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MRL Mutations, Aliens and Angels

Following on from the original ‘MRL Mutations’ pack, this productis a wounds pack foryour mutants,
angels, bodysnatchingaliens, demons, goddesses, Egyptian sky gods, mummies, zombies, fairies,
sorcerers and anything else you canimagine...

Like MRL Mutations, this productis a toolset designed to enable youto push the boundaries of whatis
possible with Iray Character Shaders. It breaks a few rules but sometimes you get the best results that
way...

This product is a standalone product but can also be used with the skins from the original ‘MRL
Mutations’ pack.

Quick Tip

Hold your
MOouse over

this to see
information

If you hold your mouse overthe information thumbs, the pop up will provide a helpfulhinton how to
use these tools.

Quick Start
What do you want to do?

e Ifyou justwant to add a full Mutant/Alien skin to your Genesis 3/Genesis8 Female character,
thenthese skinscan be foundinthe 'Skins'folder.

e |fyou wantto have your character’s wound(s) reveal your mutant's skin underneath, then thisis
done by applyingthe innershell fromthe 'Skins'folderto youralreadyloaded and selected
character. Note that thisloads INSIDE your character, so unless you have an open wound
already applied toyourcharacteryou won’t see it, though you can check it’s loaded and
parented toyour character by checkinginthe scene tab.

e Youthenapply yourwound (s) to yourcharacter and your mutantskinto yourinnershell.

e layeredimage presetsloadslowly... (zzz)...

e Noteyouwill needtomake sure you're selecting the correctitem fromthe scene tab when
applying materials etc. Provided you have yourcharacterselected, the geometry shell willload

already conformed to Genesis 3/Genesis 8 Female. If youload the geometry shell fromthe
‘Skins'folder, it has been adapted to hide things like the eyes, mouth and nails. Itloads with the



name 'Blank Genesis 3 Female shell-0.10' (or Genesis 8 if you’re using Genesis 8) and you need
to expand Genesis 3Female base inthe scene tabto seeit.
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Applying more than one wound to the same material zone.

If you wantto apply more than one wound to a single material zone, say, both arms, thenyou
will find that loading the second wound removes the cut-out map from the first wound. Thisis
easily rectified.

Firstopenthe layeredimage presetforthe ‘cutout opacity’ map, thisis found by clickingon the

cut-out map inthe surface pane. This opens a list of options, 4" one down is the layered image
editor.
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Click on the
cutout opacity
map to
access the

layered image
editor




e IntheLlayeredImage Editor, you will see the layers of cut-out maps one overthe other. Select
the top map and change ‘Alpha Channel Blend’ to ‘Multiplicative Blend.’ Then close the window.

B8 Layered Image Editor X ‘

Change the blend mode to
Multiplicative Blend

Clicking on ‘Zoom to Fit’ will help
you see what's going on more
clearly

Tips and tricks with Translucency:

e Anyonewho’stried applyingacut-out mapto a character’s skin will know that this can disrupt
the character’s shaderto produce a seam. I tried this product in several differentlight sets using
the shaderon Mihrelle character’s, (and the compatible shaders provided with this product) and
it wasunusual (but notimpossible) foraseamto be produced. If youdo get a seam, just use the
‘translucency to zero’ option forthe shaders and this will deal with the problem, however...

e Some of the mostinteresting effects onthe promotional images for this product were produced
with translucency left ON.

e Theblue Angelimage forinstance has the translucency weight setto 12% whichis why you see
the power surges passing through herskin as well as through the open wound - but only where
herskinis inshadow —cool or what!

e Somethingelsereally cool, translucency isn’t transparency, which means the colorthat passes
throughthe skinis notthe color of the underlying emissions (even though it takes on that
pattern) butis instead the colouryou have in ‘translucency color’ inthe surfaces pane. In the
case of the ‘blue angel’ the translucency color was changed to a mid-blue color (R93 G127
B208). This opens up the possibility for some really interesting effects.



The intensity of the color projecting through to the skin can be very finely tuned either by
changingthe luminance settingonthe innershell orby changingthe level of translucency or
changingthe intensity of the translucency color on your character’s skin.

If you don’t want the emissions to come through the skin at all, click on ‘“Translucency to zero’
with your character selected. This option can be foundinthe ‘01 Compatible Skins MAT’ folder.

Compatibility:

This product iscompatible with all Mihrelle characters to date and you don’tneed todo
anythingto use these with this product.

