import poser

MatZones = ("SkinTorso", "Nipples", "SkinNeck", "SkinHip", "SkinFeet", "SkinLeg", "Toenails", "SkinForearm", "SkinArm", "SkinHand", "Fingernails") # and so forth

curAct = poser.Scene().CurrentActor()

for thisMatZone in MatZones:

  curMat = curAct.Material(thisMatZone)

  # Get the current material

  #curMat = poser.Scene().CurrentMaterial()

  # Create a new node for the transparency map

  transnode = curMat.ShaderTree().CreateNode(poser.kNodeTypeCodeIMAGEMAP)

  transnode.InputByInternalName("Image_Source").SetString("C:\Runtime\Textures\! - - Xain\Body Hands Feet Nails\Alpha Maps\Lace\Outfit\V3 Lingerie Alpha.jpg")

  # Get the node currently plu

  # Create a new node for the blender

  blendernode = curMat.ShaderTree().CreateNode(poser.kNodeTypeCodeBLENDER)

  blendernode.InputByInternalName("Blending").SetFloat(1.0)

  # Get the current node that's plugged into the diffuse color input on the posersurface tree

  oldnode = curMat.ShaderTree().NodeByInternalName("PoserSurface").InputByInternalName("Diffuse_Color").InNode()

  # Connect the old node to Input_1 on the new blender node

  oldnode.ConnectToInput(blendernode.InputByInternalName("Input_1"))

  # Connect the new transparency node to the Blending input of the new blender node

  transnode.ConnectToInput(blendernode.InputByInternalName("Blending"))

  # Wire the blender node to the Diffuse_Color input of the PoserSurface node

  blendernode.ConnectToInput(curMat.ShaderTree().NodeByInternalName("PoserSurface").InputByInternalName("Diffuse_Color"))

#end of script

