by lighting them with
the Dodge/Burn tool set to RANGE HIGHLIGHTS

(Figure 3.102). The hills’ color is rather dark,
so I use several coats to get the result shown.
I then smooth the result with the Smudge tool
(Figure 3.103).

I’ll add some noise to the hills to make them
look less smooth and bare. I experimented with
the filters in the Image: Filters > Noise menu
and found that one of them, Image: Filters >
Noise > RGB Noise, results in something close

Figure 3.104 The RGB Noise dialog

Figure 3.105 Adding noise

to what I have in mind, so I apply it with the de-
fault parameters (Figure 3.104) and get the re-
sult shown in Figure 3.105.

Grassland

First I want to create a soft transition between
the hills and the grassland. I start by choosing
a vertical gradient ranging from the deep green
of the hills to themiddle green of the grass. With
the Alpha channel locked, I apply the gradient
from the top of the grassland to the middle of
the grassland. Figure 3.106 shows the result.
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Figure 3.96 Smudging the clouds’ shadows

Figure 3.97 Smudging the edges of the clouds into the sky

Figure 3.98 Snowy mountains

and smudge the cloud edges a bit to get that
fluffy feeling (Figure 3.97).

Mountains
The mountains layer is challenging because
I want snowy mountains but need to distin-
guish the mountains from the clouds. Now that
the bottoms of the clouds are shadowed, I can

Figure 3.99 Exposed dirt and rocks

Figure 3.100 Smudged dark detailing

Figure 3.101 Adding a blueish tone

add the snow without losing the mountains. I
lock the Alpha channel again and add white
paintbrush strokes, pressing harder where the
sun makes the snow bright and lighter on the
other side (Figure 3.98). This time, the brush
strokes look nice, so I’m not going to smudge
them. To make the mountains more interest-
ing, I want to add some dark areas where the
snow has melted or couldn’t reach. I paint in
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