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Welcome to the RedSpec TGX quick-start guide  

 
At first: Weõd sincerely like to thank you for your purchase!  

We’re a very small team of only two people collaborating over the internet from  

South-Africa and Germany and have invested time and blood in the development of this 

shader set. 

 

We value you as a customer and will do everything possible to make rendering with our 

product as easy as possible for you. 

 

We hope that you will enjoy our product – if not so, please let us know via 

support@redspec-sss.com  

 

 

SYSTEM REQUIREMENTS AND NOTES: 
Poser 10 / Poser Pro 2014 

OctaneRender  Standalone 2.0 or any version below 

Poser plug-in for OctaneRender 

nVidia compatible graphics card(s) 

 

The use of RedSpec materials will increase  rendering times.  

We’ve seen lower samples per pixel (S/P) with RedSpec applied that range from minus 

4.0 to -7.0 S/P depending on your hardware configuration.  

Please take this into account when using RedSpec for production projects. 

 



 

Since new users to RedSpec can get quite confused with the node setup of the shader, 

we decided to give you a quick overlook over the material structure. This will also show 

how you can customize the shader to your liking. 

 

Compatibility 
 

The node structure of OctaneRender makes it possible for RedSpec TGX  Wet Beta  to be 

compatible to almost every single Genesis 2 Female-based character. 

So far, the following figures are supported and have been put through testing: 

Genesis 2  figure generation (Aiko 6, Gia 6, Olympia 6, Stephanie 6, The Girl 6, Victoria 6) 

RedSpec TGX  Wet Beta  cannot be applied to other characters / figures / props as stated 

above as the custom wet-maps are tailored towards the Genesis 2 Female geometry. 

Please understand that due to the complex shader structure a basic knowledge of 

OctaneRenders functionality a nd node -system is essential to use and customize the 

product.  

Sub Surface Scattering is a complex shading technique that makes use of physically 

correct rendering. This however also requires the kernel node in the Settings  tab of 

OctaneRender to either be set to Pathtracing  or PMC. 

The full effect will not be visible  whilst using Direct Lighting . 

 

Applying the Shader 
 

Depending on the package that you purchased, you should find several different files 

with different file-types inside your C:\ Program Files \ RedSpecTGX  folder, that was 

created during the installation routine. Launch Poser and OctaneRender now. 

.poc -files: Those can be applied to a figure and will automatically apply RedSpec TGX to 

all the characters body parts  – using the .poc-file is the easiest and fastest way to apply 

the shader to the whole figure. 

Since RedSpec TGX Wet Beta  is based on our RedSpec TGX  shader, the manual explains 

how you can tailor the sub surface scattering effect first and then moves on with 

customization options for the wet effect. 

Please note that we did not include .poe -files this time with this shader set. – those will be 

offered for download at a later state. 

 



 

Loading the .poc-file 
The following easy steps are necessary to apply RedSpec TGX to your whole character: 

1.) Load  one of the supported (s.a.) figures into Poser 

2.) Apply your morphs and .mat-files to the figure 

3.) Start OctaneRender over Render Ą OctaneRender  

4.) Select the Material  tab once the OctaneRender menu has come up 

5.) You should see your character in the list (for example Victoria4 [Mesh]). 

6.) Right-click  on that figure and hover over the menu point: “Import all materials for 

this Figure/Propó 

7.) In the now opening menu select: ”Retain existing image mapsó (This will make sure 

that all the textures you applied will stay in place and RedSpec will be applied 

over them without replacing them with others.) 

8.) Point to the .poc-file 

9.) A context window 

should come up as 

soon as RedSpec is 

finishied  

(see Picture 2.) 

10.) In case you should 

receive errors while 

loading the product – 

please refer to the last 

page of this guide. 

 

 

 

 

 



 

Applying a .poe-file to individual body parts (not in release version) 
The procedure is similar and can be quite resourceful if you only want to apply RedSpec 

to select body parts to save render time and resources.  

Since Octane will always render everything in the scene, this is a great way to achieve 

the same effect as applying the .poc-file but only on certain limbs. 

