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Karanta, Kozaburo Takahashi, Lady Littlefox, Letterworks Art Studios, MaxStudios.de, Meshbox,
MindVision-GDS, Nerd3D, Olivier Vinet, PhilC, Pixelwarrior, Rhiannon, royloo, Runtime DNA (Colm
Jackson, Eric VanDycke, Syyd Raven), Ryverthorn Creations, Shaderworks (Basil Gass) ,
Sixuslmedia, Tempesta3D, VanishingPoint (John Hoagland, Barry Gibson, Ed Wright,
Gunpoint,3D, Helgard de Barros, Al Reed,. Panos Coliopoulos), Zygote

Open source components include:

¢ Alembic http://www.alembic.io

¢ Boost C++ https://www.boost.org/

e Cycles Render Engine http://blender.org

e Disney BRDF http://www.disneyanimation.com/technology/brdf.html
e Embree https://www.embree.org/
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* Freelmage https://freeimage.sourceforge.io/

 FreeType https://www.freetype.org/

e Geometric Tools http://www.geometrictools.com

¢ HDF5 http://www.hdfgroup.org

¢ k-d tree point cloud: Henrik Wann Jensen https://pointclouds.org/documentation/
group__ kdtree.html

e libCurl http://curl.haxx.se/libcurl/

¢ libjpeg http://www.ijg.org

o libtiff http://simplesystems.org/libtiff/

e numpy http://numpy.scipy.org

¢ OpenImagelO https://sites.google.com/site/openimageio/home

¢ OpenEXR http://www.openexr.com

e OpenSSL http://www.openssl.org

e OpenSubdiv http://graphics.pixar.com/opensubdiv/docs/intro.html

e pcre http://www.pcre.org

¢ PIL http://www.pythonware.com/products/pil

e pthreads http://sourceware.org/pthreads-win32

¢ Python http://www.python.org

e SFMT http://www.math.sci.hiroshima-u.ac.jp/~m-mat@math.sci.hiroshima-u.ac.jp/MT/
SFMT/

e Skia https://skia.org

¢ Szip https://support.hdfgroup.org/doc_resource/SZIP/

e XMLRPC++ http://xmlrpcpp.sourceforge.net

e XMP https://www.adobe.com/products/xmp.html

Technology or content provided in part by

e Singular Inversions, Inc.

» Portions of the FireFly renderer and associated shading technologies ©2002 by Pixels
Digital, Inc.

e Lip Sync Technology provided by Automatic Sync Technologies (www.automaticsync.com).

e Cloth Simulation by Size8 Software, Inc.
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Trademark & Copyright Notice

Poser, Poser 12, the Poser logo, and the Bondware, Inc. Logo are trademarks and or registered
trademarks of Bondware, Inc. Poser copyright © 1991-2021 All Rights Reserved. COLLADA is a
trademark of Sony Computer Entertainment, Inc. Used by permission by Khronos. All other
product names are trademarks or registered trademarks of their respective holders.

Before using this software or reading this document, make sure you have
read, understood, and agreed to the license contained in Poser End User
License Agreement (EULA). Licensed product.
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Welcome to Poser!

Thank you for purchasing Poser®. If you've never used Poser before, welcome! Are you
upgrading from an earlier version of Poser? Welcome back!

Poser 12 introduces many new features. The most prominent is our integrations of the Cycles
render engine. We call it SuperFly. This brings not only the realism of a physics based renderer
but also the speed of GPU support. That means our new render engine can harness the power of
your nVIDIA graphics card to speed up renders.

Realism aside, we've also added powerful features for comic style renders. We've enhanced our
already powerful comic book mode with a new Geometric Edge Lines. This gives you a new level
of control over the outside “ink” lines of your image.

We've also added tools to make posing your scene easier. One of these is the Custom Parameter
Palette. This is a persistent palette where you can add parameter dials from any part of your
scene. It gives you ready access to frequently used parameters. Our new generation of figures
include fully rigged faces. The rigged faces make creating compelling expressions fast and easy.
Just point to the part of the face you want to affect and drag the face control to adjust the
expression.

Content is critical and we've gone to great lengths to make Poser content more flexible, powerful
and easy to use. We've also add several new tools to make creating content for poser easier.
There is a new tool to automatically create Adaptable Rigs, rigs that adjust their proportions to
match even the most drastic morphs. We added new rigging symmetry tools. We even included
a tool to create distributable morph injections right from the file menu.

As Poser turns 21 you'll find it has grown into an even more powerful tool. Even with all that
power it will remain familiar to past users and easy to learn for those of you stepping into the
Poser Universe for the first time. No matter what you use Poser for it is the fast, fun and easy
way to bring your art to life.

What will you create?

What's New in Poser

Poser includes the following new features:
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New Features and Improvements

Rendering

e SuperFly render engine updated to Cycles 2. Includes improved performance with
Adaptive Sampling (CPU and GPU rendering) and OptiX rendering with supported
hardware. See SuperFly Render Settings.

¢ Addition of PostFX operations on renders and animation. Operations include denoising,
exposure, and saturation. See Applying Post Effects to Renders. Renders sent to the
Queue Manager can also have PostFX applied.

¢ Auxiliary Render options are now included for SuperFly renderer. You can output Normal,
Z-Depth, or Texture Coordinates to PSD files from SuperFly. See Rendering Layered PSD
Files.

¢ New Render Presets added for CPU and GPU Adaptive Sampling. Overall changes to
defaults and presets to improve usability. See SuperFly Render Settings.

e SuperFly render settings now allow user to select multiple GPUs for hardware
render. See SuperFly Render Settings.

Materials

» Material Room Simple palette replaced with new Material Assignment palette. See Assign
View. The Advanced view has been renamed to Edit view.

e PrincipledBsdf and PrincipledHairBsdf nodes added for Cycles 2.

» The Cycles image node outputs the Alpha channel of an image. This allows you to use
PNGs with alpha channels as material masks. For an example, see the Alpha section
of Using the PrincipledBsdf Node.

e Improved Cycles Math and VectorMath nodes with some new optional inputs.

» A ball object has replaced the head object in the Material Room node previews.

Library

e Icons in library content appear in upper right corner of thumbnail to represent type of
content being used. See The Poser Library.

¢ Added ability in to search store for products/assets in Content Library. See Searching the
Library.

¢ Added Purchases Tab to Content Library to easily download/sync included content and
content purchased in store. See Purchases Tab.

¢ Added the ability to remove missing runtimes. Missing runtimes appear grayed in the
remove runtimes menu. See Removing Libraries.
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¢ Now includes scale data in Expression, hand and Poses saved to the library enabling
custom characters and expressions. See Adding Items to the Library.

» Option added to dialog to preserve existing geometry when saving a figure to library (for
content creators). See Adding Items to the Library.

Content Creation

¢ The Split Morph command now retains labels entered in the Split Morph dialog. The limits
set in the original morph are now carried over to the right and left split versions.
See Split_Morph

¢ Grouping tool allows you to undo Delete Group.

User Interface

e Poser detects Operating System language settings and launches in same language when
possible. UI language can also be selected between English, German, or Japanese in the
Interface Preferences dialog.

» Poser 12 user preferences and application data are now located in a Poser application
folder. See Poser_Default_File_Locations.

» The dot that appears beside a parameter dial that has been changed now displays in a
more easily visible color.

¢ Grouping a figure or object now displays in hierarchy choosers.

 UI dots now incorporate splitter data.

Documentation

* Documentation converted to searchable HTML, and linked in Poser Help menu.

¢ Help manuals are language-specific.

Content

e La Femme now loads in default scenes.

¢ L'Homme standalone version also provided in Poser 12 content.

Animation

» Walk Designer provides support for Poser 11 Figures. See Using the Walk Designer.

¢ Retime animation dialog now has additional radio button to retime everything in the scene.
See Retiming_Keyframes.
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Installation

e Install From Zip Archive now has the ability to browse to different path button to save the
content. See Installing Content from a Zip Archive.

« Installation only requires the main installer. No separate support files installer is needed.
See Installing Poser.

PoserPython

¢ Python, wxWidgets & wxPython updated to Python 3.7.

» Python scripts furnished with Poser have been updated to new Python version. Obsolete
scripts have been removed.

¢ PIL and Pillow have been added to Python modules.
¢ Enabled hashing of Figures and Actor objects in PoserPython.

« Fixed equals for parm objects, also made them hashable so PoserPython can compare
Parameter objects.

o wxInspect added under Scripts > Utility menu to allow wxPython widget inspection Tool to
run.

Import/Export
¢ Updates to Windows Component Libraries (latest FBX and Alembic export formats).
» Added ability to export joint center dependencies for animated centers to File > Export
> Morph injection.
Licensing
* New License Management with 21-day free trial, offline grace period, multi-seat licenses.

Analytics

» Added detailed usage analytics collection/reporting when authorized by user.
See Activating Poser.

Hardware Support

¢ Added support for NVIDIA RTX 2000 (Turing) and RTX 3000 (Ampere) GPU cards with
SuperFly.
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OS Support

* Mac support updated and modernized to support Catalina and latest XCode tools.

Miscellaneous

¢ Added ability to copy log window text with Ctrl+C (Windows) and Cmd+C (Mac).
¢ Middle button mouse zoom scroll slowed down making it smoother on Windows.

¢ New default values for Autosave: Seconds before save 10, Interval between saves 5,
Number of versions 3.

Included Documentation

Poser includes the following documentation:

¢ Poser Online Documentation: Online documentation for both the Poser Reference
Manual and the PoserPython Methods Manual can be found at http://
www.posersoftware.com/documentation/12/index.htm.

The Online Documentation can be translated to your language of choice through the use of
Google Translate. If you use the Chrome browser you can download the Google Translate for
Chrome extension here:

* Google Translate for Chrome

If you do not use Chrome, you may find similar translation extensions for your browser of
choice.

Using the Online Help

Poser's online help is clean, intuitive, and easy to use. The online help initially opens to the
Online Cover Page. The Table of Contents appears in the left pane.

Poser's Online Documentation includes the following controls:
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2 9'3'=.r Online Documentation
Q \".‘D ﬁ G 3

Shadows

% & Ground Shadows
4 Hardware Shadows.

fardware Shadows

Ql
Poser Online Documentation controls

1. Table of Contents: Click this icon to display the Table of Contents in the left pane. You
can expand or collapse the folders and topics to select the topic you want to read. Click
the topic to display it in the topic window (6).

2. Index: Click this icon to display the Index in the left pane. For further information, see
Index View.

3. Search: Click this icon to display the Search and Search Results in the left pane. For
further information, see Searching the Help below.

4. Left Pane: The left pane displays the Table of Contents, Index, or Search Results
depending on the view selected with icons described previously.

5. Breadcrumbs: Click any level in the breadcrumb trail to move through the topic
hierarchy.

6. Topic Window: The topic you select displays in the topic window.

7. Search entry: You can enter a search term in this window to display search results in the
left pane. You can also enter search terms when the Search results are displayed in the
left tab. For more information see Searching the Help below.

8. Remove Highlight: When you select a page from the search window, your search
term(s) will be displayed on the topic page highlighted in yellow. Click the
Remove Highlight button to turn the highlighting off.

9. Print: Prints the page that is currently displayed in the topic window, to your selected
print destination. Printers available on your computer will be listed in here. If you have a
"Save as PDF" printer option you can also use that to save the current page to a PDF file.

Print 2 pages

Destination B saveasPDF h
Canon G4010 series
Save as PDF

Pages See more...

Layout Portrait -

Select a printer on your system to print a topic

10. Back button: Click the Back button to navigate to the previous topic in the manual. This
button will not appear when you are on the first page of the manual.
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11. Next button: Click the Next button to navigate to the next topic in the manual. This
button will not appear when you are on the last page of the manual.

Index View

When you select the Index View (see #2 in Using the Online Help) a complete A to Z list of
index topics is displayed in the left pane. Click a topic to select the topic you want to view, as
shown on the left in the following figure. When topics appear on more than one page, the
related topics will be displayed below the selected index entry.

You can filter the index to display index entries that contain a particular word or phrase. For
example, entering the word alias will display index entries that have the letters alias, in whole or
in part. as shown on the right in the following figure.

Poser Online D¢ © PoserOnline C

= @] Q

Full index (left) and filtered index (right)

Searching the Help

You can enter a search term in any left pane view by entering your search term in the Search
field at the top of the Online Help window (see #7 in Using the Online Help, above).

