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1 Open the tutorial_bitmap.psd file from 
the CD. You’ll be working on the deer_

image layer. Scale it to size or, if you are 
using your own imagery, have the image you 
want to bitmap prepared and scaled to size. 
Ensure that all negative, unwanted space is 
erased and adjust the brightness/contrast.

 If you’ve ever looked closely at  
the dotted lines running throughout 

a £10 note and been struck by the fine 
quality of its illustration, you’ve already 
come face to face with a printing 
technique known as engraving. 

Engravings are part of an age-old 
tradition of printing. To create an 
engraving, an artist will burn an image 
on to a metal plate using chemicals. The 
plate is then inked and run though a 
printing press. Pressing paper to the 
inked metal will produce the image, 
giving almost photo-realistic results. 

The tiny details and fine lines made 
possible by this process can often be 

found in book illustrations and 
manuscripts, and are still used today in 
paper currency and greetings cards, as 
well as in hundreds of other applications. 

But is there any way to emulate the 
detail of an engraving using only digital 
means? Is there any way that we can 
create the look of an engraving without 
spending hours drawing tiny lines? The 
answer’s yes: with some experimentation, 
you can use Photoshop’s Bitmap mode to 
create a pretty realistic-looking imitation 
of this traditional process.

Illustration and tutorial by Scott Gursky 
www.scottgursky.com

Photoshop’s Bitmap mode is commonly used for low-quality, low-resolution image compression. But you can 
also use this mode to imitate the line work of old print engravings. Scott Gursky reveals how
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2 Now Copy and Paste the deer_image 
layer into a new file and select all of 

your canvas. Next, hit Copy, create a new file 
and then Paste. The new file you have 
created should remain at the same size and 
resolution as the original.

6 You can now convert your bitmap back 
to Grayscale. The Bitmap mode is very 

basic and offers few editing features, so in 
order to use your newly-lined drawing, you 
must convert the image back to Grayscale. 
The size ratio should remain at one, so your 
image will remain the same scale.

3Discard all colour (you can only create a 
bitmap with black and white art) and 

change the Mode to Bitmap. Under the 
Image menu, select Mode, then Bitmap. If 
the Bitmap mode is not available, you must 
first convert your image to Grayscale, and 
then change the Mode to Bitmap.

7 Now select the black section of your 
bitmap and hit Copy. Using the Magic 

Wand tool, select all the black pixels in your 
bitmap before setting the Magic Wand to Alias 
and Non-contiguous. Click on a black area to 
select all the black pixels and hit Copy. 

4 In order to output the bitmap to the 
same size as the original art, the output 

number should stay the same as your 
original resolution. So if your file is 300dpi, 
your resolution should be 300dpi for the 
bitmap, too. For Method, select Halftone 
Screen. This setting offers the most options 
for controlling your bitmap’s features.

5 The Halftone Screen features options for 
Frequency, Angle and Shape. Frequency 

refers to the number of shapes in an inch, 
angle alters how those shapes appear in a 
line and Shape enables you to pick the units 
that comprise your bitmap

9 You should now be able to click off the 
original artwork underneath the bitmap 

you have just pasted. Now, by selecting the 
pixels of the halftone, you can fill them to 
show your desired colour. And that’s it: a large 
bitmap Halftone Screen of your original art.

LAYERING
You can further your 
experiments by trying 
to layer different 
halftones on top of 
each other. Create two 
separate bitmaps from 
elements within the 
same illustration, such 
as the flowers and 
deer in the example 
file on the CD. Fill each 
with a different colour, 
and then delete any 
artwork beneath them 
by selecting the edges 
of the original artwork. 
The effect you create 
will resemble a rough, 
two-colour print.

HALFTONE SCREEN

The best Halftone 
Screen settings are  
a matter of personal 
preference, but picking 
a frequency that is too 
low will give you large 
clunky shapes, not 
detailed enough for  
an etching, and a high-
frequency setting will 
be too fine to notice 
when printed. For a 
300dpi file, between  
50 and 100 shapes per 
inch seems to work 
best. Try setting the 
Angle to 45 degrees  
to create a more even 
shape distribution.

10Don’t be alarmed if the image appears filled or incomplete. Try 
zooming in, the raw pixels distort at almost any magnification but will 

print just fine. If the artwork appears too light or too dark, try making 
contrast adjustments to your original and repeating the bitmap steps until 
the tonality looks right. 

8 Go back to your original source file, 
select the original image and Paste your 

bitmap – which should now be a simple black 
halftone – back on top of the original. Your 
bitmap should paste almost exactly on top of 
the contours of the original artwork. 


