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The “Original” Songbird ReMix

Manual & Field Guide

Copyrighted 2003-11 by Ken Gilliland (empken@empken.com)
songbirdremix.com

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 DAZ’s Songbird
model. By adding some additional geometry to correct the talons, adding
transparency mapped feathers and revising the wing structure, DAZ’s model has
been “ReMixed” into a bird that can fold its’ 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.

What’s New in Version 3.0

o Bewick’s Wren character added
e Geometry Changes:
Thighs moved forward
Fluff feathers added to rump
Feather transparencies add to back
Crest 09 (Flycatcher Crest) is now part of the geometry
Front Whiskers Added
o Minor UV issues corrected
e Materials
o Pupil
Iris
Eyes (converted from existing to transparency material)
RumpFeathers
RumpTopFeathers
CrestFeathers
o Whiskers
e Morphs
o BODY
= LongerNails (controls the length of talon nails)
= SlimmerThighs and SlimmerThighs2 (controls the shape of the thighs)
=  ThighFluffDwn (moves fluff over top of shin)
» WingsSeabird (additional wing shape)

O O O O O

O O O O O
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o HIP

o HEAD

WingFold (reworked to sit a little lower and have less back-facing
polygon issues

NeckBulk (thickens HIP/NECK sections for wren-like birds)

Back (morph reworked)

UnevenFluff (morph reworked)

Chest Puff (morph reworked)

TuckFIuff (tucks hip fluff by Thighs in)

Rump Fix (smoothes the HIP/TAIL sections)

RumpUnfluff (Fluffs/unfluffs rump section)

RumpFeathersRaise

RumpFeathersCurlUp

RumpFeathersExpand (broadens RumpFeathers over Tail feathers)
RumpFeathersExtend (lengthens RumpFeathers over Tail feathers)

EyesDilate (allows pupil dilation)

Parrotl (another parrot head morph)

PuffEyes (puffs up Eye area)

Bk-HoneyCreeper2 (another Honeycreeper beak with better curves)
Bk-UpHtEnd (Adds height to the top end of the beak)

Bk-UpHook (Hooks upper beak)

For-Flattop (Flattens the head)

For-Round (Rounds the head)

Hd-RearDwn1/2 (flattens the back of the head)

Hd-SmallHead (Shrinks the Head and Neck)

ThroatFix (prevent tongue/inner mouth poke-through with thin beaks)

o THIGHS

BigFluff (more Fluff in the Hip/Thigh area

o TAILFEATHERS

o CREST

TailBaseFuller (allows tail base to be fuller towards the hip section)
CupTail (cups tails up and downwards)

All the morphs included in Crest9 plus 6 additional morphs for shaping,
tucking and hiding

o BEAKFLUFF

7 new morphs for shaping, tucking and hiding

Using Songbird ReMix 3 Materials

By default, Songbird ReMix3 Materials are turned off on the Base Material in
Poser's “FIGURES” and DAZ Studio’s “! CreateYourOwn” Folder. The reason for
this is so that it will be compatible with older (Songbird ReMix v1 and v2)
libraries. The new materials can be implemented two ways. First by using
Songbird ReMix3 MAT/MOR poses or material settings (in Poser) or by using the
hard-coded Songbird ReMix3 birds, character or material settings (in DAZ
Studio). The other way is to use Songbird ReMix3 materials is to hand-edit the
older birds files and apply the new materials (see Appendix 1).



Songbird ReMix Basics

The Songbird ReMix Project consists of one bird mesh that can be morphed
and textured into hundreds of different bird species. The base model can be
morphed into such species as the Greater Roadrunner, a House Sparrow and
a Red-headed Woodpecker. The model has built in morphs to allow accurate
folding of the wings, flight and perching and had a low polygon count allow
possible flock renders. The model has been used in the science fields to
demonstrate courtship behavior, published depicting endangered and extinct
status of bird species and is used by professional and amateur artists for
commercial and private use. The model is in wavefront (.obj) format so it can
be accessed by most of the affordable popular 3D packages such as Poser,
DAZ Studio, Carrara and Vue as well as high-end packages as Max and
Maya.

The original model was created by Anton Kiesel who sold the rights to DAZ
3D. The Kiesel Model is now known as the DAZ Songbird. In 2003, the model
was revised (or ReMixed) by B.L. Render who corrected the anatomy and
added many features such as folding wings and character morphs. Her
partner, Ken Gilliland, using the new morphs, created the bird species and
textured them. A year later, he took control of the ReMix series. In 2006, the
model was again, "ReMixed" by Ken Gilliland, adding more complex morphs
and geometry to create more complex birds such as hummingbirds, quail and
kingfishers. The Model was remixed a third time in 2010 creating a much
more realistic bird than the prior versions.

The Morphs: 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.



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
whichever one you grab. They will also move together as you Y or Z translate
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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.
There’s also a large group of “Fluff” morphs that control fluff regions on the
breast, and rump.

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 Shin’s Y Scale. To increase or decrease the leg diameter,
use the thigh and shin’s Thicker morphs.



The body (hip) can scale in some moderation. If you need a thinner or fatter bird,
use the Sleek full body morph.

Cross-Talk

Because of the ERC controls, the Songbird Remix may be prone to the cross-talk
problem in older versions of Poser such as 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:

e 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.

e 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.

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

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

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

e 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.
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Overview and Use

Select Figures in Runtime Folder and go to the Songbird ReMix folder. Here
you'll find an assortment of files that are easily broken into 2 groups:
Conforming Parts and Bird Base models. Let’s look at what they are and how
you use them:

Bird Base Models included in this volume:
o Songbird ReMix3 Base - This model is used with all songbirds.

o

Songbird ReMix3 Gamebird Base — This model is used with all
Doves, Pigeons and other Gamebirds and is identified with the “G”
icon in other and future Songbird ReMix Volumes.