You can also enter a search term when the left pane displays the Search pane (#3 in Using the
Online Help, above). The Search results will list up to 50 entries.

e Enter a single word to display topics that contain that word. Note that similar results will
also appear in the results list. For example if you enter the word parameters, the search
results will also list topics that contain the word parameter.

 Enter two or more words to display topics that contain any or all of the words listed. For
example, if you enter the words parameters palette, the search results will list topics
that contain either the word parameters (and its variations) or palette (and its
variations).

» To search for a specific phrase, enter the search term in quotes. Entering "parameters
palette” (with the quotes) will display pages that contain that specific phrase.
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Select one of the search results in the left tab to display the topic. The words entered in the
search term will be highlighted in yellow when the topic is displayed. You can turn highlighting
off with the Remove Highlight control (see #8 in Using the Online Help, above).

Poser Online Documentation “parameters palette”

rs and Properties paletfe that aloy

h between the Properfies and Parameter
nce you do fhis, clicking ine Parameters fab opens

Creating Custom Parameter
it

ure Parameters
oters palette >

Search results and selected topic.

System Requirements

System requirements for Poser installation are as follows:

Windows

e Windows 10 or later (64-bit OS required)

¢ 2 GHz Intel Core 2 or newer, Athlon 64 or newer (2.5 GHz or faster recommended)

¢ 4 GB system RAM (8 GB or more recommended)

» OpenGL enabled graphics card or chipset required for hardware accelerated preview.
¢ 24-bit color display, 1440 x 900 minimum resolution

* 3 GB free hard disk space (20 GB required to install all included content)

e DVD-ROM drive (physical product only)
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e Internet connection for updates and required online activation.

¢ CUDA and OptiX enabled device recommended for hardware accelerated final rendering (2
GB RAM minimum, Compute Capability 5.0 minimum).

¢ OptiX-accelerated raytracing requires Nvidia RTX or Turing GPU, or newer.

e ZBrush 4 or later required for GoZ interoperability. (ZBrush 2021 recommended).

Mac

e Mac OS X 10.15 or higher (64-bit OS required)

¢ 2 GHz Intel Core 2 Duo processor (64-bit CPU required)

¢ Runs on M1 (ARM) through Rosetta.

¢ 4 GB system RAM (8 GB or more recommended)

» OpenGL enabled graphics card or chipset required for hardware accelerated preview.
e 24-bit color display, 1440 x 900 minimum resolution

* 3 GB free hard disk space (20 GB required to install all included content)

e DVD-ROM drive (physical product only)

e Internet connection for updates and required online activation.

e ZBrush 4 or later required for GoZ interoperability. (ZBrush 2021 recommended)

If you close Poser down on the Mac and then reopen it soon afterward, you
may receive a message that another instance of Poser is already running or
still shutting down. This may be due to a lock file that was left after restarting.

To remove the lock file:
1. Open Finder.

2. Go to the location where you want to see any hidden folders.
3. Click the COMMAND-SHIFT-Period shortcut combination.
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Deleting a hidden lock file

When You Have Questions

As you begin using Poser for your 3D projects, you’'ll undoubtedly have questions or want to
network with other Poser artists. You're not alone! There are many resources available for Poser
artists. Here are just a few:

Need Help?

Poser includes the Help menu, which serves to answer most of your questions while using the
application:

¢ Poser Manual: Selecting Help > Poser Manual opens the Poser Reference Manual
in HTML format.

e Room Help: Selecting Help > Room Help opens an HTML help page for the room that
you are currently using.

e About Poser: Displays the Poser version and copyright information. Macintosh users
should look in the Poser Application menu, and select About Poser, to see this information.
This option will be useful if you need to obtain technical support, since the Technical
Support representative will need to know this information.
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Poser Software Resources

¢ Renderosity: http://www.renderosity.com Marketplace, forums, freestuff, galleries and
other valuable online resources.

Bondware, Inc. does not regulate content on third-party forums and their
listing and order of appearance in this manual is not an endorsement.

Other Important Resources

Visit the following sites to learn about some of the applications and technology supported by
Poser:

¢ Python resources: The following is a small sample of the ever-growing body of online
and hardcopy information concerning the Python scripting language:

¢ The basic Python interpreter (which allows you to write your own Python scripts for
any desired purpose) as well as many in-depth documents and links to other online
resources is available for free download at http://www.python.org.

* You can find additional online resources on wxPython at http://www.wxpython.org.

e Learning Python, 3rd Edition by Mark Lutz; O'Reilly & Associates; ISBN #
0-596-51398-4

e wxPython in Action by Noel Rappin and Robin Dunn; Manning Publications; ISBN
# 1-932-39462-1

About Your Reference Manual

Bondware, Inc. strives to provide documentation that is complete, accurate, informative, and
friendly. Your feedback is always welcome. Please e-mail your comments to:
support@posersoftware.com.

The Poser Reference Manual is for both Macintosh and Windows. By convention, Macintosh
commands precede Windows commands in the text. The Poser interface for Macintosh and
Windows platforms is identical, unless otherwise specified.

For clarity, this manual uses several notational conventions to present information of special
importance. Lists of items, points to consider, or procedures that do not need to be performed in
a specific order appear in bullet format:

o Jtem 1

o Item 2
Procedures that must be followed in a specific order appear in humbered steps:

1. Perform this step first
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2. Perform this step second

Specific keyboard keys are depicted in square brackets and are capitalized. For example: [ESC].
If more than one key should be pressed simultaneously, the notation appears as [KEY1]+
[KEY2], for example [ALT]+[F4]. When a modifier key differs between the Macintosh and
Windows platform, the Macintosh modifier is listed first followed by a slash and the Windows
modifier key. For example, [COMMAND]/[CTRL]+[I] is equivalent to the Macintosh
[COMMAND]+[I] and the Windows [CTRL]+[I].

Screen prompts, menu and window names, fields, buttons, boxes, etc. appear in bold type.
Where you need to access a palette, command, or submenu, the syntax is Menu > Submenu.
For example File > Save As means you should open the File pull-down menu and then select
Save As to open the Save As dialog box.

Program and script code appears in standard Courier font, for example:

cd\letters\business\legal [ENTER]

Notes detail tips, tricks, and other important information.

Warnings alert you to potentially harmful consequences such as data loss.
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Installing Poser

Before installing Poser, please take a moment to read, understand, and agree to the Poser End
User License Agreement (EULA). If you do not agree with the terms of the EULA, please return
your entire Poser package including the unopened DVD holder to Bondware, Inc. or your place
of purchase. Once you have read and accepted the EULA, you may proceed with installing Poser
on your system.

The Poser Software online store will accept the return of either physical or
electronically downloaded products purchased directly from
PoserSoftware.com within 30 days of the date of purchase. Products
purchased in retail stores must be returned to the place of purchase and meet
their specific return policy terms. Bondware, Inc. reserves the right to change
this policy at any time.

Poser End User License Agreement (EULA)

This End User License Agreement ("EULA") is between you (both the individual installing the
Program and any single legal entity on behalf of which such individual is acting) (“you” or
“your”) and Bondware, Inc., and/or its subsidiaries (“Company”).

PLEASE READ THIS EULA CAREFULLY BEFORE USING THE SOFTWARE. BY CLICKING THE “I
ACCEPT” BUTTON WHEN INSTALLING THE PROGRAM, YOU ARE AGREEING TO BE BOUND BY
THE TERMS OF THIS EULA. IF YOU DO NOT AGREE TO THE TERMS OF THIS EULA, CLICK ON
THE “I DO NOT ACCEPT” BUTTON. IF YOU DO NOT ACCEPT THIS EULA, YOU MAY NOT USE OR
ACCESS THE SOFTWARE. USING OR ACCESSING ANY PART OF THE SOFTWARE INDICATES
THAT YOU ACCEPT THESE TERMS.

DEFINITIONS

» “Content” means animations, characters, clothing, faces, hair, geometries, images,
materials, meshes, morphs, motion files, props, PoserPython scripts, textures, bump
maps, transparencies, and similar files and data created with the intent of being used
within the Program and/or third party applications.

¢ "Documentation” means any written material in any form for installation and use of the
Program provided by authorized agents or representatives of the Company.

» “Legitimate Uses” means (a) creating morph targets based on the Restricted Content,
provided that any distribution of the morph targets will not include the original mesh
connectivity information (for example, distribution in the form of data utilized with morph
moving utilities or in a .CR2 file that references the original geometry, but no inclusion of
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(EULA)
the complete mesh); (b) creating texture templates derived from the Restricted Content to
create new maps for either Restricted Content or Other Content; (c) creating tutorials,
books, or other educational materials using images of the Program interface or Content for
sale, distribution, public display, or public performance, provided such materials are
intended to educate users as to use of the Program; (d) creating original Content for sale,
distribution, public display, or public performance; (e) creating materials (e.g., shader
trees) for use with either Restricted Content or Other Content; (f) creating characters or
props based on Restricted Content in Proprietary File Formats, where the original (or
modified) geometry, texture, or other Restricted Content files are not distributed with such
characters or props; (g) creating characters or props based on Restricted Content in
Program Export File Formats for inclusion in game engines and in compliance with the
Program Content License below, where the original (or modified) geometry, texture, or
other Restricted Content files are distributed with such characters or props; or (h) creating
PoserPython scripts.

Poser Reference Manual

¢ "Other Content” means Content that is not Restricted Content, Unrestricted Content or a
Vendor Resource. Other Content may be subject to license terms imposed by the Other
Content’s original creator.

¢ "Program” means the Company computer software and associated files in Proprietary File
Formats delivered via the accompanying physical media or electronic media.

¢ “Proprietary File Formats” means any of Company’s proprietary compressed and
uncompressed formats and/or future proprietary file formats, including files with the
following extensions: CM2, CR2, FC2, HD2, HR2, LT2, MC6, MT5, PP2, PZ2, PZ3.

e "Restricted Content” means all Content included with or part of the Program that is not
Unrestricted Content or a Vendor Resource, including without limitation mesh objects
(geometry) in any format, files in Proprietary File Formats, images, materials, texture,
transparency maps, Documentation, and Company’s proprietary data.

e “Unrestricted Content” means Content included with or part of the Program that is
specifically identified in the Documentation or listed in this EULA as Unrestricted Content.
The following figure geometries and their associated textures are Unrestricted Content:
low res male, low res female, medium res male, medium res female.

¢ “Vendor Resource” means content that is included with or part of the Program that is
specifically identified in the Documentation or listed in this EULA as a Vendor Resource.
The following figures, their figure geometries and their associated textures are Vendor
Resources:

e Pauline, Pauline Casual
¢ Paul, Paul Casual
e La Femme Base (not Pro version)

e L'Homme Base (not Pro version)

THIRD-PARTY TECHNOLOGY AND CONTENT

Portions of the Program and Other Content contain technology and/or other components
licensed by the Company from the following third parties: Pixels Digital, Inc., Singular Inversions,
Inc., Size8 Software, Inc., and Automatic Sync Technologies LLC, each of whom retain the
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ownership, copyrights, trademarks, and patents to their respective contributions to the Program.

Open source components include: Alembic http://www.alembic.io, Boost C++ https://

www.boost.org/, Bullet Physics http://bulletphysics.org, Cycles Render Engine http://

www.blender.org, Disney BRDF http://www.disneyanimation.com/technology/brdf.html, Embree

https://www.embree.org/, Freelmage https://freeimage.sourceforge.io/, FreeType https://

www.freetype.org/, Geometric Tools http://www.geometrictools.com, HDF5 http://

www.hdfgroup.org, k-d tree point cloud: Henrik Wann Jensen https://pointclouds.org/

documentation/group__kdtree.html, libCurl http://curl.haxx.se/libcurl/, libjpeg http://

www.ijg.org, libtiff http://www.libtiff.org, numpy http://www.numpy.org, OpenImagelO https://

sites.google.com/site/openimageio/home, OpenEXR http://www.openexr.com, OpenSSL http://

www.openssl.org, OpenSubdiv http://graphics.pixar.com/opensubdiv/docs/intro.html, pcre

http://www.pcre.org, PIL http://www.pythonware.com/products/pil, pthreads http://

sourceware.org/pthreads-win32, Python http://www.python.org, SFMT http://

www.math.sci.hiroshima-u.ac.jp/~m-mat@math.sci.hiroshima-u.ac.jp/MT/SFMT/, Skia https://

skia.org, Szip https://support.hdfgroup.org/doc_resource/SZIP/, XMLRPC++ http://

xmlrpcpp.sourceforge.net, XMP https://www.adobe.com/products/xmp.html Other Content that

is subject to third-party rights included with Program and Documentation is copyrighted and

owned by the original Content creators.

