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CHAPTER 1

Lightroom Basics

A

dobe Photoshop Lightroom (Lightroom from here on) is now in its second full release,
having been through a long and protracted birth, two Public Beta releases and the
gaining of a devoted and vociferous community. Yet there is still a bit of an air of mystery
about the application. Many users are still puzzled what it is for; others wonder why ‘obvious’ features are missing and more ask whether it should just become part of Photoshop or
Bridge!
This book is aimed at users who want answers to these questions as well as explaining new
features, the tools at their disposal, and offering workflow scenarios. It isn’t trying to be a
comprehensive manual, (there are other authors who have written books that take care of that
segment of the market!) rather it is a look at the way Lightroom works and behaves and how
best to make it work for you.
Lightroom is an exciting tool that offers a different methodology from previous tools in this
area and we will be exploring how this methodology affects how you work.
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INSIDE LIGHTROOM 2

Splash Screens
Lightroom has an alternative splash screen as well as
the one seen below, which reflects its codename during
development, Silvertone. Press the R key when the main
Splash Screen is in view to see it.

It is not as interesting or amusing as the version 1.0
screens, which were ‘Pirates of the Caribbean’ themed.

In this chapter we will look at the history of Lightroom, what
it is for and who it is aimed at, run through the basic interface
and discuss Lightroom’s color management capabilities. Other
chapters will look at the new features in Lightroom 2, a way
of structuring your files to ensure a smooth workflow, import
strategies, and how to work in the develop module
The vital topic of backup, archiving and management of offline
media will be looked at, with some practical solutions offered to
ensure that users will feel their valuable assets are being looked
after. There is a major section on the use of Presets in all aspects
of Lightroom. Develop Presets, especially, have proved to be a
highly popular part of Lightroom, as they are easy to create and
share. There is a thriving community of preset creators who share
their work for free or ask for some recompense. We will look at
these resources as well as the wider Lightroom community who
offer help, debate and thoughtful comment on the application.

Conventions
Throughout this book I will use screenshots and shortcut
descriptions to guide you through the areas of the application.
As I am a Mac user, I will show Mac screenshots and refer to Mac
shortcuts. This isn’t meant to be an insult to Windows users, it is
just more convenient for me!
The application is cross-platform, the serial number works for Mac
and Windows, so where I mention Cmd, Windows users should
read Ctrl, and where I mention Option, Windows users should
read Alt. I will, however, use the term Right-Click to bring up
the contextual menu. This is generally thought to be a Windowsonly action, but has been part of the Mac operating system for

Fig. 1.1 The Adobe Photoshop Lightroom 2 splash screen.
Some useful information is kept here; the Build Number
and the version of Camera Raw used by Lightroom.
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LIGHTROOM BASICS

many years. Apple sell a multi-button mouse (the ‘seemingly’
one-buttoned Mighty Mouse) so I think the convention is
well established. However for those who are still using a onebuttoned mouse, to bring up the contextual menu just Ctrl-Click!

What is Lightroom?
Lightroom is an end-to-end photography workflow tool,
primarily aimed at digital photographers, but can also be used
by analog photographers who have digitized their collections. It
is for professionals and serious amateur photographers. This is
not to say that it can’t be used by any photographer with a digital
camera, but to get the best out of the application you will ideally
be shooting with a camera capable of producing Raw files; this
caters for almost all Digital SLRs, Digital backs and a growing
number of compact digital cameras.

Non-Destructive Workflow
Non-destructive workflow is a great marketing term,
that can be easily abused. In terms of Lightroom it refers
to the software’s method of applying edits to an image.
Rather than editing pixels as previous generations of
software have, it treats your original file as sacrosanct
and stores the edits you make in a separate file or in
a dedicated space within the image file. You are able
to transverse the full history of your edits, return to
the original state, make virtual copies or export with a
variety of settings and the original image will still be as
intact just as when you took it. The other term for this,
which you will hear mentioned is Parametric Editing.

Fig. 1.2 The Nikon D700, a modern high quality DSLR
camera capable of shooting in Nikon’s Raw format
(NEF) and JPEG.

The other file formats supported by Lightroom are DNG (Adobe’s
Digital Negative format), TIFF, JPEG and PSDs (Photoshop’s native file
format) with maximize compatibility selected. These are all the main
formats that digital cameras have shot, since there invention apart
from the Photoshop file format, which is included for compatibility
with Photoshop.
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INSIDE LIGHTROOM 2

How Lightroom came to be
Lightroom was essentially a research project into
conceptualizing new types of digital imaging software
carried out by Mark Hamburg. Mark had been one
of the lead engineers on Photoshop, but wanted to
explore ways of interacting with photographic imagery.
Working with a small team, he produced several
protoype interfaces for working with imagery in a nondestructive way. The project, known as Shadowland,
eventually became Lightroom. The Shadowland
Development story can be read at the following address.
http://tinyurl.com/p8a6e
Mark Hamburg left Adobe before the release of version
2.0, to work at Microsoft on their User Experience

Lightroom extends its parametric editing capabilities to these
other formats, which means that even a JPEG is treated as a
‘master’ image, not to be touched.
Lightroom is also designed to answer one of the most commonly
asked questions that photographers have when they start
shooting digitally, which is ‘How do I manage the vast numbers
of images I am now shooting?’. With today’s digital cameras it
is very easy to shoot hundreds or even thousands of images
in a day. The ability to manage and ‘process’ a huge number
of images is of paramount importance to the modern day
photographer.
The way Lightroom deals with this workflow conundrum is to
divide the application into modules which separate the common
processes into coherent sections. For some, this is the main
attraction of Lightroom, others can find this modularization
slightly awkward. Hopefully some of the workflow scenarios
presented in this book will show ways of working that break
down these barriers.
The modules offered (in their natural workflow order) are Library,
Develop, Slideshow, Web and Print. But there are more ‘hidden’
modules that are just as important, Import and Export.
Library takes care of the selection, storage, file management, and
metadata. The Import and Export modules are encompassed by
the Library, but both work across the application.

Lua
Lua is a powerful, lightweight embedded scripting
language that Lightroom incorporates. While
conventional programming languages are used to create
the program, Lua has been integrated in order to assist
with scripting and output. More information about Lua
can be found at http://www.lua.org/. There is a two
part interview with Mark Hamburg which explains
some of the uses of Lua in Lightroom.
http://tinyurl.com/6pjv7o
http://tinyurl.com/2 ⫻ 8aaa

Develop offers powerful features to enable you to extract the
maximum quality and detail out of your images as well as allow
you to retain creative control for artistic interpretation.
Slideshow allows on screen presentations of your images,
offering the ability to export your slideshows to a PDF file and to
a collection of JPEG files (useful for creating an auto run CD).
Web is, naturally, the module you use to create web galleries.
There are several galleries provided with Lightroom, but one of
the thriving areas of community development is the creation of
new galleries. Some are commercial products and others are free
or donationware. A technical user can also dive into the code and
create their own, but you need a solid knowledge of HTML, CSS,
XML, XSLT and potentially the Lua scripting language.
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