Songbird ReMix3 Parrots Base — This model is used with all
Parrots and Cockatoos and is identified with the “P” icon in other
and future Songbird ReMix Volumes.

Songbird ReMix3 Syndactyl Base — This model is used with all
Kingfishers and Kookaburras and is identified with the “S” icon in
other and future Songbird ReMix Volumes. Syndactyl Feet
Songbird ReMix3 Zydodactyl Base — This model is used with all
Woodpeckers, Cuckoos and Trogons and is identified with the “Z”
icon in other and future Songbird ReMix Volumes.

Conforming Parts
o No conforming parts are needed for this volume. It is possible

that with future add-on volumes and/or future free download Birds
that they may be needed. (All Conforming Crests have
alphanumeric icons in the lower right corners such as “C09”, “C22”
or “T03”. 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 Crests,
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 “OpenBeak” or “Stretch”, you must also set its
counterpart in the head part of the Conforming Crest.

Creating a Songbird ReMix Bird with Poser

Here’s a step by step to create a bird in POSER:

1. Choose what you want to load. For this example, we’ll create an
“‘American Robin”.
Load Poser and select FIGURES and the Songbird ReMix folder. Because
the “American Robin” uses the basic “Songbird” base model we'll load

2.

that.



3. Go to the POSES folder and select the appropriate Songbird Remix
library. In this case, we’ll select the “American Robin” pose and apply it to
our loaded Songbird ReMix base model. This pose contains morph and
texture settings to turn the generic model into an “American Robin”. As
explained earlier in the Character Base Section, the Alphabet letter
appearing on the base of a bird’s Icon refers to what model it expects to
adhere to. Thus the “Parrot” character is going to want the <P> Parrot
Base Songbird ReMix Model. Birds with no icon usually want the
Songbird Base.
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How to build a Songbird ReMix Character
with a Conforming Crest in Poser

1. Inthe Figures section, load a Bird
base Model. Then load the
appropriate conforming part for the
bird you’re trying to create.

gf"’”'”“'fff: 2. Conform it to the bird base model.
ﬁ SongbirdReMix3-
A songbiraramia:

3. Select the Base Model and go to
POSES. Select and apply the
appropriate Character/Material pose
setting for the bird you’re creating.

‘{'mmaryumw

i’ orange Orile:

# Orange Oricle:

‘ {_“‘ Pygmy. Kingfis!

" Red-lagged He

| # Resplandent 4. The Conforming part will look

g repens wrong. That’s okay—we’re going
R e to fix that now. Select the
conforming part and apply
. appropriate Character/Material

| pose for the part.

T oyl icaten
# Tropical Parula

°

-% Resplendent QuetzalC

5. Voila! Your bird is

done. Just G Resplendent Quetzal?

remember to select
the bird base when
posing and often
there are additional
morphs in the
conforming part you
can use.

-+ Royal Flycatcher

« Tropical Parula
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Creating a Songbird ReMix Bird with Studio

Here’s a step by step to create a bird in DAZ Studio:

1. Choose what you want to load. For this example, we’ll create an
“‘American Robin”.

2. Load DAZ Studio and in Studio’s Runtime Folder, select FIGURES and
the Songbird ReMix folder. Because the “American Robin” uses the basic
“Songbird” base model we’ll load that.

3. Now, select the Studio Content Folder and go to the Animals : SBRM :
ICreateYour Own : Characters folder and select the appropriate
Songbird Remix library. In this case, we’ll select the “American Robin”
pose and apply it to our loaded Songbird ReMix base model. This pose
contains morph and texture settings to turn the generic model into an
“‘American Robin”. As explained earlier in the Character Base Section, the
Alphabet letter appearing on the base of a bird’s Icon refers to what model
it expects to adhere to. Thus the “Parrot” character is going to want the
<P> Parrot Base Songbird ReMix Model. Birds with no icon usually want
the Songbird Base,

Known Issues with DAZ|Studio

Propagating Scale Issues

Some versions of DAZ|Studio have problems with the Propagating Scale of the
Feet in Songbird ReMix. Unfortunately, the only current solution is to manually
scale all the digits on each foot. To determine if manual scaling is needed, look
at the SCALE settings on rFoot or IFoot parts in DAZ|Studio. If the amount is
more than 100%, then all the digits (rPinkyl, rPinky2, rMid1, etc.) will need to be
scaled accordingly. The “ ! Scale Feet” folder will automatically correct this for
you.

All the characters in this product have already been corrected.
Earlier DAZ Studio versions of this product used Studio’s scene files (.daz) to
create pre-built birds. Unfortunately the programmers of Studio decided not to

support “backwards compatibility” so older pre-built birds saved in .daz may no
longer work. It is best to delete the older version of this product.

For more troubleshooting, visit the Songbird ReMix FAQ
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How to build a Songbird ReMix Character with a
Conforming Crest in DAZ Studio

In the Runtime folder, select Figures and load the
Songbird ReMix Model and the appropriate
Conforming Crest in Studio. Select the Conforming
Crest by selecting on the screen or in the Scene
Tab.

Now, using the “FIT TO” command in the
Parameters Tab, Select the Songbird ReMix Model.
Go back to the Scene Tab and select the Songbird
ReMix Model.

—— Select the Studio Content Folder
[Ererioniomers ) and go to the Animals : SBRM :

Point At ICreateYour Own : Characters
X Currently Used folder and select the appropriate
v General Songbird Remix library. Apply the

» Transforms Character setting to the bird
base. It will probably reduce the
size significantly and change the
shape of the bird.