Poser Reference Manual

GENERAL

You agree to use the Program, Documentation and Content only for lawful purposes. Any use of
the Program, Documentation or Content other than as granted in this EULA must be approved by
the Company'’s prior written consent. The Company maintains an ongoing EULA enforcement
program. Violation of any provision in this EULA automatically terminates this EULA. The
Company reserves all other rights that it may have for violation of this EULA.

PROGRAM LICENSE

Subject to the terms and conditions of this EULA and your payment of the license fee, the
Company grants you a limited, personal, nontransferable and nonexclusive license (without the
right to sublicense): (i) to use a single copy of the Program (except as expressly permitted in the
Documentation) solely for your own internal business operations on a single computer as set
forth in Section K below for production operation or, on a temporary basis, on a backup system if
such equipment is inoperative, consistent with the limitations specified or referenced in this
EULA and the Documentation; (ii) to use the Documentation provided with the Program in
support of your authorized use of the Program; and (iii) to copy the Program to make one (1)
archival copy of the Program for your personal archival or backup purposes, and to make a
sufficient number of copies for Legitimate Uses or the intended use described in the
Documentation, provided that all titles and trademark, copyright and restricted rights notices are
reproduced on all such copies. Any other uses of the Program, including without limitation the
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Program interface, other than those granted in this EULA must be approved by the Company’s

prior written consent.
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You will not use, copy, modify, derive, or transfer the Program or Documentation, or any copy,
modification, derivation, or merged portion thereof, in whole or in part via any means or for any
purpose whatsoever except as expressly permitted in this EULA or the Documentation. You will
not relicense, sublicense, rent, lease, or lend the Program for third-party training, commercial
time-sharing or service bureau use. You will not, and will not permit any third party to, reverse
engineer, decompile, debug, disassemble, circumvent the security features of, or interfere with
the normal functionality and operation of the Program for any reason whatsoever without the
express prior written consent of the Company or except to the extent expressly permitted by
applicable law. If the Program is an upgrade to a previous version of the Program, you must
possess and maintain a valid license to such previous version in order to use the upgrade.

You expressly acknowledge that the Company has a valuable proprietary interest in both the
Program and the Documentation. All title, ownership, interest and rights in and to the patent,
copyright, trademark, trade secret and any other intellectual property rights in the Program (and
any derivative works thereof) and the Documentation (and any derivative works thereof), not
expressly granted to you by this EULA remain with the Company. You do not acquire any other
rights, express or implied, in the Program (and any derivative works thereof) and the
Documentation (and any derivative works thereof) other than those rights expressly granted
under this EULA. Without limiting the generality of the foregoing, the Company retains all title,
ownership, interest and rights in and to the patent, copyright, trademark, trade secret and any
other intellectual property rights in the copy of the Program contained on your archival media,
and all of the terms of this EULA apply to such archival copy as if it were the original Company-
produced copy of the Program that was furnished to you when you paid the licensing fee.

Except as otherwise expressly permitted in the Documentation, you will only use the Program on
a single computer, meaning that you must treat the Program “like a book.” “Like a book” means
that the Program may be used by any number of people and may be installed and activated on
up to three (3) computers so long as no possibility exists of the Program being used at more
than one (1) computer at any given time. More than one person at a time cannot read the same
copy of a book, and this restriction applies to the Program. The Company is pleased to offer site
licenses for multiple simultaneous users. Please contact the Company at the address below for
details.

You, your employees, and/or authorized agents must protect the Program’s confidentiality and
act to enforce your obligations under this EULA. You cannot distribute or otherwise make the
Program or Documentation available to any third party via any means whatsoever, public or
private, for any purpose, commercial or not, unless explicitly allowed by this EULA.

You assume full responsibility for your selection of the Program to achieve your intended results
and for the installation, use, and results you obtain from the Program. Company has no
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obligation to provide support, maintenance, upgrades, modifications or new releases under this

EULA.
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COLLECTION AND USE OF YOUR INFORMATION

Activation of the Software is REQUIRED in order to use the Software. Additionally, periodic
reactivation of the Software may occur. You must have a valid serial number in order to complete
the activation process of the Software. Upon your first installation of the Software, you will be
prompted to activate the Software, and the Software will attempt to automatically connect to the
Internet. Please be sure you have an Internet connection when initially installing the Software in
order to activate the Software. The Software includes instructions regarding activation if you are
not connected to (or unable to connect to) the Internet when attempting to complete the
activation process of the Software. To complete the initial activation process, you will need to
provide your name, valid e-mail address and applicable valid serial number for activating the
Software.

As part of the initial activation process you will have the option to “opt-in” to receive product
announcements and offers from Bondware, Inc. In addition, as part of the initial activation
process, you will have the option to “opt-in” to participate in Bondware, Inc.'s efforts to improve
the usability, experience, functionality and performance of its products and services. Your
participation to allow Bondware, Inc. to collect such usage statistics is voluntary. And, you may
“opt out” at any time. If you choose to participate, Bondware, Inc. may collect and use certain
information related to the Software and your use of the Software that include information about:
(i) your computer, such as Operation System, screen resolution, RAM capacity, CPU frequency,
number of monitors; (ii) data about the Software, such as abnormal terminations, number of
runs, program version; and (iii) information about separate feature usage, such as menu options
or buttons selected. The information described in (i) — (iii) above will be combined and utilized in
an anonymous manner to help Bondware Inc.’s efforts as noted above. If you are not
comfortable sharing the foregoing described information, please choose not to participate.

Bondware, Inc. is very concerned with the privacy and security of the information end users
provide as part of the registration, activation and opt-in processes described above. Any
information collected described above is done and utilized in accordance with Bondware, Inc.'s
Privacy Policy. Your election to use the Software indicates your acceptance of the terms of the
Bondware, Inc. Privacy Policy, so please review the policy carefully and check our website at the
following URL to review updates: https://www.posersoftware.com/downloads. Further, if you are
located in the European Economic Area (EEA), your use of the Software constitutes consent by
you to Bondware Inc’s and/or its affiliates to the transfer of such information to a location
outside the EEA:
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CONTENT LICENSE

Subject to the terms and conditions of this EULA and your payment of the license fee, Company
grants you a limited, personal, nontransferable and nonexclusive license (without the right to
sublicense):

a. To reproduce, prepare derivative works based upon, distribute, publicly display, and publicly
perform the Unrestricted Content for any lawful purpose other than to create a product which is
intended to compete with the Program or to create new content which is intended to compete
with the Restricted Content.

b. To prepare derivative works based upon the Restricted Content solely for Legitimate Uses and
lawful uses.

c. To reproduce, prepare derivative works based upon, distribute, publicly display, and publicly
perform content you create using Restricted Content, provided that such use of Restricted
Content shall be solely Legitimate Uses and lawful uses.

Notwithstanding the foregoing, nothing shall limit the Company’s right to independently create,
develop, own, market, distribute, license, sublicense, import, export, sell, or otherwise exploit
any content or materials similar to any derivative works based upon the Content.

You will use the Other Content in accordance with all applicable license terms imposed by the
content’s original creator.

Vendor Resources may be used to create derivative works based on the Figure files, geometry or
texture maps. In addition to the rights granted for Restricted Content you may use Vendor
Resources for the following:

a. Create and distribute derivative figures and figure clothing based on the geometry and
character files.

b. Create and distribute textures maps based on the figure’s texture maps.

c. Create modified of improved character files for the figures.

d. Export the modified or derivative figures for inclusion in game engines.

You may not:

a. Distribute the unmodified character files, geometry or textures.

b. Repackage the unmodified Vendor Resources for use in software other than the Program.

Derivative works created with Vendor Resources become the property of the author. Ownership
of the actual Vendor Resource remains with the Company.
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You will not use, copy, modify, derive, distribute, transfer or sublicense the Restricted Content,
the Unrestricted Content, Vendor Resources, or the Other Content or any copy, modification,
derivation, or portion thereof, in whole or in part via any means or for any purpose whatsoever

except as expressly permitted in this EULA or the Documentation.

You expressly acknowledge that the Company has a valuable proprietary interest in the
Restricted Content, Vendor Resources and the Unrestricted Content. All title, ownership, interest
and rights in and to the patent, copyright, trademark, trade secret and any other intellectual
property rights in the Restricted Content, Vendor Resources and the Unrestricted Content not
expressly granted to you by this EULA remain with the Company. You do not acquire any other
rights, express or implied, in the Company-created Restricted Content (and any derivative works
thereof) other than those rights expressly granted under this EULA.

Except as otherwise expressly permitted in the Documentation or unless otherwise provided for
herein, you will only use the Content on a single computer, meaning that you must treat the
Content “like a book.” The Company is pleased to offer site licenses for multiple simultaneous
users. Please contact the Company at the address below for details.

TERM

This EULA remains in full force and effect until terminated. You may terminate it at any time by
returning or destroying both the Program and the Documentation, together with all copies,
modifications, and merged portions of the Product and the Documentation in any form. The
Company is in no way obliged to issue refunds. Company may terminate this EULA at any time
upon your breach of any of the provisions hereof.

Upon termination, you will immediately cease all use of the Program, return or destroy both the
Program and the Documentation to the Company, together with all copies, modifications, and
merged portions of the Product and the Documentation in any form, and so certify to vendor.
Termination of this EULA for any reason in no way limits the Company’s right to continue
enforcing all rights provided by law and does not entitle you to a refund of your license fee
except as provided herein. All provisions of this EULA that protect the Company’s proprietary
rights continue in full force and effect after termination.

LIMITED WARRANTY

The Company provides the Program and the Documentation AS IS with no warranty. The
Company makes no representations or warranties, either express or implied, of any kind with
respect to the Program and the Documentation. To the fullest extent permissible under
applicable law, Company expressly disclaims all warranties of any kind, either express or implied,
with respect to the Program or the Documentation, including warranties of merchantability,
fitness for a particular purpose, satisfactory quality, and non-infringement. The Company does
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not warrant that the Program’s functionality will meet your requirements or that the Program

operation will be uninterrupted or error-free. No distributor, dealer, or any other entity or person

is authorized to expand or alter either this warranty or this EULA, and the Company will not be

bound by any such representation in any way. You assume the entire risk of the Program’s and

the Documentation’s quality and performance. Should the Program prove defective, you assume

the entire cost of all necessary servicing repair or correction.

LIMITATION OF LIABILITY

In no event will the Company be liable to you for any indirect, incidental, consequential, special,
or punitive damages, including damages for any lost profits, arising out of your use or inability to
use the Program and the Documentation, even if the Company has been advised of the
possibility of such damages or for any claim by any other party. Some states and countries do
not allow the limitation or exclusion of liability for certain damages, so the above limitation or
exclusion may not apply to you. In no event will the Company’s liability to you or any other
person for damages hereunder exceed the amount of the license fee paid by you to use the
Program regardless of the form of the claim. The parties acknowledge that this limitation of
liability is an essential element of the bargain between the parties, without which Company
would not have entered into this EULA. Company’s pricing reflects this allocation of risk and the
limitation of liability specified herein.

INDEMNIFICATION

You will indemnify and hold harmless, and at Company’s request defend, Company and its
affiliates, successors and assigns from and against any and all claims, losses, liabilities,
damages, settlements, expenses and costs (including, without limitation, attorneys’ fees and
court costs) which arise out of or relate to any third party claim or threat thereof that your use
of the Program, Documentation or Content is unlawful or not otherwise permitted by this EULA.
Company reserves the right, at its own expense, to assume the exclusive defense and control of
any matter otherwise subject to indemnification hereunder.