In the OctaneRender Material select one of the following limbs: 

EyeSocket, Eyebrow, Lip, Nostrils, SkinFace (or just Face), Nipples, SkinHead, SkinHip, 

SkinNeck, SkinTorso, SkinArm, SkinFoot, SkinForearm, SkinHand, SkinLeg, Gums, InnerMouth, 

Tongue, Cornea, Lacrimal and Sclera. 

Limbs not li sted above are 

only being changed by the 

.poc -file. And thus cannot be 

changed manually.  

1.) Right click on the limb 

and select Import 

material  

2.) In the now opening 

menu select “Retain 

existing image mapsó 

3.) No confirmation 

window will appear 

but the material 

should have changed 

to  

“Mix Material ” 

4.) In case you should 

receive errors while 

loading the product – 

please refer to the last 

page of this guide. 

 

 

 

 

 

 



 

The basic node structure – material1 
 

 

The basic node structure consists out of a material mix . That means two materials are 

basically forged into one. 

If you select a limb of your figure that you applied RedSpec too and afterwards open 

the OctaneRender material tab, you can see that the basic structure has got only two 

materials – at least on first sight. 
 

 

By default, material1 consists out of 2 

submaterials  -  a diffuse  and a specular  node. 

 

Diffuse materials are generally there for assigning 

texture maps and/or color values to an objects 

surface.  

 

The diffuse material furthermore has 2 additional 

submaterials - texture1 and texture2  

 

texture1  is where the skin texture for your 

character will be loaded into. 

 

texture2  is set to 255/255/255 (white) by default. 

Assuming you would want to change the color 

of your characters skin but KEEP the texture1 

structure you could replace the white with 

another color value in order to achieve a similar 

effect like in the below pictured comparison. 

 

The blending mode of those to materials is set to 

[Multiply ] meaning that texture1 and texture2 will 

be blended over each other. 

 

Specular  materials will add a “shininess” to the 

surface of the object – meaning that at higher 

values this can even become as reflective as a 

mirror. 

 

 

 

 

 

 

 

 

RedSpec TGX inside OctaneRender  

(material editor)  



 

material1 – making changes to the nodes 
 

 

Since human skin produces a thin film of oil (mainly consisting out of fat) the specular 

node is there to 

simulate this effect. 

 

IMPORTANT NOTE: 

The specular node 

should not be used 

to achieve a “wet-

look”-like effect, 

since it could render 

the skin looking to  

“plastic-y”. 
 

 

 

  

 

The bump  node will 

– by default – load 

the bump map that 

was provided by the texture artist who created the character you’re using.  

 

Since the top layer 

of human skin (the 

epidermis ) is not 

entirely flat but is 

mainly uneven – 

caused by hair 

growth and 

environmental 

influences - the 

bump map renders 

the skin uneven – 

which is like it would 

be in reality with 

molds and bumps. 

 

In this image the 255/255/255 was replaced with a pinkish color  

Left: Lower bump value / Right higher bump value  



 

IMPORTANT NOTE: There are texture artists who don’t deliver bump maps with their 

characters. If this is the case this will be left empty and you won’ get any effect changing 

the value for this node. 

 

Changes in the opacity  node will render the skin texture invisible while retaining the bump 

and specular maps.  

This can lead to interesting results pictured to the right, although the effects of RedSpec 

won’t be visible by using lower values. 

 

 

 

 

 

 

 

 

  

Character with an opacity value of 0.00  



 

sub surface scattering – a short explanation 
 

The transmission  node plays a huge and important role in simulating an effect that is 

called Sub Surface Scattering  (short: SSS) and is absolutely critical in simulating human 

skin. 

In reality light rays (emitted by the sun or 

other light emitters like lamps) either 

bounce off of solid or specular materials 

(like walls, mirrors etc.) or penetrate them to 

a certain degree when the materials are 

translucent. 

This means that light rays penetrate the 

epidermis  and then bounce off the second 

skin layer called dermis . Sometimes they 

even penetrate as deep as to the third skin 

layer called subcutis  and are reflected 

back by blood vessels or muscle tissue 

changing the color of the light to a reddish 

tone. 

The image to the right is showing this in 

particular around the ears. 