Mesh Resolution

» Display

Now that the bird is sized, select the
conforming part and apply the
conforming part character settings.

Voila! Your bird is done. Just
remember to select the bird base
when posing and often there are
additional morphs in the conforming

part you can use. o e Collared

Adeaq| juajuon

16
Resplendent Resplendent Royal Flycatcher
zalC Quetzall

d

Adedqi jusjuo)d

Tropical Parula White Collared
Manikin-F
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Songbird ReMix
Field Guide

Blue Jay
Steller’s Jay
Black-capped Chickadee
Mountain Chickadee
Bewick’s Wren
House Wren
American Robin
Northern Cardinal
House Sparrow

Eurasian Bullfinch
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Common Name: Blue Jay
Scientific Name: Cyanocitta cristata

Size: 10-12 inches (25-30cm)

Habitat: Northern America; found east of the Rocky Mountains in the United
States and Canada. Prefers oak, deciduous and conifer forests and urban areas
and is found more commonly at forest edges than deep in the interior.

Status: Least Concern. Global Population: 22,000,000 mature adults. Surveys
show a slight but significant decline in Blue Jay numbers across the United
States, with most of the decline in the East. Nest predation is a suspect.
Protected under the Migratory Bird Treaty of 1918 in the United States.

Diet: Seed, nuts and insects.

Breeding: Male and female
look alike. They built nests of
open cup of twigs, grass,
and sometimes mud lined
with rootlets. Nets usually
have 2 to 7 eggs.

Cool Facts: There's a
love/hate relationship with
humans and Jays because
their bold behavior. Most
people believe jays are nest
robbers, but in a recent study
only 1% of jays were found
to have eggs or nestlings in
their stomachs.

It's common knowledge that
Blue Jays migrate with thousands of them moving past some points along the
Eastern coast, however not all Jays migrate and which do and don'’t is a mystery
to ornithologists. Younger jays are more likely to migrate and while most adults
do, some don’t. Some skip migration one year then migrate the next.

Blue Jays are known to mimic the calls of hawks. It is believed that these calls
provide information to other jays that a hawk is around, or that they are used to
deceive other species into believing a hawk is present.

It is said the tool use is a sign of superior intelligence and while tool use in birds
is rare, captive jays are known to have use them. They will take used strips of
newspaper to rake in food fallen from outside of their cages. Besides jays,
parrots, ravens and crows are known for tool use.
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Common Name: Steller's Jay
Scientific Name: Cyanocitta stelleri

Size: 12-13 inches (30-34cm)

Habitat: North America; West of the Rockies in the United States, Mexico and
Canada. Found in conifer forests; generally in higher elevations.

Status: Least Concern. Global Population: 4,400,000 mature adults.
Protected under the Migratory Bird Treaty of 1918 in the United States.

Diet: Nuts, seeds and insects.

Breeding: Male
and female look
alike. They built
nests of twigs,
sticks and
sometimes mud,
laying 1 to 6
eggs.

Cool Facts:
Jays peck at food
while holding with
their feet. The
only jays in the
North and South
America to build
nests with mud
are Steller's Jay
and the Blue Jay.

The Steller's Jay
shows a great
deal of variation
in appearance depending ob it’s location. The black-crested form is found in
southern Mexico. Younger birds are known to stray from their normal range.

Steller's and Blue jays are the only North American jays with crests. The Blue Jay
is expanding its range westward. Where they meet, the two species occasionally
interbreed and produce hybrids.
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Common Name: Black-capped Chickadee
Scientific Name: Poecile atricapilla
Size: 5-6 inches (12-15cm)

Habitat: North America; throughout northern North America. Preferred habitat is
in conifer forests.

Status: Least Concern. Global Population: 34,000,000 mature adults.
Protected under the Migratory Bird Treaty of 1918 in the United States.

Diet: Seed and insects.

Breeding: Male and female look alike. They built nest of coarse materials lined
with soft materials and lay 6 to 8 reddish finely speckled white eggs.

Cool Facts: The beloved Black-Capped Chickadee is probably the most
reproduced artistically songbird in the world.

It hides seeds and other food items for later recovery. Each item is placed in a

different spot and it can remember thousands of hiding places.

While the chickadee's calls may sound simple, they are really very complex and
language-like. Their calls provide information on identity and recognition of other
flocks as well as predator alarms and contact calls.

Breeding pairs and nonbreeders join up into flocks outside of the breeding

season. Nonbreeders may be members of several flocks, with a different position
in the dominance hierarchy of each flock.
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Common Name: Mountain Chickadee
Scientific Name: Poecile gambeli

Size: 5-6 inches (12-14cm)

Habitat: North America; throughout the Western United States and Canada.
Preferred habitat is in conifer forests.

Status: Least Concern. Global Population: 12,000,000 mature adults.
Protected under the Migratory Bird Treaty of 1918 in the United States.

Diet: Seed and insects.

Breeding: Male and female look alike. They built nest of coarse materials lined
with soft materials such as fur. They lay 7 eggs.

Cool Facts: Mountain Chickadee warm and hide their eggs when the female is
not in the nest by covering the unincubated eggs with fur.

Young Mountain Chickadees leave their home territories about three weeks.
They settle in new territories by late summer and remain in that spot all their
lives.