EXPORT LAW ASSURANCES

Export of this Program and Documentation is governed by the laws and regulations of the United
States and import laws and regulations of certain other countries. You will comply with all such
laws and regulations. Export of this Program and Documentation to any entity on the Denied
Parties List and other lists promulgated by various agencies of the United States Federal
Government is strictly prohibited.
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U.S. GOVERNMENT RESTRICTED RIGHTS

The Program and Documentation is provided with RESTRICTED RIGHTS. Any use, modification,
reproduction, release, performance, display or disclosure by the U.S. Government or any of its
agencies shall be governed solely by the terms of this EULA and shall be prohibited except to the
extent expressly permitted by the terms of this EULA. The Software and Documentation are
deemed to be “commercial computer software” and “commercial computer software
documentation”, respectively, pursuant to DFAR Section 227.7202 and FAR 12.212(b), as
applicable. Any technical data provided that is not covered by the above provisions is deemed to
be “technical data-commercial items” pursuant to DFAR Section 227.7015(a). Any use,
modification, reproduction, release, performance, display or disclosure of such technical data
shall be governed by the terms of DFAR Section 227.7015(b).

MISCELLANEOUS

This EULA shall be governed by the laws of the State of Tennessee, without giving effect to any
choice of law rules. This EULA will not be governed by the United Nations Convention on
Contracts for the International Sales of Goods, the application of which is expressly excluded.
Exclusive jurisdiction over and venue of any suit arising out of or relating to this EULA will be in
the state and federal courts of Rutherford County, Tennessee. If for any reason a court of
competent jurisdiction finds any provision, or portion thereof, to be unenforceable, the
remainder of this License shall continue in full force and effect. The waiver by either party of any
default or breach of this EULA will not constitute a waiver of any other or subsequent default or
breach. You may not assign, sell, transfer, delegate or otherwise dispose of, whether voluntarily
or involuntarily, by operation of law or otherwise, this EULA or any rights or obligations under
this EULA without the prior written consent of the Company. Any purported assignment, transfer
or delegation by you will be null and void. This EULA constitutes the entire agreement between
the parties and supersedes all prior or contemporaneous agreements or representations, written
or oral, concerning the subject matter of this EULA. This EULA may not be modified or amended
except in a writing signed by a duly authorized representative of each party.

CONTACT INFORMATION

If you have questions concerning this EULA or need to contact Customer Service, please contact
Company at this address:

Bondware, Inc., 239 John Rice Blvd, Suite F, Murfreesboro, TN 37129.
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TRADEMARK AND COPYRIGHT NOTICE

Poser, Poser 12, the Poser logo, and the Bondware, Inc. Logo are trademarks and or registered
trademarks of Bondware, Inc. Poser copyright © 1991-2020 All Rights Reserved. All other
product names are trademarks or registered trademarks of their respective holders. Licensed
product.

This EULA does not grant you the right to use, and you shall not use, the copyrighted materials
or trademarks of Company or its affiliates in any advertising, publicity or promotion, or to
express or imply any endorsement of such party. Without limiting the generality of the foregoing,
you may not express or imply any endorsement by the Company or its affiliates of any tutorials,
books, or other educational materials you create using images of the Program interface or
Content.

BY CLICKING ON THE “I ACCEPT” BUTTON WHEN INSTALLING THE PROGRAM, YOU
ACKNOWLEDGE THAT (1) YOU HAVE READ AND REVIEWED THIS AGREEMENT IN ITS
ENTIRETY, (2) YOU AGREE TO BE BOUND BY THIS AGREEMENT, (3) THE INDIVIDUAL SO
CLICKING HAS THE POWER, AUTHORITY AND LEGAL RIGHT TO ENTER INTO THIS AGREEMENT
ON BEHALF OF YOU AND, (4) BY SO CLICKING, THIS AGREEMENT CONSTITUTES BINDING AND
ENFORCEABLE OBLIGATIONS OF YOU.

Version: 20160114

Contacting Customer Service and Technical Support

For Customer Service questions or problems (returns, warranty), please visit https://
support.posersoftware.com

For technical support, please refer to Technical Support.

Installing Poser

You can find the most recent Poser 12 installers online at https.//
www.posersoftware.com/downloads. Windows and Mac installers are
available.

Poser comes with several gigabytes of content that you will need to download
and install separately You will need to enter your Poser 12 serial number to
download the included content. You can also download and install the
included content from the Poser library.
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Installing Poser is a straightforward process. Before running the installer, be sure to save any
work in progress and close all running applications, including virus-checking utilities and other
“background” software. Having this “clean” environment will help the installation process
proceed smoothly and will prevent any loss of data in the highly unlikely event of a problem. To
install Poser, complete the following steps:

Poser Installation (Windows)

1. Click on the Poser installer (Install Poser 12.exe) to start the Installer.

2. Setup displays a screen that prompts you to select the language for installation. After
choosing the language, click OK to continue.

3. If a previous installation is detected you will be prompted to uninstall it before continuing.
Choose Yes (recommended) to continue with uninstalling (you will be asked to confirm
again, by choosing Yes).

If Poser is running while you attempt to run setup, the installer will prompt
you to shut Poser down before you uninstall it.

4. After the previous version is uninstalled choose OK to continue with installation.

5. The Poser End User License Agreement (EULA) appears. Select I accept the agreement
and click Next.

6. The Information screen appears. Review the Readme file. This file contains information
that was too recent to be included in this manual. Please take a moment to read this file,
as the changes outlined therein may affect how you install and/or use Poser. When you
have finished reading the Readme file, click Next to proceed with the installation.

7. The Select Destination Location screen appears. Use this screen to select the installation
path for the Poser executable. Select the destination location where you want to install
Poser. You can use the default location or click the Browse button to specify another
location, click Next to continue.
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If Poser 12 has previously been installed on your computer, setup will notify
you that the default destination folder already exists on your computer.
Answer Yes to install to that location anyway.

(X Setup - Poser 12 version 12.0 - X

Select Destination Location
Where should Poser 12 be installed?

Setup will install Poser 12 into the following folder.

To continue, click Next. If you would like to select a different folder, click Browse.

|C:\Program Files\Poser Software\Poser 12| Browse...

< Back Next > Cancel

Choosing an installation location.

8. The Select Components screen appears. Choose the desired installation options from the
drop-down menu:

e Full Installation: Most users choose the Full Installation option. This option
performs the complete installation of Poser including all core content. The Queue
Manager will also be installed.

e Queue Manager Only: Installs the Poser Queue Manager. Use this option for
installing additional network rendering nodes. For more information see

9. Click Next to continue to the Select Content Location screen. Select the location for the
Poser content Runtime directory. Based on the descriptions below, select the location that
works best for you and click Next.

e Shared Documents Directory: This is the default installation option. Files can be
shared—useful in multi-user environment or when UAC is enabled on Windows Vista
or later.

e Other Location: Specify the directory of your choice. This option is desirable if you
want to install the Poser content to a different hard drive or folder name.

10. If you selected Other Location in the previous step, the Select Custom Content
Location screen appears. Use this screen to choose the installation folder for your Poser
content.
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11

12.

13.

14.

By default for Window 7 and later, setup installs the content folder beneath
the Users > Public > Documents folder on the C: drive; however, you can
browse to or enter the folder or hard drive of your choice. Click Next after you
make your choice.

. The Select Start Menu Folder screen will appear. You can use the default location or

click the Browse button to specify another location. When you are finished, click Next.

Select Additional Tasks screen will appear. Options here allow you to remove, backup
or reuse existing preference files that store information such as library runtimes, interface
layouts, and other preferences. You can also enable the check boxes to create desktop
icons for Poser and the Queue Manager. Click Next after you make your choices

Review your choices in the Ready to Install screen. Finally, click Install to install the Poser
application. When they are finished installing, click Finished.

The final screen provides options to visit the Poser website and/or to launch Poser. After
you make your selection, click Finish to exit the installer.

Some features of Poser, such as the Library and rendering in a separate
process, require that you allow local network communication to operate. The
features will not work if a personal firewall prevents local network
communication.

Poser Installation (Mac)

It is recommended that you install Poser on a hard drive that is formatted
with HFS+ Journaled formatting. Extended Journaled formatting can be used
as long as you do not make it case-sensitive.

. Double-click on the Install icon.
. The Introduction screen appears. Click Continue.

. The Poser End User License Agreement (EULA) appears. Click Continue and then Read

License to read the license. Click Agree to continue the installation.

. The Installation Type screen appears. Click Continue.

. Setup informs you how much space will be used by the installation, including the content

you selected. Click Install to continue.

. The Authentication window appears, and you will be asked to enter your user account

password, or an account name and password with Administrator privileges, in order to
proceed with the installation. After entering the information, click Install Software to
continue.

7. When the installation is complete, click Close.
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8. The final screen asks if you would like to move the Poser 12 installer to the trash. Click
Keep to keep the installer, or Move to Trash to delete it.

Activating Poser

After installing Poser you will need to activate within Poser’s seven day grace period. If you do
not activate Poser during the seven day grace period, Poser will not start until activated. You will
need to reactivate in order to use the product.

If you have not activated within the seven day grace period, Poser will display a dialog that
allows you to Quit (which exits the activation process), Activate Later (which allows you to run
Poser if you are still in the grace period), or to Activate (which allows you to complete Automatic
as described below).

If you try to run Poser after the seven day grace period has expired without
activation, the application will not run. You will need to enter your serial
number again when prompted to activate the application.
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Automatic Activation and Registration

If your computer has an Internet connection, Poser can be activated and registered as follows.

Not required

v

Product Registration Screen.

1. Enter your Full Name, Poser Serial Number, Previous Serial Number (if upgrading),
and Email address in the fields provided.

2. After you fill in other optional information, click the OK button to open your activated copy
of Poser.

Checking the Allow this application to send analytics information to
Bondware, Inc. option will help Technical Support should you require
assistance.

If you need to activate Poser after installation, choose Help > Registration
to bring up the Product Registration screen. Enter your Poser serial number
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and other information as previously described. You will be prompted to restart
the application and activate your Poser serial number.

3. Check the following options as desired:

¢ I would like to receive periodic communications from Bondware: Check this
option to receive information about updates and other news about Poser.

¢ Allow this application to send analytics information to Bondware: Check
this option to allow analytics information to be sent to Bondware. Information
includes hardware information and can be useful when trying to diagnose a problem
with technical support. Uncheck this option to prevent analytics information from
being sent.

Registering Poser

After installation, you can choose to register your copy of Poser via the Web. Registering Poser
with Bondware, Inc. is required in order to receive technical support, free product updates and
other benefits.

1. If you wish to register your copy of Poser, simply check the box on the authentication
window that appears upon your initial launch of Poser, and Poser will automatically register
your product for you with Bondware, Inc. If you use this method, this is the only action
necessary on your part; the rest will be taken care of automatically.

An internet connection is required for trial, registration and license check.

2. Select the version of Poser that you wish to register from the drop-down list, and click the
Next button to continue.

3. Enter your user information in the form that appears in your browser. Fields marked in red
are required for you to register your copy of Poser. Enter your information, then click
Register to complete your registration.

4. If one or more fields are missing information, a message will display specifying the
incomplete fields. You will be asked to add the necessary information and resubmit your
user information. Once your registration is successful, a summary screen will appear.
Thank you for using Poser by Bondware, Inc.

Upgrading From an Earlier Version of Poser

When upgrading from an earlier Poser version, be sure to install Poser in a separate, empty
folder, so as not to interfere with existing Poser installations. Additionally, if you have large
amounts of content from your previous versions of Poser, the ideal way to add this content to
your Poser installation is with the Add Runtime feature. (See Accessing Different Content
Libraries for more information about the Add Runtime feature.) We do not recommend
attempting to copy over or reinstall your content in other ways, as we cannot guarantee that the
content will be properly transferred to Poser.
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Updating Poser

Bondware, Inc. is committed to supporting all of our products by releasing frequent updates that
address issues present in earlier versions and/ or enhance the product’s usability or functionality.
Please visit https://www.posersoftware.com/downloads to download the latest updates.
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Setting Up the Poser Workspace

This chapter discusses the ways in which you can customize Poser to suit your individual needs.
Your preference settings will be stored on your system in the home directory for your user name.
This allows different users on the same system to set up their own individual preference
settings. For specific information on the location of the preference files on your system, please
see Poser Default File Locations.

Setting Application Preferences

Poser's General Preferences dialog allows you to control certain global Poser settings. Open
this dialog by selecting Edit > General Preferences. The General Preferences dialog
appears.

Click the OK button when finished to save your preferences and close the dialog. The following
topics describe the available preferences.