There are also compatible Iray skin MATs included for Genesis 3, Victoria 7, Genesis 8 and
Victoria 8. Please note though that you will have to load the maps forlip colorand make-up by
hand (otherwise this pack would have become very overloaded with MATS). When you load the
makeup onto Victoria 8 you will have to double check that Daz hasn’t changed the gamma - if
hereyebrows turn white that’s why. See additional information below.

When applyingthe included ‘compatible skin MATS’, it’s recommended that you apply the
‘Apply to clear previous shaderbutton’ first. Thisis just a duplication of Genesis 3's ‘3Delight’
MAT which just works to make sure you’re starting fresh when you apply the included Iray skin
MATS.

The MAT’s link to the images forthe original pre-installed charactersoif you don’t have Victoria
7 installed forexample, the MAT won’tload.

If you wantto try this product with other characters, then linkingthe compatible shaderto your
othercharacter’simage maps will usually work, though it can considerably lighten the skin tone.
This meansyou usually have to apply a color to the base colorinthe surfacestab inorder to
color match to the original character. See the compatible shaders as examples.

Additional Information:

Occasionally Daz can change the gamma on an image - it'sa general issue that you may have
seen mentioned on the forums. When the gamma on an image has been changed, your
character’s skin can look silvery or a silvery seam can be produced. It shouldn’t happen with this
productas the gamma on the wounds has been specifically set towork with Mihrelle characters
and the included skin shaders. If, however, you see this silvery effect then it may still be
advisable to check the gamma. To correct this, clickthe map in the surfaces tab, selectand open
the ‘image editor’ and change the gamma setting so it matches that on the other material zones.

The Eyes folder: The blank shell loads with eyes, mouth and nails hidden, already pre-set using
the settingsin ‘Shell: Visibility’ in the parameters pane. In contrast, the ‘Hide and Show MATS’
use shader/texture settings to produce hide and show combinations. This means that when
you’re tryingto hide and show the eyesonthe blankshelli.e.youwantone eye visible, you
have to first reveal them using the ‘show shelleyes’ beforethe MATS will work. (1 know this



seemsodd, but setting things up this way means the skins load ‘with’ eye MATS on the base
figuresand ‘without’ eyes on the shell, whichis the best starting pointin each case.) The same
appliestothelashes forthe Genesis 3Female shell.

e Ifyou want?2 totally different eye MATs onyourfigure, apply one MAT to your shell, the other
to yourcharacter, and use the hide MATS to hide the left eye of one and the right eye of the
other.

e Intheskinsfolder, there are presetsto ‘hide skinfingernails’ and ‘hide skin toenails’. Thisis for
close-up renders where part of the underlying shell could potentially be exposed around the
character’s fingernails. (1 only actually noticed this on Victoria 8 but I've included presets for
Genesis3as well justin case.) This presetisn’t really recommended for middle distance renders
as itincreasesthe scenefilesize and the overlapisn’tvisibleat a longer distance anyway.

e Alotof these skins use specularity settings which change accordingto light. This makes light
settings particularly important. I've personally found that | have excellent results with lights by
SvevaandKhory. Khory, in particular, includes the rendersettings with her 'Shanghai'and
'Scintillant Portrait' light sets, which is especially useful for getting the bestresults. | also use
ColmJackson’s ‘PRO-Studio HDR Lighting System’ with Tone mapping adjustments (see below).
In all probability though, you may preferto tweak these shaders to your own personal taste but
they make a useful starting point.

e UsefultiponLighting. Thisisjusta general tip | find really useful. If yourenderascene and you
finditgenerallytoolightortoodark, theninstead of tryingto alteryour lights (and perhaps
disturbing the balance between the individual lights) just alterinstead the 'Exposure Value'on
your Iray Render settings. Fareasier, fasterand just a point either way can make all the
difference. This ‘Exposure Value’ can be found under ‘Tone mapping’ in the rendersettings
pane.

e ModelsusedinPromos:
e AlienPolice Officer—Victoria8
e Angel, Dark Angel and Demon—MRL Brienne
e Egyptian Mummy and Sky God - MRL Eden Morph (Head 100%, Body 50%) with MRL Isabis
skin
e Fairy- MRL Ling skinand head morph combined with Teen Josie 7Morphs and Sunny 7 elf
ears

Please note that this packis not a merchantresource.

Thank you for purchasing this product and have fun !