Mountain Chickadees hide their food, as do other chickadees. It often hides
seeds and caught insects under bark, in pine needle clusters, and in the ground.
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Common Name: Bewick's Wren
Scientific Name: Thryomanes bewickii

Size: 5.1 t0 5.25 inches (13-14cm)

Habitat: North America; its range is from southern British Columbia, Nebraska,
southern Ontario, and southwestern Pennsylvania south to Mexico, Arkansas
and the northern Gulf States. Found in brushy areas, scrub and thickets in open
country, riparian woodland, chaparral, urban and suburban parks, and residential
areas.

Status: Least concern. Global Population: 6,000,000 mature adults.
Populations are declining. The severe declines of Bewick's Wren in the eastern
United States coincided with range expansion in the House Wren. It is suspected
that the House Wren, which frequently removes eggs from nests in cavities, was
directly
responsible for the
decline. The
increased
availability of nest
boxes may have
helped the spread
of the House
Wren, and
therefore the
decline of the
Bewick's Wren.
Protected under
the Migratory Bird
Treaty of 1918 in
the United States.

Diet: Insects.

Breeding: Male
and female look
alike. They built
nests of twigs and sticks lined with softer materials in tree cavities or nest boxes.
It usually lays 5—7 eggs that are white with brown spots.

Cool Facts: While similar in appearance to the Carolina Wren, it has a long talil
that is tipped in white. The song is loud and melodious, much like the song of
other wrens. The male Bewick's Wren learns its song while still on the parents'
territory. It learns the song not from its father, but rather from the neighboring
territorial males. The song repertoire developed before the first winter is retained
for life.
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Common Name: House Wren
Scientific Name: Troglodytes aedon

Size: 4-5 inches (11-13cm)

Habitat: North and South America; its range is throughout North America and
part of South America from forest to urban settings.

Status: Least Concern. Global Population: 10,000,000 mature adults.
Protected under the Migratory Bird Treaty of 1918 in the United States.

Diet: Insects.

Breeding: Male and female look alike. They built nests of twigs and sticks lined
with softer materials in tree cavities or nest boxes. They lay 3 to 10 eggs.

Cool Facts: The House Wren will destroy eggs of other species nesting in nest
boxes. A male may build decoy nests to confuse predators. A male House Wren
decides where to build the nest. Often a nest is built with more than 400 sticks.
When the rough construction is complete, he advertises it to possible mates.
When a female pairs with him, she takes over nest building and adds the nest
cup and lining. Young male House Wrens are likely to build nests close to older,
more experienced
males in order to learn
the ropes of fatherhood.

The House Wren has
one of the largest
ranges of any songbird
in the New World. It
breeds from Canada,
through the West
Indies, through Central
America, southward to
the southernmost point
of South America.
Some of the subspecies
living south of the
United States have
been considered as
separate species.
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Common Name: American Robin
Scientific Name: Turdus migratorius

Size: 8-11 inches (20-28cm)

Habitat: North America; found in urban and non-urban settings.

Status: Least Concern. Global Population: 320,000,000 mature adults. Stable
or increasing and common. Deaths due insecticide and lawn fertilizers are
increasing. Protected under the Migratory Bird Treaty of 1918 in the United
States.

Diet: Invertebrates, especially earthworms, berries and fruit.

Breeding: Male and female look similar; Females are usually paler in the head.
They built nests of twigs and sticks, held together often with mud and lined with
fine grass. The nest sits low in tree hidden by dense foliage with 3 to 4 blue eggs.

Cool Facts: Robins roost communally in the winter and can number in the
hundred of thousands. In the summer, females sleep on the nests and males
congregate in roosts. As young robins become independent, they join the males
in the roost. Female adults go to the roosts only after they have finished nesting.

While earthworms are important part of the Robin’s diet during the breeding

season, but fruit is the main diet during winter. Robins eat earthworms early in
the day and more fruit later in the day.
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While the Robin can have up to three successful broods in one year, only 40
percent of nests successfully produce young. Only 25 percent of those fledged
will survive to November. From that point on, about half of the robins alive in any
year will make it to the next. Robin can live to be 14 years old.

While pesticides and fertilizers in lawn can be deadly to Robins so can be a heat
wave on berries. Many a berry-eating bird has died from getting drunk on
fermented berries.

Robins are considered the harbingers of spring; however they rarely show up
until late spring.
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Common Name: Northern Cardinal
Scientific Name: Cardinalis cardinalis

Size: 8-9 inches (21-23cm)
Habitat: North America; East of Mississippi, the Southwest and Mexico.

Status: Least concern. Global Population: 100,000,000 mature adults. Stable
and increasing within most of its territory. It's a species of concern in California
where it has lost most of its habitat. Protected under the Migratory Bird Treaty of
1918 in the United States.

Diet: Seed, nuts, fruit and insects.

Breeding: They built nests of twigs, sticks and sometimes paper-lined. They lay
3 eggs; Buffy white with medium brown spots.

Cool Facts: The cardinal is the United States State government’s most popular
bird; it's the state bird in 7 states.

Males are highly competitive over territory and often will challenge their
reflections for hours. Female sing a more complicated song than the males which
is believed to give their mates shopping lists (food requirements) and nest
information.
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Common Name: House Sparrow
Scientific Name: Passer domesticus
Size: 7-10 inches (19-25cm)

Habitat: Europe, North and South America (excluding Central America). Found
in forested and urban settings.

Status: Least concern. Global Population: 540,000,000 mature adults.
Declining populations in Europe and minor decline in North America. Protected
under the Migratory Bird Treaty of 1918 in the United States.

Diet: Seed and insects. Forging mostly on the ground.

Breeding: They built dried vegetation, strings, feather and paper. They lay 4 to 5
eggs.

Cool Facts: The House Sparrow is not endemic to North America; it was
introduced by Europeans in 1851 in New York. And while the House Sparrow
flourished for 150 years in North America, its populations have significantly
declined in Europe.