The less dense the body, the more 

translucent it will become, making it 

possible for light rays to move through it. 

The transmission  node simulates this by letting you chose the color that shines through 

from underneath your skin texture. 

In the following example we chose a greenish skin tone in 

the diffuse /material2  (see above) and set a bright purple 

as the transmission color. The effect is shown in the below 

pictured imagIMPORTANT NOTE: The lighter  the color, the 

stronger , the darker  the more subtle  the SSS effect will be 

As you can see interesting material combinations for 

aliens / monsters and other creatures are possible – your 

imagination is really the limit here.  

For human skin it is highly recommended to not change 

the default col or 

 

 

 

SSS demonstrated on a blender monkey mesh (source: 

wikipedia.org)  

Abstract form  of SSS with a bright 

purple set  as the transmission color  



 

RedSpec

material1 
(diffuse)

bump

opacity

transmission

medium

texture1

texture2

material2

sub surface scattering – adjusting strength 
 

The last node that concludes material1  is the medium node.  

Particularly on lower specced systems the value can be adjusted in order to artificially 

thin out the skin material so that light rays can penetrate it faster and the SSS effect 

becomes visible even on such low max depth  settings as 2. 

Just as we 

mentioned in the 

introduction it is 

absolutely 

necessary to select 

either the 

òpathtracing” or 

the “pmc ” kernel in 

the settings  tab of 

the OctaneRender 

window.  

Since the max 

depth determines 

after how many 

bounces a light ray 

will be “killed” 

setting this to lower 

values can greatly 

shorten rendering 

times at the cost of 

flatter lighting.  

(Hint: In reality light rays can bounce as often as 16 times) 

We only recommend this if you’re using photo-studio –like renderings, where there is 

nothing else in the scene but the character. 

IMPORTANT NOTE: Don’t set the medium  value lower than 0.55 as this might otherwise 

thin out the skin too much and will actually reduce texture and bump detail, leaving 

the skin too pink/red. 

To conclude the walk-though of material1 – a graphical summary: 
 

 

 

 

 

 

Left: Higher medium values thicken the skin making it harder for light rays to 

penetrate. Right: Lower val ues than 0.55 should be avoided as they will unnaturally 

redden the skin material  



 

The basic node structure – material2 
 

Material 2  

This material is essentially responsible for creating 

reflections of surrounding light sources. The smaller 

the light source the sharper the reflection will be. 

 

It consists out of a “reflection” node that will let you 

change the RGB values in “texture1” and “texture2” 

which both determine the strength of the reflection.  

The brighter the color set the more the specular 

effect. The darker, the more subtle the skin reflection 

will become. 

The “transmission” node adds a slight skin tonality to 

the reflection, making it more realistic – this should be 

left at the default value. 

  

The “filmwidth” node can be adjusted in order to 

create a more “wet-look” like effect or render the 

skin dryer. 

Try the standard value for  wetter and lower values 

for dryer looking skin. 

  

Further down you’ll find that the specular material 

also has a “bump” node assigned to it.  

This is necessary in order to show the bumpiness of the skin – not only on the skin itself – 

but also in the reflections. 

The “roughness” node can also be utilized in order to control the wetness of the skin. 

Play around with this value to see the results.  

 

 

 

 

 



 

RedSpec TGX Wet Beta – The Basics 
 

PLEASE NOTE  

In order to make the wet-effect decently visible we recommend the use of additional 

rim-lights  to the left and right of your character, as those lights will reflect in the water 

droplets and make them visible. 

Of course you can just add those rim lights to your already present scene lighting. 

The use of dull / too diffuse lighting in your scene can lead to the water droplets / wet-

effect not being visible at all. This stems from the fact that water – just like in reality – only 

becomes visible to the human eye if there are objects reflecting in it. 

Since OctaneRender  uses a physically correct rendering approach, our wet-shader 

follows that same natural principle. 

In other words: If you donõt give the water on your character something to reflect, the 

water wonõt become visible  in your renders.  