Document Preferences

The Document Preferences tab contains settings specific to the Document. The Document
Preference options are as follows:

General Preferences

Document Preferences.

e Launch Behavior: The Launch Behavior options allow you to specify whether Poser will
open using your own custom scene, or to the default startup scene shipped with Poser. If
you customize the Document by changing the character or props that load when you
start Poser, selecting the Launch to preferred scene radio button after you have
adjusted the Document will save these changes when you exit and re-launch Poser. If
you want your Document to revert to its default (as installed) location and size whenever
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you launch Poser, select the Launch to factory scene button. Please refer to The
Document Window for more information about the Document.

¢ Set Preferred Scene: Click this button after you arrange your document window the way
you like. This will save it as the preferred startup scene.

¢ Undo/Redo: The Undo/Redo options allow you to specify the maximum number of levels
for the Undo/Redo cache. You can reduce the level to conserve memory. Clicking the
Clear cache now... button will clear the Undo/Redo cache.

e Smoothing: The Default Crease Angle setting allows you to specify the default Crease
Angle to be used in polygon smoothing calculations. Please refer to Smoothing Geometry
for more information on the Crease Angle setting.

e Multithreaded Bending: When checked, uses all CPU cores to accelerate bending.

e Auto-save: Options in this section enable or disable the auto-save feature, and specify
intervals and other settings.

e Enable: Check this option to enable auto-saving of your project.

e Seconds before saving: Enter the number of seconds of idle time before a file is
automatically saved.

e Auto-save interval (minutes): Enter the number of minutes in the field provided.
For example, if you enter 10, your project will be auto-saved every ten minutes.

e Number of versions: Enter the number of saved versions of your project that you
want to keep.

Auto-save also works with the File > Open and File > Revert commands.
When you choose File > Open, Poser will offer to open an auto-saved
version of a file when it is newer than the project file you are trying to open.
If you choose File > Revert, Poser allows you to revert to the last version of
the file that you saved, or to any auto-saved versions.

Auto-Save will be suspended while you are working in the Setup Room, and
will resume when you return to the Pose Room.

Interface Preferences

The Interface Preferences tab contains application-level settings for Poser’s general user
interface. The Interface Preference options are as follows:

Page 44



Poser Reference Manual Interface Preferences

General Preferences

Edit Shortcuts...

Cancel

Interface Preferences.

e Launch Behavior: If you customize the Poser interface by adding, removing, rotating,
resizing, and/or hiding different elements, or by creating your own palette arrangements
in any of the Poser rooms, selecting the Launch to previous state radio button after
making your changes will save the changes when you exit and re-launch Poser. If you
want your Poser interface to revert to its default (as installed) location and size whenever
you launch Poser, select the Launch to factory state button.

e Mouse Input: The Tablet Mode option decreases the sampling rate for greater accuracy
when using a graphics tablet as the input device. If your button has a scroll wheel, you
can check the Scroll to Zoom option to zoom in and out of your scene. Uncheck the
option to disable this feature.

If you wish to operate Poser with a graphic tablet, please make sure to
activate Tablet Mode in Edit -> General Preferences -> Interface ->
Mouse Input.

e Object Popup Menu: When you use the Object Popup menu to select an actor in your
scene, the menu arranges them in a series of submenus. The value entered in the
Hierarchical Threshold field determines the maximum number of actors that are
allowed to appear in @ menu item before they appear in a branch beneath the previous
level. Lower values increase the number of submenus. If you want all items to appear in a
single level in the hierarchy, enter a higher value such as 200.
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Preview Render Untitled

T Body

Main Camera Body Parts Hip
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Neck
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Right Collar
Right Shoulder
Right Shoulder Parts 3
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Left Shoulder
Left Shoulder Parts b
Right Thigh
Right Shin
Left Thigh
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Right Toe
Left Foot
Left Toe

Cameras

3
Props 3
3
>

Lights

Object Popup menu hierarchy.
¢ UI Scale:

o Interface Scale Factor: Allows you to set interface scaling values for high
resolution displays, such as Mac Retina displays. UI scaling is also helpful for those
who require larger font sizes. The default is 1.00 for normal resolution displays. Be
careful not to use values that are excessively large or small. The changes will not
take effect until you restart Poser.

e Language: Use the dropdown list to choose between English, German, or Japanese.

» Display, Color Blind Accessible: Check this option to use an interface that is designed
for those who are color-blind.

¢ Display Units: Poser allows you to work with real-world units, enhancing your ability to
make accurate recreations. Use the Display units pull-down menu to make your
selection. The available choices are:

¢ Poser native units
e Inches

o Feet

e Millimeters

e Centimeters

o Meters

One Poser native unit is the equivalent of 8.6 feet, or 262.128 centimeters.
Multiply Poser units by 8.6 to convert to feet
Multiply Poser units by 2.62128 to convert to meters

Multiply Poser units by 262.128 to convert to cm
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Multiply Poser units by 2621.28 to convert to mm

¢ 3D Mouse: The 3D Mouse options control the behavior of a 3D input device such as
3Dconnexion’s SpaceNavigator. Checking the Reverse Cameras box changes the
direction the main and auxiliary cameras rotate when using a 3D mouse. Checking the
Reverse Dolly Cameras box reverses the direction the dolly cameras rotate when using
a 3D mouse. Checking the Reverse Actors box reverses the direction actors move when

controlled with a 3D mouse.

When using a 3D Mouse (such as SpaceNavigator or similar), by default all
rotation axes and translations will be transmitted. Holding down the Shift key
will filter out translations, and holding down the CTRL key (Windows) or CMD
key (Mac) will filter out rotations.

e Shortcuts: Press this button to open the Shortcuts Editor. For more information, see
Menu Commands and Shortcuts.

Library Preferences

The Library Preferences tab contains setting that are specific to the Poser Library. The Library
Preference options are as follows:

General Preferences

Library Preferences.

e Double-click Behavior: The Double-click Behavior setting specifies the results of
double-clicking on a Library preset. Select the appropriate radio button to choose between
adding the new preset to the scene, or replacing the selected preset in the scene. Note
that the first time you double-click on a Library preset, a dialog will come up allowing you
to specify this setting. Your selected option will then be applied to all subsequent double-
click instances, unless you change the setting in the Library Preferences tab.
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¢ File Search: When an object is loaded from the Library, Poser searches for all the
associated files included with that object. The File Search options allow you to configure
the extent of that search. These options are:

* None: Selecting None disables file searching; this option is useful for content
developers in testing the accuracy of newly developed content, as it checks only the
file locations that are specified in the Poser files. Referenced files will also be found
next to a scene document when search policy is set to None.

e Shallow: Selecting Shallow will reduce the amount of time spent searching for
missing or mislabeled files, but will increase the instances of files not found. This
option looks in all runtimes for the item, using the relative path and filename
provided. For example, if the file specified is Runtime/geometries/FolderA/
ObjectA.obj but the file actually lives in an external runtime folder named C:/
MySpecialFolder/Runtime/geometries/FolderA/ObjectA.obj, then the
shallow search will find it. The Shallow search will also find ObjectA.obj in any
directories that are already known by Poser.

e Deep: This is the default File Search setting. We recommend that you select Deep
file searching, as this option initiates the most extensive searches for content file
components, hence increasing the likelihood that missing or mislabeled files will be
found. This performs a thorough search in all Runtime folders.

It is recommended that content developers set the File Search to None when
testing the packaging of content that is intended for distribution. Doing so will
help determine if geometry files and textures appear in the correct locations
and paths as designated within the library files. Error messages will display
when content files are not in their expected locations.

If your Runtime folders are extremely large, resulting in Deep search results
that take too long to find missing files, consider changing to a Shallow search.

e Indexing: By default, Poser indexes libraries on first launch. Check the Refresh on
Launch option if you want indexing to occur each time you launch the library.

Render Preferences

The Render Preferences tab contains settings that are specific to the FireFly render engine.
The Render Preference options are as follows:
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General Preferences

Render Preferences.

e Number of Threads: If you have a multi-processor and/or multi-core hardware system,
you can take advantage of multi-threaded rendering by setting the Number of Threads
slider to a value greater than one.

We recommend rendering your scene with as many threads as your system
possesses CPU cores. The default value for hyper-threaded CPUs is twice the
number of cores that you have (because the OS sees twice as many virtual
cores as there are physical cores). On CPUs that are not hyper-threaded, the
OS sees only the physical cores. If you are unsatisfied with the resulting
performance, or if the render fails to complete, then reduce the number of
threads and/or maximum bucket size. However, if you have a single-processor
and single-core system, we recommend that you set the number of threads to
one, as the increased memory demand of running parallel threads may offset
the performance benefits.

For more information on multi-threaded rendering, see Using The FireFly
Render Engine.

e Separate Process: Checking the Separate Process box enables running FireFly renders
in a separate process on the CPU, and vice versa. This feature is disabled by default. For
more information on Rendering in a Separate Process, see Using The FireFly Render
Engine.

e Cache: The Max Cached Renders setting allows you to configure the number of
renders that will be cached for access via the Render Compare feature in the Document’s
Render tab, or the number of thumbnails that are displayed in the Recent Renders palette.
Please see Render Comparison for more information about the Render Compare feature.
For more information about the Recent Renders palette, see Displaying Recent Renders.
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e Texture Caching: Cached textures are kept in the temp location specified in General
Preferences, even between sessions.

e Persistent size (MB): The maximum amount of memory allocated to cached textures, in
between sessions. When you re-launch Poser, textures from the previous session are still
cached on disk (unless you set the size to zero). If you re-open the scene you worked on
previously (or one of the recent scenes, if the cache is large enough) the texture cache
will be prepared already, allowing for a faster render start.

¢ Run in Background Thread: Loads textures into the cache while Poser is running,
in preparation for the first render. Any texture that is not yet in the cache, or not yet
up to date in the cache, needs to be processed. If Run in Background Thread is
enabled, this processing happens in a separate thread in the background (on multi-
core CPUs only). Chances are that by the time you are done preparing the scene for
rendering, all your textures are in the cache already, and rendering will start
immediately.

The render cache for keeping rendered images and displaying them on the Render tab of the
Document and in the Recent Renders Palette uses the following locations to store image data:

Windows 10 example:
C:\Users\<PoserUser>\Documents\Poser\RenderCache\
Mac OS X example:

/Users/<PoserUser>/Documents/Poser/RenderCache/

You can delete the files in those folders to clear the render cache. Please note that your cached
renders will be lost after doing so. If you reinstall Poser and choose to back up your preferences,
the render cache will be moved into its backup location along with all preferences.

Miscellaneous Preferences

General Prefe

Miscellaneous Preferences.
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» Save Files: Poser offers the following options for file saving:

¢ Use File Compression: Poser includes the ability to save compressed runtime files
and scene files using zlib compression. This compression will significantly reduce
the size of your runtime directory and save valuable hard drive space. These
compressed files will act identically to non-compressed runtime files when used in
Poser. To enable file compression, check the Save Compressed Files option. Poser
will open both compressed and non-compressed files, but writes compressed files
using specific file extensions.

e Use External Binary Morph Targets: Checking this box will enable the use of
External Binary Morph Targets (EBMTs) when saving new content, or resaving legacy
Poser files. Saving legacy figures to the Poser Library with this option enabled will
generate new .PMD EBMT files for those figures, thus allowing you to take
advantage of morph target sharing, reduced file sizes, and faster processing speeds
for your legacy figures.

See Poser Default File Locations for a table that lists uncompressed vs
compressed Poser file extensions.

Compressed Poser files can be opened by Poser versions running Poser 4 Pro
Pack or later. Poser uses standard Z-lib compression, allowing you to use any
Zlib compatible compression/decompression application (such as WinZip or
7Zip) to compress/decompress files. ZIib compression is similar to gzip and zip
compression methods, and can typically be uncompressed by any utility that
handles either of these formats.

All Poser files (scene, figure, pose, expression, hair, hand, prop, light, camera,
material) can be compressed. Compressed Poser files have the extension

X **Z (*.PZZ, *.CRZ, *.FCZ, etc.). Poser prop files are saved with the
extension P2Z to avoid confusion with compressed scene files.

For more information on zlib, please refer to http.//www.zlib.net/.

To uncompress a file, change the extension on the file you wish to access
to .gz, then run your decompression utility. Alternatively, you can use the
included PoserPython decompression script by launching Poser and opening
the Python Scripts window.
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If you plan to distribute files for use by artists with Poser 4 and earlier, please
be sure to save them uncompressed. To do so, uncheck the Use File
Compression option in the Misc Preferences tab.

