START UP GUIDE FOR SETTING UP
ECVHO IRAY SKIN SHADER IN

CREATE A GENESIS 2 FEMALE CHARACTER

OR FIND THE CHARACTER YOU WANT TO (@]

APPLY THE SHADER ON.
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Tip 1 - To add a root directory to the DAZ
Studio Formats, Poser Formats or Other
Import Formats containers, right-click on the
container and choose the "Add a..." option
from the resulting menu.
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STEP 2:
SELECT THE FIGURE AND GO INTO
THE “SURFACE TAB”, YOU WILL SEE
ALL OF THE SURFACES OF YOUR

MODEL.
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IF YOU CAN’T FIND YOUR
“SURFACE TAB”
CLICK THE “WINDOW?” ON ToP
AND SURFACE IS IN IT.
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STEP 3:

SINGLE CLICK THE “SKIN” FOR
YOUR MODEL, AND LOCATE THE
SHADER “SKIN” IN SHADER PRESET,
DOUBLE CLICK IT.
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Actors, Wardrobe & Props Pose & Animate Lights & Cameras
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Click to display a list of predefined Views, as well as any Cameras or directional Lights currently in the scene, to view through.
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NOW YOU CAN SEE THE DIFFERENCE

FOR THE SKIN EVEN IN TEXTURE
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STEP 4:
LOCATE ALL OTHER SURFACES AND
APPLY ITS CORRESPONDING
SHADER PRESETS.
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Actors, Wardrobe & Prop:

Favorites

Currently Used
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SPECIAL:
THE SHADER PRESET
“NAILS”
IS USED FOR BOTH FINGERNAILS
AND TOENAILS.
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Actors, Wardrobe & Props Pose & Animate Lights & Cameras
STEP FIVE (FINAL STEP):

AFTER APPLYING ALL THE SHADER
SUCCESSFULLY AND BEFORE WE GO INTO
FINAL RENDER / IRAY PREVIEW,
LOCATE “RENDER SETTING” TAB AND
THE “TONE MAPPING” IN THE TAB.
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Actors, Wardrobe & Props Pose & Animate Lights & Cameras Render

LOCATE THE SETTING NAMED:
“GAMMA”
AND CHANGE IT TO ANY VALUE
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I Click to display the list of DrawStyle options for the current Viewport.