 

If you want full control over your scene-lighting and want to bring out the best in your 

RedSpec TGX Wet Beta  renders we recommend using OctaneRender  for Poser’s new 

integration of HDR Light Studio Pro  which essentially makes it possible to dynamically 

create HDRs that automatically update in your Render viewport while you move the lights 

around and change other values. 

NOTE: HDR Light Studio Pro functionality  is an OctaneRender  2.x feature and requires you 

to update if you’re still on 1.5x or below. 

 

 

 

Example placement of rim lights to the left and right of your  characte r 

http://www.hdrlightstudio.com/


 

We highlighted the rim lights reflected on our character in this render for you in this shot.  

Note how the water droplets 

and drain lines become visible 

when they can reflect the rim 

lights placed beforehand like in 

the example on the last page. 

It’s those hightlights you want to 

get in your scene lighting as the 

wet effect otherwise might be 

weak or not visible at all. 

 

If not using HDR Light Studio Pro 

we recommend achieving this 

effect by using mesh lights  that 

can be placed around your 

character outside the visibility of 

the cameras field of view. 

These are essentially primitives 

from the Poser runtime like orbs, 

planes or squares, that are 

placed where your rim lights 

would be and then turned into 

diffuse / light emitting materials 

via OctaneRender  

 

 

 

 

 

 
 

RedSpec TGX Wet Beta with rim -light reflections  



 

RedSpec TGX Wet Beta – Tailoring the experience 
 

If you already purchased one of our RedSpec TGX  products you know that our shaders 

can be customized and tailored to your needs – RedSpec TGX Wet Beta  is no exception. 

Redspec TGX Wet Beta makes use of glossy nodes that in combination with the uniquely 

modified TGX material setup, brings out the skin detail and texture color quality while at 

the same time achieving a quite unique sharp shine that one would expect from skin 

being wet. 

You can load the shader onto your Genesis 2 Female -based character just like you would 

load the regular RedSpec TGX  – this is 

explained in full illustrated detail in this 

manual beginning on page 2 . 

Once the shader is loaded you can 

check its node structure through the 

materials  tab in OctaneRender . 

The most critical changes to the 

shader can be made by expanding 

material1 [Material Mix]  and 

afterwards expanding the now visible 

material2 [Glossy].  

Here you will find a specular  a 

roughness  and an opacity  node. 

Those can be tweaked individually to 

tailor the wet-effect to your scene 

lighting and needs. 

The next page shows screenshots of 

what each and every node change 

does to the shader. 

 

 

 

 

 

 

 



 

Pictured to the right is RedSpec TGX Wet Beta  

when freshly loaded onto your character using 

the RedSpec TGX Wet Beta IN G2 fem 

glossy .poc -file  

We tried to find a decent balance between 

wetness and droplet-effect here. 

NOTE: The “IN” in the filename stands for 

inverted normal s which means the normal 

maps used to create the water-droplets are 

loaded inverted onto the character. 

If you find that the wet-effect is not showing 

decently using that preset, we recommend 

using the 

RedSpec_TGX_Wet_Beta_G2_fem_glossy .poc  

as this loads the normal maps in their regular 

non-inverted layout.  

This (and your scene lighting) can have a 

huge impact on the wet-effect becoming 

decently visible in your renders. 

 

When lowering the specular  node of the 

shader-setup the shininess of the skin 

underneath the wet-map will be reduced, 

leading to lower skin-glossiness. 

  

This can be utilized if you feel that the shader 

looks too much like an oil - film  or plastic  instead 

of water. 

Please note  that this needs to be done to each 

body part individually visible in your render as 

otherwise the seams between the limbs might 

become visible. 

 

 

 

 

 

RedSpec TGX Wet Beta when loaded  

Lowered  specular value on the torso  



 

If you want to tone-down the water-droplets 

and drain lines on the skin you can use the 

roughness  node to do just that. 

By lowering the value of that node, skin 

glossiness remains, while environmental-

reflections and therewith the water-droplet-

effect are reduced. This can also be utilized if 

you want to create a rather sweaty  than wet  

look-like effect. 

Last but not least, the opacity  value is 

essentially a combination of the specular  and 

the roughness  values as lowering this node 

value will decrease the effect RedSpec TGX 

Wet Beta  enables as a whole. 