Some advanced artists use a text editing application to directly edit Poser files.
You must uncompress compressed files before editing them. To do this, you
can either load a file into Poser, disable compressed file support, and save the
results to a new filename or use a third-party compression utility to
uncompress the file. If you use the second method, you can recompress the
file when you've finished making edits.

e Software Update: Checking the Check for Updates on Launch box enables the
Automatic Update Notification feature (see Updating Poser for more information about this
feature). Clearing the box disables Automatic Update Notification. Clicking the Check Now
button will execute an immediate update check.

¢ Python: Clicking the button next to the Editor field opens a standard Browse dialog,
allowing you to select the application you wish to use to edit PoserPython scripts (such as
Notepad for Windows).

* Notifications: Check this option to display a notification icon in the upper- right section
of the Poser interface when important information appears. See Notifications for more
information on this feature.

e Temp Files: Displays the path to temporary files created by Poser. Click the Change
button to choose a folder on your system, or click Reset to change back to the default
path that was initially set during your Poser installation.

Setting Up Your Workspace

The Poser workspace consists of the entire Poser screen, including controls, the Document, and
other room-specific interface elements. You can customize most of these elements to suit the
way you work and store your preferences for later use.

Displaying Palettes

Poser’s sleek interface is geared toward streamlining your workflow. You can dock, float, and
arrange floating palettes in each of Poser’s different rooms, to set up a workspace layout that
meets your needs.

The Window menu contains commands that show or hide Poser’s many palettes. If a palette is
hidden, simply select the desired palette from the Window pull-down menu to display it.
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The options in the Window > Room Tools submenus are enabled only
when the respective room is active. For example, the commands in the
Window > Room Tools > Cloth submenu will only be enabled when you

are in the Cloth Room.

The upper-right corner of each palette contains a Palette Docking Control square. Click the
square to open the palette docking menu, which contains commands that work as described

below.

¥ Left Thigh
Parameters Properties

Docked
Floating

~  Drag-Docking Enabled

Close

Palette Docking menu options.
Moving, Repositioning, and Resizing Palettes

Various controls allow you to resize docked or floating palettes, or reposition them as necessary.
For example:

Reposition
palette

by dragging
from top
when

drag cursor
appears

Scroll bar

Resize
handles

Resizing handles for palettes.
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 To resize a docked palette, position the cursor over the resize handle and drag in either
direction indicated by the double-arrow resize cursor.

* To resize a floating palette, position your cursor over a side or corner, where it turns into a
double-arrow resize cursor. Then drag to the desired size.

 To reposition a palette, position the cursor in the Title area of the palette, where it turns
into a hand. Reposition the palette to another area on your screen. If the area that you
drag to is highlighted in blue, the palette will dock into the highlighted area of your
workspace. If the area that you drag to is not highlighted, the palette will float in the new
area when you release the mouse button.

e Some palettes display scroll bars when they contain more information than can be
displayed in the allotted space.

* Some palettes (such as the Editing Tools or Display Styles palettes) display options that
wrap based on the width of the palette.

e Some palettes cannot be reduced beyond the minimum size required to display all of the
palette options and controls. For examples, see the Camera Controls or Light Controls
palettes.

Enabling or Disabling Docking

To enable or disable palette docking:

» Click the Palette Docking Control square at the top-right corner of the palette. Check or
uncheck Drag-Docking Enabled as appropriate. This selection is checked when docking is
enabled, and not checked when disabled.

When Drag-Docking is disabled, you can move the palette anywhere on the
screen over the main workspace or to an additional monitor. The palette will
always float until you enable drag-docking again.

Docking Palettes

To dock a palette, use one of the following methods:

¢ Drag the palette toward the area in which you want to place it. When the area becomes
highlighted, release the mouse. If you drag the palette into an area that is already
populated by one or more palettes, the active docking area will split horizontally or
vertically to provide a location for the additional palette.

» Click the control at the top-right corner of floating palette, and choose Docked from the
menu. The palette will dock into the position where it was last docked.
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Floating Palettes

To float a palette, use one of the following methods:

« Drag the palette out of the docked location, and toward the document window. Release
the mouse when there is no highlighted dock location for the palette.

» Click the control at the top-right corner of a docked palette, and choose Floating from the
menu. The palette will float in the Poser workspace.

Closing Palettes

To close an open palette, use one of the following methods:

e Click the Close icon in the upper-right corner.

» Click the control at the top-right corner of the palette and choose Close from the menu
that appears.

» Choose an open palette from the Window pull-down menu to close it. Palettes that are
currently open are indicated by a check mark.

UI Memory Dots

You can save up to nine interface configurations using the Memory dots (described in Memory
Dots. Each Memory dot retains a separate instance of your selected interface settings. This
feature is globally applicable, meaning that UI dots can be applied regardless of the specific
scene or resolution.

An alternative method for saving UI settings for accessibility in any Poser scene is to modify
Poser’s general preferences as described in Setting Application Preferences. However, while
preferences set in this manner are saved separately for each screen resolution, you can only
save one UI configuration per resolution using the general preferences.

Memory Dots

Using the Log Window

The Log window enables you to view a list of ongoing commands as you use them in Poser. You
can filter these comments on various criteria (timestamp, category, application commands, group
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selections, warnings, and debug information). This information can be useful when you are
trying to troubleshoot a problem with Technical Support.

To display the Log window, choose Window > Log,or click the Message Log widget in the
upper right corner of the Poser interface.

Message Log widget.

The window can be docked or undocked to the workspace by using the
palette context menu. Click the square in the upper-right corner of the palette
to display the docking options.

If a crash occurs and you can’t get to the log window, you can find the recent
history here:

Windows: Users|<user>|AppData\Local\Temp|Poser|12\Poser.log

Macintosh: /Users/username/Library/Group Containers/********* poser/
Poser/12

Log Window.

Click the arrow in the upper right corner of the Log window to filter the types of messages that
appear in the log. All categories are selected by default.

¢ With the Log Window open, press CTRL/CMD+C to copy all contents of the Log Window
into your clipboard. Then you can paste the contents into a text editor to save the
contents in the log.

 To remove all selections click Clear All. Otherwise, check or uncheck from the following
types of information to include in the log: Show Timestamp; Show Category;

Page 56



Poser Reference Manual

Notifications

Application commands; Group selection info; Warning; Debug; FireFly; SuperFly;
Info; Purchases; Analytics.

Notifications

QT

L U T S

Clear All

Show Timestamp
Show Category

Application commands
Group selection info
Warning

Debug

Firefly

SuperFly

Info

Purchases

Analytics

Logging options.

A notification icon appears in the upper right section of the Poser interface. Notifications will

include items of interest to the Poser community such as product updates, content
announcements, and news about interesting tutorials and blog posts.

When a notification appears, the notification icon will light up and display the nhumber of unread

notifications as shown below.

Notification Icon.

Click the Notification icon to display the notification in the log window. From there you can:

» Click the trashcan icon on the right side of each notification that you want to delete; or

¢ Click Clear All to remove all notifications from the list.
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BB otifications

-
i ! .. POSERTIP: How to set up your Poser workspace
L \"" You can easily customize your workspace so that the user interface is more suited to
the way you work. You can even store your preferences for later use.

READ MORE

ClearAll...

Notifications in Log Window.
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Building Scenes
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The Pose Room

The Pose room is the focal point for much of your Poser activity. This is where you add figures
and props to your scene and perform your desired posing and animation. This chapter
introduces you to the basic Poser interface. The following chapters will describe these interface
elements in greater detail, and then will move on to discussing the other rooms in Poser.

The Pose room appears as follows at 1920 x 1080 resolution.

The number of palettes and options that you see in each room depends upon
your screen resolution. At higher resolutions, the default workspaces display
more palettes, while at lower resolutions you see fewer palettes.

The Pose Room.

In addition to rooms, much of Poser’s functionality is available by using floating palettes and
windows within the rooms themselves. Most Poser rooms (including the Pose room) allow you to
customize your Poser workspace by hiding/displaying and relocating controls anywhere you like.
You can use UI dots to save up to nine different screen configurations for the entire Poser
workspace.

The numbers on the image above identify the controls available in the Pose room:

1. Menu Bar
2. Room Tabs
3. Editing Tools

4. Camera Controls
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5. Light Controls
6. Display Controls

7. Recent Renders Palette: Shows and hides this palette. It contains thumbnails of your most
recent renders. Right-click on a thumbnail to export the image. For more information
about this palette see Displaying Recent Renders.

8. Memory Dots
9. Document Window

10. Camera Mini-Controls: The Camera Mini-Controls appear in the upper-right corner of the
document window. They function essentially the same as the most often-used controls in
the Camera Controls palette. They are discussed in more detail in Camera Mini-Controls.

11. Parameters and Properties Palette: For information about the Parameters and Properties
palettes, see The Parameters/Properties Palette

12. Animation Controls: See Animation Controls

13. Poser Library: Refer to The Poser Library for complete information about the Library
palette.

Please refer to Setting Up Your Workspace for more information about
creating and saving custom workspace layouts. The following sections provide
a brief description of the labeled interface elements and references to more
detailed information.

Menu Bar

The Menu Bar consists of a series of pull-down menus used for accessing Poser functionality.
Some menus and/or submenus duplicate other on-screen interface elements. The Menu Bar
appears as follows and is available from every Poser room.

(2 Untitled - Bondware Poser (64-bit)
File Edit Figure Object Display Render Animation Window Scripts  Help

Poser’s Menu Bar

Room Tabs

The Room tabs allow you to switch from room to room within Poser. enter a room, simply click
its tab.

Room Tabs.

e The Material room is covered in The Material Room

¢ The Hair room is covered in The Hair Room
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¢ The Cloth Room is covered in The Cloth Room
e The Fitting Room is covered in The Fitting Room

¢ The Setup Room is covered in The Setup Room

Editing Tools

The Editing Tools display contains the tools you use most often when posing figures/props.

By selecting a body part or prop followed by the desired Editing tool, you can pose objects in
various ways such as translating (moving side to side or back and forth), rotating, twisting, etc.
You can also perform other functions such as editing Inverse Kinematic (IK) chains and working
with element/material groups. Each Editing tool is a little different, but their basic usage is as
follows:

Editing Tools

The Editing Tools.

1. Select your desired body part or prop (referred to as an element or actor) in your scene
by clicking that actor.

2. Select the desired Editing tool. You can only have one Editing tool selected at a time.
The currently selected Editing tool appears yellow within the Poser interface.

3. Click and drag to perform the selected tool’s function.

You can use the Editing tools in any combination to create a virtually infinite number of still or
animated poses. Please refer to The Editing Tools for more information. In addition, each tool is
discussed in depth where appropriate in this manual.

Light Controls

The Light controls allow you to adjust lighting properties. Use it for such purposes as adding
and removing lights, and specifying light colors and other light properties. The Light controls
appear as follows.
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Light Controls

The Light Controls.

Please refer to Lighting for more information about the Light controls.

Display Controls

The Display controls allow you to select your desired preview mode for your entire scene, a
figure or prop, and/or specific elements of your currently selected figure/prop.

¥ Document Display S

The Display Controls.

Please refer to The Display Controls and Menu for more information about the
Display controls.

Memory Dots

Being able to customize your workspace wouldn’t be useful if you had no way of saving your
preferences. Poser includes Memory dots that allow you to save poses, camera locations, and
user interface (UI) preferences and to switch between saved items with a single mouse click.

Memory Dots.

Clicking the arrow to the left of the description allows you to choose between the Poses,
Camera, and UI memory dots that you have saved.
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~  Pose
Camera
u
Memory Dots options.
Please refer to the following for more information on each type of Memory dot.
¢ Pose Dots: Pose dots are described in further detail in Pose Dots.

e Camera Dots: Camera dots are described in further detail in Camera Dots

¢ UI Dots: UI dots are described in further detail in Setting Up Your Workspace.

Using Memory Dots

To use Memory dots:

1. Set up your pose, cameras, and/or interface (UI) the way you want them.
2. Use the pull-down menu to select the dot type, as described above.

3. Click an empty memory dot. This dot will appear full, as shown below.

Full,
Selected

Full

Empty

Filled, empty, and selected Memory Dots.

To use a dot, simply click it. The stored settings are applied to your scene. To clear a memory
dot (delete its information and make it appear empty again), press and hold [OPT]/[ALT] while
clicking the memory dot you wish to erase.