A House Sparrow isn’t a true sparrow; it's actually a finch.

Male House Sparrows show their dominance by the size of the black patch on
their chest and throat. The larger the patch, the more dominant the male appears
to be.

Although not a water bird, the House Sparrow can swim if it needs to, such as to
escape a predator. Sparrows will even swim underwater to escape if needed.

House Sparrows are adamant dirt-bathers; digging a hole and flinging dirt as if it
was water over them.
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Common Name: Eurasian Bullfinch
Scientific Name: Pyrrhula pyrrhula
Size: 6 inches (14cm)

Habitat: Eurasia; found in Europe and warmer parts of Asia. Prefers mixed
woodlands, parks and gardens.

Status: Least Concern. Global Population: 45,000,000 - 150,000,000 mature
adults. Stable, common within its area.

Diet: Seeds and buds of fruit trees.

Breeding: They built nests of fine twigs with moss and lichen in the bushes or
trees fairly low to the ground. They lay 4 to 7 eggs.

Cool Facts: The Azores Bullfinch was regarded as a race of Eurasian Bullfinch,
but now is considered to be a separate species.

Bullfinches are consider crop pests ravaging orchards, especially in

Southwestern England, where orchards capable of yielding several tons of fruit
have been stripped so efficiently that only a few pounds could be harvested.
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Species Accuracy and Reference
Materials

Many birds of the same species do vary considerably in color. This package tries
to emulate the colors and markings in the most commonly found variants.

The author-artist has tried to make these species as accurate to their real life
counterparts as possible. With the use of one generic model to create dozens of
unique bird species, some give and take is bound to occur. The texture maps
were created in Painter with as much accuracy as possible. Photographic
references from photographs from various Internet searches and several field
guides were used.

Field Guide Sources:

"The Sibley Guide to Birds" by David Allen Sibley.
Wikipedia (http://www.wikipedia.com)
BirdGuides.com (http://www.birdguides.com)
BirdLife International (http://www.birdlife.orq)
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Appendix |: Bird Wings

Differert birds have one of Seven Basic Wing Shapes and Arrangements adapted for different
flying styles; short, broad, cupped wings for rapid takeoff and stiistince flight; shorter and
broader wings with slotted primary feathers for soaring flight; flat madely long, narrow,
triangular wings for higispeed flight; large, distinctly arched wings for flapping flight; long,
narrow, flat pointed wings for gliding flight; and pointed, swéyaick wings for hovering or
motionless flight.

Fast Takeoff and Dodging/ings

Like everything in a living organism, wing shape has its basis in survival value. For example, birds
such as pheasants and grouse that usually inhabit dense cover and need to dodge quickly
between obstructions have wings that allow twisting fligihtshort distances, but become less
efficient for sustained high
speed flight. Built for fast
takeoff and dodging, this type
of wing is relatively short but
broad and cupped, with
flexible tips that can be set at
varied angles without twisting
the whole wing.

Model: Songbird ReMix Base
Settings:Default Settings

Soaring Bird's Wings

Soaring Birds tend to have broad wings. The Turkey Vulture has extremely broad wings for
soaring. Soaring Birds tend to have broad wings. The breath of this wing typleeand
arrangement of the slotted primary feathers make it most efficient for soaring over land.
Slotting permits each
primary feather to be
used as a separate airfoil.
Black and Turkey
Vultures, Redailed
Hawks, Broadavinged
hawks, Northern Harriers,
condas, ravens, and
some gulls have this kind
of wings.

Model: SBRM Vulture or
condor Base
Settings:Default Settings
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High Speed and Maneuverability Flight Wings (SBRM Wings with

point morph)

Some birds of prey and most other fdbting birds have devel@a High Speed Maneuverable
wings. These wings are extremely flat, moderately long narrow, and triangular, and tend to be
swept backwards, like the wings of a higjeed jet fighter. This type can be found in swifts,
swallows, shorebirds, and waterfowl, anther smalito-mediumsized birds with rapid flight.

Model: Songbird ReMix Base for Swift/Swallows Model: SBRM WFRWF3 for Seabirds, WF7 Base fol

Settings: BODY Section: Shorebirds
WingLength= 1.5 Settings: Default Settings
WingWidth=-0.6
WingsBlunt= 0

WingsPoint= 0.5

WingsSeabird= 0
Tailfeathers Section:

Split=2.6

Slow Flapping Flight Wings

The kind of wings characteristic of Slow Flapping Flight are large and distinctly arched. Herons,
Egrets, and Ibises have this type of wingg ¢heir style makes them immediately recognizable

as belonging to one of those families, even when see from a distance.




Model: SBRM WF4 or WF5 base
Settings:Default Settings

Long Distance Oceanic Soaring Wings

Seabirds, such as shearwaters atightrosses, have a higdspect wing, but one that is adapted
for Long Distance Glidinglong, narrow, flat, and pointed, with no slotting of the primary
feathers. The longest feathers are the outermost primaries. Pointed wings like these are best
suited for Long
Distance Oceanic
Soaring. Other
birds with this type
of wings are gulls
and frigatebirds,
which glide almost
endlessly above
the sea.