 

Pictured to the lower right shows what 

changing the opacity node does to the shader 

look. 

 

As you can see, you have total control on how 

strong / weak / visible the shader shows through 

in your renders, giving you maximum creative 

influence. 

This concludes our Quick -Start-Guide . 

 

Something left unanswered?  

Please let us know via support@redspec-sss.com 

 

Thanks for your time and Happy Rendering!  

 

 

 

 

Lowered roughness values on the torso with 

reduced water -droplets and drain -lines 

Lowering  the opacity value reduces the overall 

visibility of the RedSpec TGX Wet Beta effect.  

mailto:support@redspec-sss.com


 

Known issues 
 

1.) When applying the .poc -file I get multiple error messages stating òCanõt find 

textureéó 

This is an error related to OctaneRender that - in some instances - transfers empty nodes 

to the shader materials we’re providing and is now unsuccessfully searching for them. 

We’re in correspondence with Otoy on how to solve this, sine there’s little we can do 

alone to change OctaneRenders behavior in this case. 

Solution:  Confirm the error messages all via the “OK” button – the shader will load and 

work just fine afterwards. 

2.) I cannot see any Sub Surface Scattering effect, the skin just looks more reflectiveó 

Solution:  Make sure you have selected Pathtracing  or PMC as your kernel type in the 

Settings  tab of OctaneRender. 

 

3.)  After I have applied RedSpec my characters skin tone is overly red / pink.  

This is essentially Sub Surface Scattering at work and is usually related to how you set up 

the light in your scene and its intensity.  

There’s several things you can do to solve this problem. 

Solution (s): 

1.) Turn down the power of your lights and instead increase the brightness of your 

scene over the fstop  and ISO settings. 

2.) Change the direction of your light to not shine directly at the camera sending light 

beams through the character. 

3.) Select the limb(s) that appear to red in the Material  tab of OctaneRender and 

click on the little + to unfold the material. Unfold material1  in which you unfold the 

underlying material1 . Finally unfold transmission  and change the texture2  value 

from the value it has (default values range between 0.75 and 0.6) to something 

around 0.3 ð 0.1 

 

4.) Iõm getting hot pixels with RedSpec applied  

Solution(s):  In OctaneRenders Settings  tab select the imager  node and lower the 

hotpixel_removal  value. (This will not restart the render)  

5.) Render noise on characters/limbs with RedSpec take a lot of time to resolve  

Solution(s) : Resolving will  take longer – however this can be influenced with optimizing the 

lighting in your scene. Make sure that everything is evenly lit and avoid shadowy areas on 

the skin as this will increase render noise and clearance times. 



 

6.) My characters eyes appear white  an d the Iris  texture  doesnõt show through 

Solution(s) : Select the Iris material and unfold it. Copy the texture that is sitting in  

[diffuse] Ą texture1  and paste it over the [specular]  and the [bump]  node further down in 

the Iris material. We pasted a before and after shot below to show the effect. 

      Before      After    

 

 

7.) Some textures appear dull, or not detailed enough  

Always remember: The texture detail you’ll get with RedSpec TGX is only as good as the 

provided texture maps themselves. If you have high res texture maps (4096x4096) which 

derive from photographic source materials, you’ll get the best results – even in close-up 

situations. 

8.) The wet -effect of RedSpec TGX Wet Beta i s not showing trough  

As mentioned in this quick-start guide RedSpec TGX Wet Beta is not a “one-click-solution” 

like RedSpec TGX essentially was. It requires tweaking and proper scene lighting to 

become visible in your renders. Please refer to page 13 of this quick-start-guide to find 

solutions on how to customize the wet-effect. 

Please also bear in mind that the product is stil in beta phase, and will be improved in the 

future. 

 

DISCLAIMER: 

All brands / products mentioned in this quick-start-guide are property of their respective 

owners. 

OctaneRender © Otoy 

Poser 10 / 2014 © Smith Micro Software 

RedSpec © www.RedSpec-SSS.com 

HDR Light Studio Pro © Lightmap Limited 

 

http://www.redspec-sss.com/