Document Window

The Document window is your viewport into the Poser workspace where you view and pose
your figure and interact directly with your scene. Each view of the Document is displayed
through a virtual camera, which means you can view each scene from multiple camera angles,
either one at a time or from up to four angles at once.

You can position cameras to view your scene from any angle or distance and can resize the
Document to suit your needs. In addition, the Document has numerous controls around its
edges that you use to change the appearance of scene elements. You can also select objects
within your scene by clicking them directly within the Document or by using the menus on the
bottom of the window. Please refer to The Document Window for more information about the
Document.
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The Document Window.

Animation Controls

The Animation controls allow you to preview animations and set up keyframes. You do this by
posing your figure, moving to a new frame, and changing the pose. Clicking the Play button
plays an animation using the keyframes. The Animation controls appear as follows:

Animation Controls.

Please refer to Using the Animation Controls to learn more about the
Animation controls, and to Animating with Poser for more information
about creating and rendering animations using Poser.

Showing and Hiding Windows and Palettes

The Window menu allows you to enable and disable (show and hide) various Poser windows and
palettes. The upper portion of the Window menu contains the following commands:
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The palette options that are displayed in each room vary, depending on your
screen resolution or upon which room you have displayed.

Wind Scripts  Help
Animation Palette Shift+Ctrl+V
Graph >
~  Libraries Shift+Ctrl+B
Hierarchy Editor Shift+Ctrl+E
Joint Editor Shift+Ctrl+)
Sketch Designer...
Walk Designer Shift+ Ctrl+W
Talk Designer Shift+Ctrl+K
Python Scripts Shift+Ctrl+ O
+~  Recent Renders

Bullet Physics Controls

The Window menu shows and hides windows and palettes.

e Animation Palette: Selecting Window > Animation Palette opens the Animation
palette. Please refer to Using the Animation Palette for information about the Animation
palette and creating Poser animations.

e Graph: Selecting Window > Graph opens the Graph palette for the selected element in
your scene. Please refer to Using Graphs for information about using the Graph when
making Poser animations.

e Libraries: Selecting Window > Libraries opens the Library palette. Please refer to The
Poser Library for more information about the Library palette.

¢ Hierarchy Editor: Selecting Window > Hierarchy Editor opens the Hierarchy Editor
palette. Please refer to The Hierarchy Editor for more information about the Hierarchy
Editor palette.

¢ Joint Editor: Selecting Window > Joint Editor opens the Joint Editor palette. Please
refer to Working with Joints and Weights for more information about the Joint Editor
palette.

o Sketch Designer: Selecting Window > Sketch Designer opens the Sketch Designer
window. Please refer to The Sketch Designer for more information about the Sketch
Designer renderer.

e Walk Designer: Selecting Window > Walk Designer opens the Walk Designer
window. Please refer to Using the Walk Designer for more information about the Walk
Designer window

e Talk Designer: Choose Window > Talk Designer to open the Talk Designer window,
described in Using the Talk Designer.

¢ Python Scripts: Selecting Window > Python Scripts opens the Python Scripts palette.
Please refer to The Python Scripts Palette for more information about the Python Scripts
palette.

¢ Recent Renders: Choose Window > Recent Renders to display a palette that
contains thumbnails of the images that you most recently rendered. For more information,
see Displaying Recent Renders.
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Bullet Physics Controls: Choose Window > Bullet Physics Controls to create
physics simulations using Bullet Physics. See Using Bullet Physics for more information.

The lower portion of the Window menu contains commands that toggle frequently-used palettes
on and off.

Camera Controls Shift+Ctrl+R
Preview Styles Shift+Ctrl+U
Editing Tools Shift+Ctrl+T
Light Centrols Shift+Ctrl+|
Memory Dots Shift+Ctrl+M
Parameter Dials Shift+Ctrl+ N
Animation Centrols Shift+Ctrl+P

A S S O S S

Log
Notifications
Custom Parameters Palette ¥

Raytrace Preview
Room Tools
Document Window Size...

Addons ¥

Window menu commands show and hide windows and palettes.

Camera Controls: Selecting Window > Camera Controls toggles the Camera controls
display on and off. A check mark next to this option indicates that the controls are
currently displayed, and vice versa. Please refer to The Camera Controls for more
information about the Camera controls.

Preview Styles: Selecting Window > Preview Styles toggles the Display controls
display on and off. A check mark next to this option indicates that the controls are
currently displayed, and vice versa. Please refer to The Display Controls and Menu for
more information about the Display controls.

Editing Tools: Selecting Window > Editing Tools toggles the Editing tools display on
and off. A check mark next to this option indicates that the controls are currently
displayed, and vice versa. Please refer to The Editing Tools for more information about the
Editing tools.

Light Controls: Selecting Window > Light Controls toggles the Light controls display
on and off. A check mark next to this option indicates that the controls are currently
displayed, and vice versa. Please refer to Lighting for more information about the Light
controls.

Memory Dots: Selecting Window > Memory Dots toggles the Memory dots display on
and off. A check mark next to this option indicates that the controls are currently
displayed, and vice versa. Please refer to Memory Dots for more information about the
Memory dots.

Parameter Dials: Selecting Window > Parameter Dials shows or hides the
Parameters/Properties palette, which contains tabs for the Parameters palette and
Properties palette. A check mark next to this option indicates that the Parameters/
Properties palette is currently displayed, and vice versa. Please refer to Parameters
Palette for more information about the Parameters palette, and to Properties for more
information about the Properties palette.

Animation Controls: Selecting Window > Animation Controls toggles the
Animation controls display on and off. A check mark next to this option indicates that
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the controls are currently displayed, and vice versa. Please refer to Using the Animation
Controls for more information about the Animation controls.
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¢ Log: Choose Window > Log to open the Log Window. See Using the Log Window for
further information.

* Notifications: Choose Window > Notifications to display the Notifications
window,discussed further in Notifications.

e Custom Parameters Palette: Choose to display the Custom Parameters Palette, which
allows you to create parameter palettes that are specific to an object in your scene. See
“Creating Custom Parameter Palettes.

e Raytrace Preview: Choose Window > Raytrace Preview to open the real-time
Raytrace Preview window, discussed in Real-time Raytrace Preview

* Room Tools: The Room Tools submenus display options that are enabled when you are
using the Material, Face, Hair, or Cloth room. The options for each room are disabled until
you enter the room to which they apply.

e Material: When you are in the Material room, a menu option allows you to show or hide
the Material Palette. See The Material Room for further information about the Material
Room.

e Hair: When you are in the Hair room, menu options allow you to show or hide the Hair
Growth Groups, Growth Controls, Styling Controls, and Dynamics Controls palettes. These
palettes are discussed in The Hair Room.

¢ Cloth: When you are in the Cloth Room, menu options allow you to show or hide the
Cloth Simulation, Cloth, Cloth Groups, and Dynamics Controls palettes. These palettes are
discussed in The Cloth Room.

e Fitting: When you are in the Fitting Room, clicking Window: Room Tools > Fitting
Sessions displays all contents of your current scene in the fitting room views. This allows
you to view your fitting sessions in context of the entire scene. Choose the command
again to remove the contents of the scene, which allows you to create or choose fitting
sessions for a specific character and clothing item. See The Fitting Room for further Fitting
Room information.

e Document Window Size: Selecting Window > Document Window Size opens the
Preview Dimensions dialog allowing you to resize your Document when it is floating.
Please refer to Document Window Size for information about resizing your Document.

The Document Window is only resizeable when it is floating. When docked,
the document window expands to fit into the space that is not used by docked
palettes.

* Addons: Displays help and addon applications for and by third party PoserPython
developers.
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Using the Shortcuts Editor

The Shortcuts Editor allows you to customize the keyboard shortcuts that you use in Poser. To
open the Shortcuts Editor choose Edit > Preferences, and click the Edit Shortcuts button
located in the Interface tab of the General Preferences dialog.

See Tools and Shortcuts in the Appendices section for a list of shortcuts
assigned to the menu commands by default.

Shortcut Editor

Double-click entry to edit shortcut

Command
File->New
File-=Open...
File->Close
File-=Save
File->Save As...
File->Revert

File-=Import->Background Picture...
File->Import-»Background Footage...
File->Import->Poser Decument/Prop...
File->Import-=LipSync Audie...

File->Import-»5Sound...
File->Import->BVH motion...
File->Import-»30 Studio
File->Import->DXF
File->Import->LightWave...

File->Import->Wavefront OBJ...

File->Import-> COLLADA|RWY
File->Import-»FBX...
File->Import-»ZBrush...
File->Export-> Partial Scene...

File->Export->Maorph Injection...

File->Export->Image...

Shortcut 2
Ctrl+N

Ctrl+O

Ctrl+W

Ctrl+5
Ctrl+Shift+5

Shortcuts Editor.

Shortcuts are displayed in a list, and are arranged by menu (File, Edit,
Figure, Object, Display, Render, Animation, Window, Scripts and
Help). Shortcuts that have already been assigned appear in the Shortcuts
column. Notes and comments (when applicable) appear in the Requirements

column.

To create a shortcut, double-click the command that you want to assign as a shortcut. A dialog
appears, prompting you to enter a new shortcut for the selected command.

Shortcut Entry

Shortcut entry.
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To add the shortcut, simply enter the keyboard combination that you want to use. The keys that
you press will appear in the dialog.

On Macintosh systems, you will need to include the Cmd key as part of the
shortcut in order for the modifiers to be recorded.

If the shortcut that you entered already appears in the shortcut list. a red warning will appear to
indicate that it is already in use, and what command uses that shortcut. Enter another keyboard
shortcut if necessary. Then click OK to apply the new shortcut to the command.

The Clear command will clear out the shortcut entry field. You can also click
Cancel to return to the main Shortcut Editor window without creating a
shortcut.

After your shortcuts are complete, click OK to exit the Shortcut Editor.

Other Basic Operations

Creating a New Scene

Selecting File > New creates a new Poser scene. A dialog will appear if you have any unsaved
changes in your previous scene. If this dialog appears:

e Selecting Yes opens a Save Poser Scene dialog box, allowing you to save your current
Poser scene. After saving your current scene, the new scene will be created.

 Selecting No creates a new Poser scene without saving your unsaved changes. All
unsaved changes will be lost, so use this option carefully!

« Selecting Cancel closes the dialog and cancels the new scene creation, leaving your
current Poser scene open.

Opening a Scene

Selecting File > Open opens a standard Open dialog box, allowing you to access and work on a
previously saved Poser scene file. You are prompted to save any unsaved changes in your
current scene, if any (see above).
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Opening a Recent File

Selecting File > Recent Files opens a pop-up list that displays a list of the ten most recent
document files (.PZ3 or .PZZ formats) that you opened in Poser.

Closing Your Scene

Selecting File > Close closes your current Poser scene while leaving the Poser application
running. You are prompted to save any unsaved changes in your current scene.

Saving a Scene

Selecting File > Save saves your current Poser scene using your previously specified filename
and save location. If you have not previously saved your scene, Poser will open the standard
Save As dialog box, allowing you to name and save your current Poser scene (see below).

Selecting File > Save As saves your current Poser scene allowing you to select a different
filename and/or save location. This feature is useful for creating different versions of work,

which allows you to return to any previous stage if you decide you don't like your progress
beyond a given save point. For example, you could save myscene_1.PZ3, then save new versions
as myscene_2.PZ3, myscene_3.PZ3, and so forth.

Compressed File Support

Poser allows you to compress saved figures/props/scenes to save hard drive room. To enable
compression support, select Edit > General Preferences, select the Library tab, and check the
Use File Compression box as described in Setting Application Preferences.

See Poser Default File Locations for a table that lists uncompressed vs
compressed Poser file extensions.

Reverting Changes

Selecting File > Revert allows you to undo your changes and reopen your current scene file in
its last-saved state. This is a great way to do your recent changes over, however you will lose
everything you've done since the last time you saved your scene. This is why we recommend
that you save your scene often and, if you think you may want to return to an earlier version, to
save progressive versions of your work using the Save As command. Clicking Cancel returns
you to Poser, and clicking Revert proceeds to load the last saved version of your current scene.
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You can also enable Auto Save options, as discussed in Document
Preferences.

Run Python Script

Selecting File > Run Python Script opens a standard Open dialog, allowing you to browse for
your desired PoserPython script. Once you locate your script, select it and click OK to execute it.

