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Songbird ReMix ñOriginalò Model Base 

Manual & Field Guide 
Copyrighted 2003 by Ken Gilliland (empken@empken.com) 

http://www.empken.com/songbirdremixcentral.html 
 

Opinions expressed on this booklet are solely that of the author, Ken Gilliland, 
and may or may not reflect the opinions of the publisher, DAZ 3D. 

 
Introduction 

 
Songbird ReMix is a unique universal bird model based on DAZôs Songbird 
model. By adding some additional geometry to correct the talons, adding 
transparency mapped feathers and revising the wing structure, DAZôs model has 
been ñReMixedò into a bird that can fold itsô wing and whose realism and 
accuracy had been greatly improved. 
 
With an arsenal of morphs, conforming crests and the proper texture map, the 
base bird model can be transformed into almost type of songbird.  Wrens, jays, 
thrushes, chickadees, pigeons and even a roadrunner are possible from the 
same universal model. 
 
 

Using Songbird ReMixôs Morphs 
 
Songbird ReMix is chock full of new morphs.  The original set was created by 
B.L. Render and a set of additional morphs (Songbird ReMix CR2 versions 2.0+) 
by Ken Gilliland were added later. Most of these are fairly straightforward.  Some 
of the head morphs use ERC controls.  The crest morphs on the head control 
their counterparts on the neck.  The Eye Movement and scaling morphs control 
the positioning and size of the eyes.  The Stretch and LongNeck morphs allow 
the bird to stretch its neck out, or scrunch it down, just like a real bird! Pigeon, 
Dove and Parrot head morphs allow radical changes to the head and neck 
portions of the bird. Note: The Stretch, LongNeck, Pigeon and Dove morphs will 
place additional limits on the Bend, Twist, and Side-to-side controls. 
 
There are also standard Full Body morphs; some to control the wing size and 
shape, and to sleek (or fatten) the bird's body, neck, and head. 
 
Note that when you load the bird, it is posed with its feet flat on the ground, and a 
few morphs activated (the UnFluffing morphs, and the beak closed).  If you want 
to zero the pose and the morphs, hit SHIFT-CTRL-F.  Make sure you do this 
before you spawn any new morphs, or set new FBMs. 
 

mailto:empken@empken.com
http://www.empken.com/songbirdremixcentral.html
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Advanced Controls: Wings 
 
The wings use "reverse hierarchy affectors" method for posing. This 
compromised two sets of controls: 
   
First, the entire wing is one body part, the Shoulder.  Pose it as you would pose 
any wing shoulder.  The "ForeArm," "Hand," and "Feathers" are posed using 
control handles (these are set to display in outline mode so they're not in your 
way.)  Pose these as you would normally, to bend and flap the wing. 
 
Second, as you pose the forearm, the hand and feather controllers won't move, 
as they normally would as children of the forearm.  That's okay, they still work 
correctly.  That is, as you bend the hand, the hand section of the wing will bend, 
wherever it is.  Just remember that it doesn't matter where the controller is, just 
pose it as you normally would. 
 
The wings fold using a morph.  At 1, the wing fold morph will properly fold the un-
posed, un-morphed wing.  Now, if you've morphed the wings' shape, you may 
need to adjust the wing fold morph to less than or greater than 1 (to raise it 
greater than 1, double click the dial and change the Max setting).  Either that, or 
unmorph your wings when you fold them.  Also, be sure they are unposed when 
you are trying to fold them.  You can select each controller and hit CTRL-E to 
quickly zero them.  You may experiment with posing the wing sections after the 
wing is folded. 
 
Because the wings fold via a morph, it does not look correct at all settings of the 
morph dial.  For example, a wing fold of .75 doesn't quite look like a half-folded 
wing; it looks like the wing scrunching into itself.   
 
You can fold each wing individually, or fold them both at once using the Full Body 
Morph. 
 
 

Advanced Controls: Head 
 
   The head has a beak controller.  This is another outline-display control handle, 
and it is for changing the angle of the beak.  You should only need this for 
sculptural purposes, in case your beak is angling the wrong way.   If the 
controller annoys you, turn it invisible.  Note: The controller's effect will change 
as you use the Stretch morph.  
 
 

Advanced Controls: Eyes and Eyelids 
 
The eyes use LinkParms.  This means when you scale one eye, the other eye 
automatically scales with it.  You don't need to use one specific eye, just 



5 

 

whichever one you grab.  They will also move together as you Y or Z translate 
them.  They do NOT move together when you X translate them. They would both 
move the same direction, and you need to do the right to the negative and the left 
to the positive direction for that. Note that these LinkParm controls are NOT 
affected by Cross-Talk. 
 
The eyelids are also slaved to their respective eyes, so when you scale and 
move the eye, its set of eyelids goes along with it.  The eyelid controls ARE 
susceptible to Cross-Talk.  See the Cross-Talk section. 
 