Model: SBRM WF1, WF2 or WF3 base
Settings:BODYSection:
WingLength= 1
WingWidth=0
WingsBlunt=0
WingsPoirt 0
WingsSeabird= 1

Long Distance Gliding
Still another Long Distance Gliding variation is found in the type of wing typical of storks and
some vultures, a slotted, higifting structure. The wings are broad to provide more wing

surface and shortb make use of subtle variations in air currents.
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Model: SBRM WF4, WF5, Vultures or Condor base
Settings:BODYSection:

WingLength=1.5

WingWidth= 0

WingsBlunt=0

WingsPoint= 0

WingsSeabird= 0

Motionless Flight

Hummingbirds' wings are pointed andapt back, and they rotate at the shoulder, not at the
wrist, as do those of most other birds. This allows the wing to be turned over in midstroke, so

30

that backward motion cancels
forward motion and the bird
remains motionlessly poised
in the air to sip tle nectar of
flowers. This bird then can
execute Motionless Flight.

Model: Songbird ReMix Base
Settings: BODYSection:
WingLength=0.5
WingWidth= 0
WingsBlunt=0

WingsPoint= 0.8
WingsSeabird= 0



Appendix Il: Bird Feet

Anisodactyl

Anisodactylyd the most
common arrangement of digits i
birds, with three toes forward
and one back. This is common i
songbirds and other perching
birds.

Syndacty!l

Syndactyly, as it occurs in birds,
like anisodactyly, except that the :

third and fourth toeqthe outer :

and middle forwarepointing
toes), or three toes, are fused
together, as in the Belted
Kingfisher Ceryle alcyon. This ig
characteristic of Coraciiformes

(Kingfishers, Beeaters, Rollers,
and relatives).

Zygodactyl

Woodpecker Baso il Parrot]Base)
- petyl =

)

Zygodactyly is an arraament of
digits in birds, with two toes
facing forward (digits 2 and 3)
and two back (digits 1 and 4).
This arrangement is most
common in arboreal species,
particularly those that climb tree
trunks or clamber through
foliage. Zygodactyly occurs in th
parrots, woodpeckers (including
flickers), cuckoos (including
roadrunners), and some owls.
Zygodactyl tracks have been
found dating to 126110 MYA
(early Cretaceous), 50 million
years before the first identified
zygodactyl fossils.
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Heterodacty!l

Heterodactyly is like zygodactyly|
except that digits 3 and 4 point
forward and digits 1 and 2 point
back. This is only found in
trogons.

Songbird
NReMix

Pamprodactyl

Pamprodactyl is an arrangemen
in which all four toes point
forward. It is a characteristic of
swifts (Apodidae).

No Model

Raptorial

The toes are deeply cleft, with
large, strong, sharply curved nai
(talons), as in hawks & owls
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Semipalmate

The anterior toes are joined part
way by a small webbing, as in th
Semipalmated Plover. Alsolleal
“Sewebbed” .

Totipalmate

All four toes are united by ample
webs, as in a cormorant, booby,
pelican, tropicbird, gannet, shag
Al so cawkbbdedf

Palmate

The front toes are united as in
ducks and gulls. Also called
“weldB e

(Waterfowl)i[Base}Waterfowli3]Base

Shott-necked

Lobate

A swimming foot with a
series of lateral lobes on
the toes, as in a grebe.

Y
A5
W\

No Model
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Appendix lll: Rendering & Posing Tips

All the birds in this package have to scaled proportionally to DAZ 3D’s Victoria
and Michael models. The smallest of the included birds (such as the
Riro!Riro!Riro!) MAY render with a Square shadow or improper lighting. Thisis a
bug in Poser. Poser can’t figure out how to render a shadow for something really
small, so it creates a square shadow. The solution is to put a larger item that
casts a normal Poser shadow in the scene (even if it is off camera) and the
square shadows will be fixed or BODY scale the bird to a larger size.

without prop off screen with prop off screen, lights/shadows
will properly render

Because birds in the Songbird ReMix series use generic bird bases and morphs,
adding morphs upon morphs more often than not will create undesirable results.
Case in point is the Parrot base which defaults with the “Parrot” morph be loaded
found in the HEAD section (Creations morphs : Specific Bird morphs). Adding
the other creation morphs on top of that will be a hit and miss experience. Press
CTRL + E to clear all the morphs in that section.

The reason why | have chosen to leave non-parrot morphs on for instance the
parrot base is for experimentation and creating unique and imaginary species. In
some cases, such as with a parakeet, it's better to shape the parakeet head from
the standard Songbird ReMix head than the default parrot morphs.
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In Poser, several settings
will help to bring out the
best in this bird set.

Under “Render Settings”
(CTRL+Y) make sure you
check “Use Displacement
Maps” and (in some rare
cases) the “Remove
Backfacing Polys” boxes.
In some poses, the wing
morphs will expose
backfacing polygons
which tend to render
black. Clicking the
“‘Remove Backfacing
Polys” fixes this.

Render Sattings
Firelly

Cuality

Mowvie Settings

Poser 4

@ Auto Settings

Shetch

© Manual Settings

Preview

L3

T | T
Min shading rate _ |

Cast shadows

Pixel samples

Raytracing

Ravtrace bounces

Irradiance caching

Oiptions

Render Over:
w Current BG shader
L1l Shadow only
Ll Smooth polveons
[ Remove backfacing polys
[ Use displacement maps
L1l Depth of field
£l 3D motion blur

0l Teon outline
w Mediur

Post filter size
M — "
Post filter type W box

L1l HDRI optimized output
00l Gamima cormection

Help:

Vue has trouble with back-facing polygons which tend to show-up in certain wing
and “Fluff’ poses. The easiest and fast solution is to limit the amount of bending
in the Forearm, Hand and Feather controllers and the hide or limit the ‘Fluff used

Bake it! The better (but much slower solution) is to in “Polygon Mesh Options”,
bake the model. You might also click “Force double-sided baking” as well as
playing with the Max smoothing angle and checking Dynamic Subdivison. Put
Quiality boost into the + area. Then bake it—“baking” will take hours on most

computers.

