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The Purpose Of 
This Mini E-Book

"Paint Tool Sai 2 Tips" is for when you want 
to learn new tricks or remember 
embellishments you can do for your art 
pieces or edits done in Paint Tool Sai 2. As 
well as to encourage the use of my favorite 
light-weight illustration software by showing 
some neat things you can do with it. Good 
art isn't dependent on your tools. However, 
the tools can make it easier to create. It's 
with this in mind that this mini e-book was 
made.

I hope you enjoy using Paint Tool Sai 2 and 
that your art journey flourishes!



Layer Blending 
Modes

Being familiar with the different layer blend 
modes will be helpful for post-processing 
colors and modifying already layed out 
content. Blending modes' look is due to the  
result of algorithms modifying the content on 
the layer with relation to the layers below it, 
using the initial input of what you put in the 
layer itself and the colors and values of 
what's in it. Let's learn about the main 
blending mode categories.

Classics, Shade/Shine, Burns, Darkeners, 
Light Dodge, Lights, Eliminators, and Color 
Shifters.



Classics: 
 Include multiply, screen, and overlay.

 These give very recognizable differences. 
Multiply works as long as it isnt white and 
tweaks the "luminance" to be darker, while 
screen does the opposite, overlay does it 
with mid-tones moreso than others.

The images shown have rows where the 
respective blending modes are compared to 
each other using white, purple, and dark 
brown at 70% opacity.



Shade & Shine: 
Include shade, shine, and shade/shine.

These give a "glow" effect. Shade is best for 
dark colors, and shine is best for light colors. 
shade and shine give the more exaggerated 
results from both.

Burns: 
Include burn, dodge, and burn/dodge.

These have intense light differences, creating 
"burning" light effects.



Darkeners: 
 Include darken, color burn, liner burn, and 
darken color.

 Just for lowering the luminance and/or bigger 
saturation, with variations of similar algorithmns.



Light Dodge: 
 Include lighten, color dodge, lighten dodge,
and lighten dodge.

 Like dodge, but with less saturation and more
luminance.

Light:
 Include soft light, hard light, vivid light, liner 
light, pin light, and hard mix.

 Imitates different ways that natural light affects
colors, but as an imitation. hard mix uses many 
aspects of the others, but is very intense and 
distorts the colors.
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Eliminators:
 Include difference, exclude, subtruct, and 
divide.

 Different ways of "taking away" color, making
the opposite color of, or "subtracting" the color 
from the bottom layers.



Color shifters:
 Include hue, saturation, color, and luminosity.

 These only retain one aspect of the color in 
the layer. Hue is what color it technically is, 
saturation how concentrated the pigment is, 
color being both, and luminosity being how 
brightly concentrated it is.

Those are all the blending mode layer type and 
the type of results they give.



Filter effects: Intro

The definition of "filter" in this case is special 
effects you can make using layer blend 
modes, textures, and certain colors or 
saturations to evoke a mood or aesthetic for 
visual purposes. "Filter" isn't referring to the 
term used in Paint Tool Sai 2, but it's a 
simple familiar term for most people of the 
Internet Age and "image filter" effects are the 
sort of idea we are going for when talking 
about it here. 

Exactly like those image alterations, they are 
supposed to be used after the main 
foundation of a drawing or other visual 
creation is already layed out. 



The art shouldn't be dependent on the "filter" 
effects to be impressive as this is just the icing 
on the cake, as the saying goes.

I would still recommend and advise you to 
learn art fundamentals and have the habit of 
building up your skills. When using these 
effects, don't use them to "cover up" 
significant flaws as half the time it won't work 
well for those purposes. 

With that in mind, I'll show you some ways on 
how to make the "3d" + old screen, pixelated, 
and glow effects.



Filter effects: 3d / old screen

This one is to imitate the feeling of old monitor 
screens and old 3d glasses effects. Best for 
vaporwaves or to show it's a screen.

You'll need a flattened image, a picture that 
only is one layer at first. Make 3 copies and for 
each of the 3 copies make layers with red, 
green, and blue respectively on multiply layer 
to color their copies of the original image.

Then merge the multiply layer with their 
respective copy of the image. And lower the 
opacity, in this case 40% after putting on 
screen layer mode. And move one or 2 of the 
layers.



Done! It imitates the luminancy of the old 
monitor screens.



Filter effects: Pixelated 

This is to add image artifacts and pixelation 
that you can control.

Just like the other one, you'll need a flattened 
image, or at least have what you want 
"pixelated" as one layer. Make a copy of the 
image layer, gaussian blur that.

 Then go to transform that layer. Resize, set the 
sample settings at "nearest neighbor", the worst 
one, for all samples. resize it to a very tiny size, 
while pressing shift to keep original image 
proportions, and then to the original size as 
much as needed over and over again until you 
get the level of pixelation you want. I did it 5 
times.



Lower opacity to reveal the original image. now 
it looks slightly pixelated. you can erase the 
parts in the pixelated layer that you don't want 
to appear pixellated and you can change the 
color in hue sliders if you desire.



Filter effects:  Glow.

Glow is just that, a light emission glow effect.

Have an image you want to edit, doesnt have to 
be a flattened image necessarily, and add a 
new layer. on the new layer, add a color you
want your "glow" to be. Use gaussian blur on 
the soon-to-be-glow layer. 

Make that layer a shade/shine blending mode 
layer type. alpha lock that layer and color the 
edges a more pigmented color of the glow, and 
in the middle of the glow add a color close to 
white. 



On a new layer, with the airbrush, use a color 
similar to the glow around the "glow", and in a 
lower opacity make it a color burn blending 
mode. 
Now you have an effective glow effect.



A Use for Canvas 
Texture

Canvas texture can be useful for adding easily 
scalable repetitive patterns to parts of an 
image once you add your own texture images 
to the papertex in sai 2.

A way it can be used is to imitate pop art or for 
comic tones if you add some comic tones in 
the papertex folder. just have a part of the 
image you want to add texture to on it's own 
layer, choose the texture you want and edit 
the intensity and scale.



This is a way it can look like.

It's more useful for "cut-out" effects using 
cardboard textures or for filling in comics' 
characters and background with tone.

But this is just to show what it's capable of 
instead of being a tutorial as it's just tweaking 
the values and textures, to see how you can 
integrate it in your drawings and images.



Thank You
This is my first e-book and I'm grateful that 
you've read this and I hope the small tips I
give here were helpful!

More of such content and improvements of 
such will be posted on 
https://cristaldotgema.com and other social 
media @cristaldotgema 