 

Advanced Controls: Feet 

 
The feet use grasp and spread dials.  These are not the usual grasp and spread 
dials, they are custom-built ERC controls.  Which means, basically, you can 
actually type in values for them!  Otherwise, they work as you'd expect.  The 
grasp dial closes the toes (or opens them), and the spread moves the index and 
pinky toes in and out.  As you un-grasp the toes, you may need to spread them 
as well, since they tend to collide as they unbend.  These controls are 
susceptible to Cross-Talk. 
 
 

Advanced Controls: Hip  

 
The TushTuft  and LargeRump morph controls the tail and hip body parts. 
 
 

Advanced Controls: Scaling 

 
Several body parts on the remixed bird use Propagating Scale.  You can scale 
the head without distorting the eyes and beak; you can scale the feet without 
distorting the toes, and you can scale the wings without distorting its controllers. 
 
To lengthen or heighten the head, use the Z and Y scale.  You can also use the 
Eye movement morphs to change the eye's location when you do this.  Note that 
too much stretching on the head will cause the eyes to lose there perfectly 
spherical shape. 
 
The neck stretches (Z scales) fairly well, but not that great.  To stretch or shorten 
the neck, use the head's LongNeck morph. 
 
The legs' length can be changed with the scaling dials.  To increase or shorten 
the leg length uses the Shinôs Y Scale. To increase or decrease the leg diameter, 
use the thigh and shinôs Thicker morphs. 
 
The body (hip) can scale in some moderation.  If you need a thinner or fatter bird, 
use the Sleek full body morph. 
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Cross-Talk 
 
Because of the ERC controls, the Songbird Remix is prone to the cross-talk 
problem in Poser 4 and Pro Pack.  Cross-Talk occurs when two or more figures 
with the same controls are loaded into the scene.  Here is a list of what will be 
affected, and how to deal with it: 
 

 Head-Neck pbms:  The head's Crest morphs will no longer control the 
neck's crest morphs.  To create a crest, set both head and neck Crest 
morphs to the same value. 

 

 Head Stretching:  The head's Stretch or LongNeck morphs will no longer 
morph the neck.  Set both parts' Stretch morph to the same value.  Also, 
the eyes (and eyelids) will not move with the stretch.  These need to be 
moved into position by hand. 

 

 Head Eye Moving Morphs:  Same deal, these won't move the eyes with 
them.  Position the eyes by hand.  

 

 Feet Grasp/Spread Dials:  Pose the toes by hand. 
 

 Hip-Tail pbm:  The TushTuft and LargeRump on the hip will no longer 
control that on the tail.  Set both to the same value. 

 

 Full Body Morphs:  All these will be affected by Cross-Talk.  For the wing 
FBMs, set each wing's morph individually (since they're all one piece, this 
is fairly painless).  For the Sleeker, set the Sleek morph in the hip, neck, 
and head. 

 
To avoid Cross-Talk, you can pre-load the Songbird ReMix Null with each 
character.  Or you can use the SBR-null and Rob's null figure cross-talk 
prevention loading protocol. (http://www.rbtwhiz.com) For full instructions on 
using Null figures. 

 
 

Overview and Use with Poser 
 

Select Characters in Poser and go to the Songbird ReMix folder. Here youôll 
find an assortment of files that are easily broken into 2 groups: Conforming 
Parts and Bird Base models. Letôs look at what they are and how you use them: 
 

 Bird Base Models  
o SBRM2 Base Model- The primary bird model base for about 90% 

of SBRM birds 

http://www.rbtwhiz.com/
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o SBRM2 NULL- If Cross-Talk becomes an issue, this will help zero 
things out. 

 Conforming Parts (All Conforming Crests have alphabetical Icons in the 
lower right corners such as ñFò. This corresponds with characters in the 
Pose folders. All MAT/MOR files with the same icon use that particular 
Conforming Part.  Be sure to read this: Most conforming parts are Crest 
which cover the head part.  When posing the Base Model, the Conforming 
Part will follow any Bend, Twist or Rotate Commands. It will not obey any 
SCALE or MORPH commands you give the Base Model. You must 
manually scale the Conforming Part and with morphs such as ñOpenBeakò 
you must also set itôs counterpart in the head part of the Conforming 
Crest. So Now letôs look at whatôs included in Conforming Parts: 

 
<F> Flycatcher Crest. For use with the Cardinals, Blue and Stellarôs Jay. 
Thereôs some Head morphs included. 

 
Poses and MAT/MOR Characters 

 
What is a MAT/MOR file? A MAT(erial)/MOR(ph) file contains the materials and 
morphs needed to shape and texture the SBRM base to resemble a particular 
species. It also scales the model to relative size with the human figures included 
in Poser. 
 
The Alphabet Icon 
System. As explained 
earlier in the Character 
Base Model Section, the 
Alphabet letter appearing 
on the base of a 
MAT/MOR Characterôs 
Icon refers to what model 
it expects to adhere to.  
Thus the ñBlue Jayò 
character is going to want 
the ñFlycatcher Crestò 
character with the <F> is 
going to want the Base 
Songbird ReMix Model. 
 

 

 

 

 
 
 