The “Eye” material uses a Poser reflection map; since Vue has a built-in
environment, it's better to use the Vue one and cut down the reflection to 20-50%
depending on light in the scene.

| also often find in better to also cut down the “Highlight Global Intensity” to 40%
and “Highlight Global Size” to 50% on Plumage, Wings and Beak materials in the

“Highlights” section.
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Carrara can have multiple issues with Songbird Remix models. The most
common are scaling issues; Carrara does not accept internal Propagating Scale
(a scale variable tied to the parent that tells all attached children to do the same)
so will not import Poser files correctly. Songbird ReMix uses Propagating Scale
in the wings, feet and head regions. Most issues seem to be tied to the Foot
Scaling. Determine the amount of scaling in the foot and scale the 8 talon parts
to match each foot.

The second most common problem is weird shapes or depressions in the rump
area. This is because Carrara does not understand how to interrupt the scaling
of the thighs. The best and easiest solution is to set each Thigh parts YScale to
100%.

| have seen some issues (primarily with the wings exploding) when importing a
Poser scene file (.pz3) into Carrara. This doesn’t appear to happen all of the
time. I've corrected it by going into the BODY and each WING part and turning
off/on the Wing Fold morph and making sure the BODY section’s Wing Shapes
are all in the default setting.

There is a Carrara Fix package available in the SongbirdReMix.com downloads
that provides foot scaling poses.

DAZ Studio can have multiple issues with Songbird Remix models when using
the Poser Version. Download and Use the DAZ|Studio version. You will find the
installation in the CONTENT folder of DAZ|Studio, not the RUNTIME folder as
most of your installed content is found. The primary issue with using the Poser
version with DAZ|Studio is Scaling; DAZ|Studio does not accept internal
Propagating Scale (a scale variable tied to the parent that tells all attached
children to do the same) so will not import Poser files correctly. Songbird ReMix
uses Propagating Scale in the wings, feet and head regions. Most issues seem
to be tied to the Foot Scaling. Determine the amount of scaling in the foot and
scale the 8 talon parts to match each foot.

The second issue is that material setting will be off. The DAZ|Studio version has
Material files tuned to DAZ|Studio included. This version also has Character files
so it is possible to load the Poser .cr2, then apply the DAZ|Studio character
setting which will fix the scaling and material issues. This method can be helped
if updated Songbird Remix CR2s are available.
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Pose & Animation Tips

The arsenal

e Body

o

o

Sleeker — It is actually a creation morph, but can be handy it
varying the look of two similar birds.

Wing Fold — It uses are fairly obvious... sometimes I'll turn the
settings to 0.9 and uses the Up/Down on the Shoulder parts to help
droop the wings.

Wing Droop—This fom uses a combination of Wing Controller
bends and twist to Droop the position of the folded wings to a more
natural state. A setting of 1 to 1.2 is usually enough. This morph
should not be used in unfolded wing (flight poses)

Scale — As with Sleeker, this can be slightly adjusted to vary the
look of two similar birds.

Wing Shaping Morphs— These morph control the shape of the
wings. WingsLength is an ERC with uses both Shoulders xScale to
control the length of the wings. The individual Shoulder scale
controls are hidden in their respective parts. WingsSeabird gives a
more Seabird-shape wing and NotchlPs notchs the primary flight
feathers. WingsWidth, WingsBlunt,WingsPointed do as their names
hint at.

Other Morphs— There are a couple newer erc morphs that control
the thigh and talon areas. SlimmerThighs1/2 reduce and taper the
thighs. ThighFluffDwn drops the thigh fluff into the shin area and
LongerNails extends the nalils.

The Fluffs (Unfluff, Flufffix, UnevenFluff, NoFluffSides, Tuck
Fluff, Rump Unfluff) —Unfluff rolls up a very orderly set of feathers
on the breast of the bird. In some cases it looks fantastic but more
often, It often looks patterned and fake. | find the best settings are
in the 0.3 to 0.4 range, but if you have the bird sitting low,
sometimes going to 0.0 looks great. FluffFix controls the upper
portion of the Fluff morph, either hiding or pulling out the top Fluff
feathers. The Fluff morph usually shows feathers on the top of the
breast first, so FluxFix can even out the coverage. TuckFluff does
the same around the thigh area. UnevenFIuff helps to break up the
orderly pattern to the Fluff morph. NoFluffsides lessens of heighten
the amount of Fluff feathers on the sides of the breast.

TushTuft — This is a creation morph, but could be used to
create/animate a bird doing its’ business.

LargeRump — Another creation morph that could be used for
varying shape and size.

Rump Feathers (Raise, CurlUp, Extend and Expand) —These
morphs control a transparency layer of the top of the bird’s hind
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section. Raising the RumpFeathers slightly can add significant
realism to the model
e Neck

o The Fluffs (Unfluff, NoFth-Front, NoFth-Back, NoFeathersl) —
Again, a set of four morphs. Unfluff rolls up a very orderly set of
feathers on the neck of the bird. In most cases, it looks great. | use
the Neck Fluff morph a lot, usually in the 0.3 to 0.4 range. NoFth-
Front and NoFth-Back lessen or eliminate the fluff feathers from the
top or bottom of the Neck. NoFeathers1 is a negative version of
Unfluff is a creation morph used with the Head’s LongNeck morph
to avoid the Unfluff feathers from poking out.

o Twist, Side-side and Bend — With LongNeck or Pigeon/Dove
Morphed birds these are the movement dials you'll want to do most
of the Head/neck movements with. LongNeck or Pigeon/Dove
Morphs distort the Head Movements dials.

