Any of these eyes can be set to glow in whatever color you want by editing the Materials on it. You can also
change the color of the “whites” of your eyes this way as well. Here’s how!

1. Select your mod in Penumbra and click on Advanced Editing.

BASIC GLOW EYES (10.0)

by LiliMon Open Website

Settings Description Conflicts Changeditems Collections Edit Mod Advanced Editing

Enabled 5 Priority Inherit Settings

Eyes, Feminine, Keeper, Face 1

Enable

2. In the new window that opens, chose the Materials tab. On the line that says Select .mtrl File...
you want to choose the line that correlates to your Iris files.

Basic Glow Eyes | 2 Options | 4 Files (48 MB) | 4 Redirections

File Redirections Meta Manipulations  File Swaps Merge Mods Duplicates Import from Screen  Models | Materials  Textures Shaders Item Swap Deformers

Select .mtrlFile...

do_not_edit\textures\mt_c0801f0101_iri_a_a_1768432227325074199-189721922712103976551115893019-1448418821_generated.mtrl

IMPORTANT - | have my eyes set as a higher priority than the sculpt | use, which is a modified version of
Marie. Despite the fact that the new eyes are showing on my character and not the ones in the sculpt,
Penumbra is seeing the sculpt eyes as my actual eyes, so modifying the eyes in the mod doesn’t work for me.
Instead, | have to modify the Materials of the sculpt eyes, and that works to create the glow and any eye white
changes in the eyes I'm working. You'll know this is the case if you see this when selecting the Material file on
your created Mod eyes.

do_not_edit\textures\mt_c0801f0101_iri_a_a_1768432227325074199-189721922712103976551115893019-1448418821_generated.mtrl

Save to File Changes Redraw on Save

Reload live preview

So, in this case, | select my sculpt mod and choose the highlighted green line that has the words iri_a in it.

File Redirections Meta Manipulations File Swaps Merge Mods Duplicates Import from Screen  Models Materials

Select .mtrl File...

default group\chara\human\c0801\obj\face\f0001\material\mt_c0801f0001_etc_a.mtrl

default group\chara\human\c0801\obj\face\f0001\material\mt_c0801f0001_fac_teeth.mtrl
default group\chara\humanlc0801\obj\face\f0001\material\mt_c0801f0001_iri_a.mtrl
default group\chara\humanlc0801\obj\face\f0101\material\mt_c0801f0101_etc_a.mtrl
default group)chara\humanlc0801\obj\face\f0101\material\mt_c0801f0101_fac_teeth.mtrl
default group\chara\human\c0801\obj\face\f0101\material\mt_c0801f0101_iri_a.mtrl

All Game Paths



The next step is the same whether it’'s your Eye Mod or your Sculpt Mod Eyes.

3. Under the drop box for Material Constants, you want to hit the Further Constants drop box. The 6th
line down is g_EmissiveColor. Now, you can put in a hex code using the RGB numbers or you can hit
the colored box on the line to open the color picker. Whichever color you pick will make your eyes glow
that color.

THIS WILL OVERRIDE THE BASE TEXTURE. The glow is influenced by the Eye Mask and the base is
largely irrelevant. Below it shows a medium blue emissive and a dark purple, respectively, over the dyeable
version of my Weird Eyes 2 2.

The darker shade does slightly show that my normal eye color is two different shades. Here is a medium
green emissive over my Weird Eyes 7-1, which is an undersea one and not a base dyeable.

¥ Material Constants
¥ Further Constants
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Making the same color darker or lighter shows less and more of the color below.

R0361 G083  Boso7 [ € g_EmissiveColor

B:0.100 g_EmissiveColor
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H:0.420 5:0.566 V:0.832 H:0.420 5:0.881
#5CD49B #052C19

4. When you find the shade and glow amount you want, make sure you hit Save to File, or it will NOT
save it!

default group\charahuman\c0801\obj\face\f0101\material\mt_c0801f01(

Save to File  Reset Changes Redraw on Save

P chara/common/texture/eye/eyell_normiex

¥ Material Constants

¥ Further Constants

2.000 g_AlphaAperture




A couple other neat thing you can do with changing the Material Constants

1. If you scroll down past g_Emissive to g_IrisRingForceColor, you can add a colored ring to your eyes
that will show over the glow.

0.010 g_IrisRingEmissiveIntensity

R:0.133 G:0.314 g_LrisRingForceColor

0.500 g_LrisThickness
0.700 g_LipRoughnessScale

1.600 g_NormalScale

2. Changing the line above it, g_IrisRingEmissivelntensity either up or down can turn it into a thin or thick
black or white line, depending on which way to take it.
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3. Scrolling down the list even further, you'll find the line g_WhiteEyeColor, which will allow you to either
enter a hex code or use the color picker to change the whites of your eyes whatever you want them to
be!

R:0.031 6:0.020 B:0.014 g_WhiteEyeColor R:0.584 6:0.103 g_WhiteEyeColor

0.158 0.174 g_MaterialParameter[ 7]. 0.158 —

0.040 0.020 g_MaterialParameter[ 81].x) 0.040
0.300 0.000 g_MaterialParameter[ 8].

0300
g_MaterialParameter[ 9]. Original

g_MaterialParameter[10].z

R:0.584 G:0.103 B:0.103
H:0.000 5:0.823 V:0.534

#951A1A

Overall, there are SO many ways to customize your eyes. | highly suggest you play with the settings, texture
combinations, and other options to make your character more YOURS. If you want to go even further, there is
a lovely guide by Crystia available here that can tell you how to make specific colors of your mask glow or add
further catchlights. It also tells you how to change the colors for glow and eye whites in TexTools!


https://docs.google.com/document/d/1J9mRCMHSs4zisvTv51P0lGGzvE0LyIamwx9DpAUzMJI/edit?ref=xivmods.guide&tab=t.0#heading=h.bgrlqaw9h8xg

