How to Edit Your Face Texture to Match Gilded
and Fix That Neck Seam!

by milly

With Gilded selected in Penumbra, click on Advanced Editing.
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Go to the Import from Screen tab and type fac_mask into the filter text field to help find the
files you want. Import the fac_a.mtrl and the fac_mask files to the mod by clicking on the

lil paper icon to the right of both. (’'m using highlander face 3 as an example here, but your screen may
look slightly different if you are using a different face or a sculpt mod)
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Collection: Personal [Export Character Pack
Game Path Actual Path
& Highlander Female Face 103 chara/human/c0401/obj/face/f0103/model/c0401f0103_fac.md chara/human/c0401/obj/face/f0103/model/c0401f0103_fac.mdl
& Material #0 chara/human/c0401/obj/face/f0103/material/mt_c0401f0103_{ chara/human/c0401/obj/face/f0103/material/mt_c0401f0103_fac_a.mtrl

g_SamplerMask chara/human/c0401/obj/face/f0101/texture/c0401f0101_fac_mnr chara/human/c0401/obj/face/f0101/texture/c0401f0101_fac_mask.tex
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Go to the Materials tab and find the mtrl file you just added in the dropdown menu. Scroll
down Material Constants until you find g_ShaderlID, double click the 1.000 and change it to
10. Hit Enter and click Save to File.
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chara\human\c0401\obj\face\f0103\material\mt_c0401f0103_fac_a.mtrl

SavetoFile ResetChanges +/ Redraw on Save ‘

Reload live preview

Enable Transparency +" Hide Backfaces

P shader (skin.shpk)

No dev-kit file found for this material's shaders. Please install one for optimal editing experience, such as actual constant names instead of hexadecimal identifiers.
P> Textures and Samplers

¥ Material Constants
¥ Further Constants
2.000 €3 g_AlphaAperture (0xD62BF368)
0.000 € g_AlphaOffset (0xDO7ABA65)
0.500 €3 g_AlphaThreshold (9x29AC0223)
6:1.400 B @ = _piffuseColor (0x2C2A34DD)
6:0,000 €3 g_EmissiveColor (0x38A64362)
1.000 € g_GlassIOR (0x7801E004)
0.000 €3 g_IrisOptionColorRate (9x29253809)
6:1.000 B @ c_1risRingColor (x50E36D56)
0.250 €3 g_IrisRingEmissivelntensity (Ox7DABA4T1)
6:0.000 €3 g_IrisRingForceColor (0x58DEQ6E2)
0.500 €3 g_IrisThickness (@x66C93D3E)
0.700 €3 g_LipRoughnessScale (0x3632401A)
1.000 €3 g_NormalScale (@xB5545FBB)
6:0.000 €3 g_OutlineColor (0x623CC4FE)
0.000 43 g_OutlineWidth (0x8870C938)
1.000 43 g_SSAOMask (0xB7FA33E2)
10.000 € g_ShaderID h (0x59BDAGB1)
0.500 € g_ShadowAlphaThreshold (0xD925FF32)
0.000 43 ¢ ShadowPosOffset (0x5351646E)

Now go to the Textures tab and find the fac_mask.tex you imported in the dropdown menu.
Look at the table above the texture preview and where there is a 1.000 in the B row and B
column, change it to 0. This should turn the preview on the right side a bit more yellow. Hit
Enter and choose Save in Place (you may need to hold Control and Shift to enable this button)
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Input Texture +/ Redraw on Save Asls

F:\ffxivmods\Gilded\chara\human\c0401\obj\face\f0101\texture\c0401f0101_fac_mask.tex [ ] t’:’, Export as TGA Export as PNG
F:\ffxivmods\Gilded\chara\human\c0401\obj\face\f0101\texture\c0401f0101_fac_mask.tex v
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Width 256
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File Type  Bitmap

Bitmap Size 512 KB (524288 Bytes)
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File Type Tex

Bitmap Size 512 KB (524288 Bytes)
Format BC1UNorm

Mip Levels 10

Data Size 85.4 KB (87400 Bytes)
Number of Images 10

Finally, redraw your character and the neck seam should be gone!

If you have any issues, please feel free to DM me on twitter
https://x.com/leyFEXIV
or ping me in the YAB server

https://discord.ga/bnuuybooty

Save as TEX
Export as DDS

Convert to RGBA
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