o The Tongue (Tng-CurlUp, Tng-CurlDwn, Tng-TipUp, Tng-
TipDwn, Tng-Up & Tng-Down) — The dials here are obvious.
Sometimes, the tongue will poke through the top or bottom of the
beak, use Tng-Dwn or Tng-Up to correct this.

o Stretch — The Pose morph version of the Head’s LongNeck. |
rarely use this morph and sparely when | do. It will distort the X, Y
and Z movements of the Head. It shouldn’t be used on birds that
already have LongNeck or Pigeon/Dove morphs included. One
good use is to use the minus side scrunching the head down,
simulating bird sleeptime.

e Eyes

o BackForward & UpDown — The dials here are obvious. While the
centering on eyes will vary from bird to bird, BackForward = 20 and
UpDown = -6 will get you close.

o Scale — This is a creation dial, but could
be used to make a more cartoon-like bird
or a juvenile bird. The Eye Scaling is ERC
controlled which means the other eye and
all eyelids will be scaled accordingly.

e Eyelids

o OpenClose, Tilt & Twist — These are
probably the most overlooked dials in the
Songbird ReMix set. By changing the
Open/Closed where the lids start to show
on the model, you can add a tremendous 5@.‘;‘1
amount of realism to the face of the bird. A e
Many people have said that real birds’ eyes are more oval—why
then is the Songbird ReMix bird’s eye round? Because Eyelids
aren’t being used. Try: rUpperLid - Open/Close: -50, rLowerLid -
Open/Close: 40, IUpperLid - Open/Close: 50 and ILowerLid -
Open/Close: -40. Remember when a bird closes it's eye the Lower
Lid comes up 2/3 the distance with the Upper Lid dropping 1/3.
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When singing, the Lower Lid will be more noticeable then the upper
as with my Meadowlark image. You can also use the Tilt and Twist
dials if you want a more even, cartoon-like eye.

e Wings

o Fold and associated morphs — | usually don’t use the Fold
morphs on the Right and Left Wings—instead using the Full Body
Morph found in the BODY section. The Up/Down, Forward/Back,
Twist controls are okay for the starting of a wing flap pose and a
cartoon one but using the Forearm, Hand and Feather controllers
will yield much more real and believable results.

o TurnPIs — A great morphs for realistic flight. It turns the outer
primarily flight feathers.

o AlulaBrake — Feathers on the alula or bastard wing are not
generally considered to be flight feathers in the strict sense;
though they are asymmetrical, they lack the length and stiffness
of most true flight feathers. However, alula feathers are definitely
an aid to slow flight. These feathers—which are attached to the
bird's "thumb" and normally lie flush against the anterior edge of
the wing—function in the same way as the slats on an airplane
wing, allowing the wing to achieve a higher than normal angle of
attack — and thus lift — without resulting in a stall. By
manipulating its thumb to create a gap between the alula and the
rest of the wing, a bird can avoid stalling when flying at low
speeds or landing.

e Wing Controllers (Forearm, Hand, and Feather)

o These controllers are incredibly important in creating realistic as

bird wings do not simply go up and down.

s 2 PRORE L0 v WAL LS F
vy STt

Wing Flaps are never simply up and down

o One thing to consider with using wing controllers is that in certain
programs, the undersides of the wings may expose back-facing
polygons
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o

Resources:
= http://grail.cs.washington.edu/projects/flight/wu2003realistic.html
= http://www.nhm.org/birds/quide/pg018.html
=  http://en.wikipedia.org/wiki/Bird flight

Thighs

o

Feet

Tail
O

UnFluff- | generally recommend leaving this untouched but in
certain instances overdoing Unfluff by going into negative numbers
can give a flufflier thigh—good for sleepy or “I'm cold” poses

Grasp- an easy way to get a perched pose but often needs some
fine-tuning in the talons to make it perfect

Spread- | use Spread a lot. The spread in the Parrot model will only
control the two front talons. Parrots front talons are usually very
close together.

Scale- The Foot Scale also controls all the talons, scaling them
accordingly. The auto-scaling does not work currently in DAZ
Studio and has to be done manually.

TushLen-This is a Creation Morph that simply extends or shrinks
the Tail Section

TailFeathers

o

Spread- This is morph allows the spreading and closing of the tail
feathers. How much of this morph you should use in opening and
closing the tail depends entirely on the length of the tail and usually
needs to be tuned species by species.

CupTail, CurlUp & CurlDown- These morphs are pretty obvious;
from about the 50% point on the tailfeathers, these morphs will Curl
them up and down.
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Creating a fledgling

I've been meaning to write a tutorial on what dials to use for different effects. A baby sparrow is going to be
tough, creating a fledgling would be much easier

For a babies, | suggest using the SLEEK morph found in the BODY section (turn it to 2).

Babies generally have huge eyes, so scale the Right or left eye to 150-170%. The eyes have propagating
scale so the other eye and eyelids will automatically scale in Poser (FYI: for D|S, propagating scale doesn't
currently work so you'll need to scale everything manually in D|S). You might try scaling the feet too.

For a longer or shorter neck you can use the LongNeck Morph in the HEAD section-- but the more length
though you add to the neck will hamper the Bend, Twist, Side dials in the HEAD section. So if you use
LongNeck, use the NECK for the majority of those movements and the HEAD sparingly. The Stretch morph
basically does the same thing as the LongNeck morph does.

You can try increasing the Bk-Width in the HEAD section too, making a larger mouth.

With those you might be able to get something close to a baby. For a juvenile or fledgling, I'd drop the Body
scale a little, make the eyes slightly larger and do some SLEEK on it. Also, use the female of the species
texture if available. Most fledglings start off looking like their mothers first.
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