Page Setup

Selecting File > Page Setup opens a standard Print Setup dialog box allowing you to set up
your printers. Please refer to your operating system and/or printer documentation for
information on setting your print preferences.

Print

Selecting File > Print sends your current scene to your selected printer. A standard Print dialog
box opens allowing you to select your desired printer and general printing properties. Poser
documents always print using the full page size. Please refer to your operating system
documentation for information on selecting print options.

Exit
Selecting File > Exit closes Poser. You are prompted to save any unsaved changes. You can also

type [COMMAND]/[CTRL]+[Q] to exit Poser.

This menu option is available for Windows only. For Macintosh, the Quit command appears on
the Poser Application menu.

Undo

Selecting Edit > Undo reverses your most recent change to the actual scene. You can also
press [COMMAND]/[CTRL]+[Z]. Undo applies only to alterations made within the actual
scene; it is not applicable to changes made to application settings, Library content, etc.

Poser supports multiple levels of Undo. Selecting Edit > Undo repeatedly allows you to step
backwards through your most recent document changes, reversing each change individually and
reverting the scene to its previous state. Some operations within Poser will purge the Undo/Redo
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cache; a warning dialog will appear asking you to confirm before the action is implemented.
Closing the file will purge the Undo/Redo cache.

You can specify the maximum size of the Undo stack. Please see Document Preferences for more
information.

You can specify whether or not the Undo feature will apply to camera
changes. Open the Properties palette for the currently selected camera, and
check the “Remember changes for undo” checkbox in order to apply Undo
to camera changes. Alternately, if you do not wish camera changes to be
included in the Undo feature, make sure to uncheck this checkbox for each
camera. This checkbox is active by default.

Redo

Selecting Edit > Redo reiterates the most recently undone action, thus reverting the scene to
its previous state. You can also press [COMMAND]/[CTRL]+Shift+[Z]. To reverse a Redo
action, simply select Edit > Undo again.

Cut

Selecting Edit > Cut removes the selected element(s) and places them in the system Clipboard
for later pasting. You can also press [COMMAND]/[CTRL]+[X]. You can do this for poses and
other functions.

Copy

Selecting Edit > Copy copies selected elements to the Clipboard. You can use this command to
copy the position of one prop to another. You can also copy transformation and rotation channel
information from the selected item and paste that information into another item. For example,
the following figure shows pose information pasted from one character's right shoulder rotations
pasted to the right shoulder of another character.

Copying and pasting poses from one side to the other does not mirror the
poses. The same pose is applied. To mirror poses, use the Figure > Pose
Symmetry function.
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Before and after right shoulder pose settings are copied to another figure's right shoulder.
To copy and paste a body part:

1. Manipulate the body part using any tool you desire.

2. Select the body part (source), then select Edit > Copy or press [COMMAND]/[CTRL]+
[C].

3. Click to select the body part you wish to copy to (target) and select Edit > Paste or
press [COMMAND]/[CTRL]+[V (see following subsection). This copies all settings from
the source to the target, including deformers.

Paste

Selecting Edit > Paste, or pressing [COMMAND]/[CTRL]+[V], places the item stored in the
Clipboard into your current scene. If you are pasting a pose, select the element to apply the
copied pose to, then make your selection.

Copy Picture

Selecting Edit > Copy Picture takes a snapshot of your scene, which you can then paste into a
graphics application such as Adobe Photoshop. Your scene is copied exactly as displayed in the
Document.

Copying and pasting images in this manner is not the same as rendering.

Duplicate

The Duplicate [ObjectName] option creates an exact duplicate of the currently selected
figure or prop. The duplicate object is placed within the Document, in the same position as the
original. The duplicate object will appear in either the Select Figure or Current Actor menu,
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depending on whether it is a figure or a prop, and can be resized and repositioned
independently from the original object.

After an object is duplicated, Poser will select the duplicated object as the current object.

Restore

Selecting Edit > Restore opens a submenu allowing you to restore scene elements, which are
completely restored to their Poser default states, including but not limited to position, scale,
morphs, parameters, materials, parent/child relationships, etc.

The Restore function is literally for cases when you wish to go back and start
all over again. Use it with care!

The Restore submenu appears as follows:

¢ Element: Selecting Edit > Restore > Element restores the current element to its
default state. An element could be a body part, prop, single camera, or single light.

e Figure: Selecting Edit > Restore > Figure restores the current figure to its default
state.

o Lights: Selecting Edit > Restore > Lights restores all lights in your scene to their Poser
default state.

e Camera: Selecting Edit > Restore > Camera restores the current camera to its default
state.

o All: Selecting Edit > Restore > All restores all scene elements to their default states.
Use this option with care!

Memorize

While working, you might arrive at a convenient stopping point. You know you like what you
have so far and do not want to revert all the way back to the Poser default state should you
need to restore one or more scene elements (or even the entire scene) at a later time. No
problem. Select Edit > Memorize and the element(s) you wish to memorize (the list is the
same as for the Restore submenu, above). Doing this essentially changes the default for your
selected item(s), which can be undesirable in some cases. Redoing this operation saves the new
default overwriting the old. If you later select Edit > Restore, your element(s) will be restored
to the last memorized settings.
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It is very important when setting up new figures to use the Edit > Memorize >
Figure command to preserve default poses so that Inverse Kinematics works

properly.

Memorization works on a per-file basis, meaning that memorizing defaults in
one file does not affect the defaults of other Poser files or Library entries.
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The Document Window

The Document is your portal to the Poser workspace where you view and can directly
manipulate your scene and the elements within it.

The Document consists of two tabs:

¢ Preview Tab: The Preview tab is where you do the work to set up your Poser scene.

e Render Tab: The Render tab is where you can view the results of your renders.

Preview Tab

Clicking on the Preview tab at the top left of the Document brings up the scene preview
window, where you can manipulate figures, props, etc. to set up your Poser scene. Refer to for
detailed configuration parameters for the Preview tab’s preview display window.

11 12 13 14

15

Components of the Document Window.
The Preview tab contains the following controls:
1. Preview Tab: The tab shown above.

2. Render Tab: See Render Tab

3. Document Title: The Title appears along the top of the Document, and displays the
current Poser scene (such as My Scene.PZ3).

4,
Render Controls: Refer to Render and Area Render

5. Frame Selection/Orbit Selection: See Frame Selected and Orbit_Selected.
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10.

11

12.
13.

14.
15.
16.
17.

6. Camera Mini-Controls: See Mini-Camera_Controls
7. Options Menu: See Options Menu

8.
9

. Current Actor menu: See Select Figure/Current Actor Menus

Select Figure menu: See Select Figure/Current Actor Menus

Current Camera: The name of the currently selected camera view appears in the upper-
left corner of the document window.

. Viewport Layouts: See Single/Multiple-View Panes for more information about multiple

views.
Tracking Mode: See Tracking Mode

Depth Cue: Depth Cueing adds dimension to scene elements visible in the Document.
When Depth Cueing is enabled, elements farther away from the camera fade into the
distance. See Using Depth Cueing.

Shadows: See Shadows
Comic Book Preview Options: See Cartoon Settings
Colors: See Colors

Measurement Controls: See Measurement Mode

Options Menu

Clicking on the arrow at the right side of the Title bar opens the Document’s Options menu.
This menu contains the following settings and shortcuts:

l} Render

Render In Background
Render In Cueue

Export image...
Reload textures

Reuse Shadow Maps

Clear shadow maps

Render Settings...
Render Dimensions...

Preview Dimensions...

Collisions

Document Window Options menu.

e Render: Clicking this option will render your entire Poser scene, using the render settings

specified in the Render Settings dialog, discussed in The Render Settings Dialog, and
the render engine specified in the Render Engine Selection menu on the Render tab. For
more information on Poser’s render settings, see Rendering. The render results will appear
in the Render tab of the Document.
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¢ Render in Background: Discussed in Render in Background.
e Render in Queue: Discussed in Network Render Queue

e Export Image: Selecting Export Image opens a standard Save As dialog that will allow
you to save the scene as it appears in your scene preview window as an image file. This
can also be accomplished by selecting File > Export > Image.

¢ Reload Textures: Clicking on Reload Textures will reload into memory all textures for the
current scene preview display. This allows you to easily update any changes you may have
made in other applications to the currently loaded textures.

¢ Reuse Shadow Maps: If you do not make changes to lights or object positions between
renders, there is no need to recalculate the shadow maps for your scene, as they will not
have changed. The Reuse Shadow Maps option allows you to save the shadow map
computations from your previous render and reuse them, thereby saving time with each
subsequent render.

e Clear Shadow Maps: Clicking on Clear Shadow Maps will cause Poser to recalculate the
shadow maps for your scene during the next render. Use this option if you have made
changes to lights or object positions, as such changes will affect the shadows in your
scene.

* Render Settings: Selecting Render Settings will open the Render Settings dialog.
See The Render Settings Dialog for more information on the Render Settings dialog
options.

¢ Render Dimensions: Discussed in Render Dimensions.
¢ Preview Dimensions: See Document Window Size.

¢ Collisions: See Collisions.

Collisions

A collision occurs when two objects in your scene partially or completely occupy the same 3D
space. Selecting the Collisions menu item opens a pop-up menu that allows you to set the
following collision options for your current Poser scene:

e Collisions On: Checking the Collisions on option prevents objects in your scene from
colliding with/penetrating each other.

« Collisions Off: Checking the Collisions off option allows objects in your scene to collide
with/penetrate each other.

e Show Intersections: Checking the Show intersections option displays colliding polygons
in red when objects in your scene collide with/penetrate each other but does not prevent
the collision.

Once you have set collision preferences for your scene, you must then enable collision detection
for each of the objects for which you want to use this feature. Do this by selecting your desired
objects one at a time and checking the Collision Detection checkbox in that object’s
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Properties palette. This feature only works between objects that have collision detection
enabled. If you have one object enabled and one disabled, collision detection will not work.

Objects lose their collision detection settings when hidden.

Document Window Size

The Document is dockable and floatable. When the Document is in its floating state, you can
resize it by clicking and dragging the bottom right corner of the Document to your desired size.

You can also set the document window size in the Preview Dimensions dialog, which can be
opened in the following ways:

e Choose Window > Document Window Size, which opens the Preview Dimensions
dialog.

¢ Choose Preview Dimensions from the Document Window .

Preview Dimensions

*The scene palette is constrained
while docked and cannot be
resized numerically

Float palette

Setting Document Window size.
After you click the Float Palette button, you can:

¢ Enter your desired scene preview window height and width (in pixels) in the appropriate
fields and click OK to resize the Document.

e Click the Match Background button to match the Document to the dimensions of an
imported background image or movie.

¢ Click the Match Production Aspect button to set the scene preview window size to the
currently selected Production Frame aspect. This button is only active when the Production
Frame feature is enabled (see Production_Frame).

» Clearing a checkbox disables the specified option.

To redock the document window, click the palette options menu triangle in the
upper-right corner of the floating window, and choose Docked
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OpenGL Hardware Acceleration

Poser offers OpenGL hardware accelerated rendering as well as SreeD software rendering
options for the scene preview display. Simply right-click (Windows) or Apple key-click (Mac)
within the preview window to select hardware or software rendering for processing the scene
previews. In most cases, hardware rendered previews will be faster than software rendered
previews. Additionally, hardware accelerated performance is independent of the preview window
size, whereas software rendering will yield a lower frame rate with larger preview window sizes.

Recent and more powerful graphics cards with OpenGL support will provide better results with
the display of your Poser scene, with better texture previews and faster interaction and updating
of the scene. Unfortunately, due to the vast variety of graphics hardware available, hardware
acceleration may not be supported on every system. In that case please use the SreeD software
rendering option. Poser should automatically detect whether or not OpenGL hardware rendering
is supported for your system, and if not, should default to SreeD software rendering.

GROUND
Select ¥

Mernorize Prop

Restore Prop

Lock Object
Hide Object
Show All Figures

Frame Object
Object Style ¥

Duplicate

Change 'GROUND' Parent to

Camera View >
OpenGL

SreeD

Cartoon Settings »

Choosing your Preview Rendering option.

Select Figure/Current Actor Menus

The top left of the Preview tab contains the Select Figure (left) and Current Actor (right) pull-
down menus. The currently selected figure and item appear as labels, and those item'’s
properties and parameter dials are accessible in the Parameters & Properties palette. Double-
clicking anywhere in the scene preview area will open the Parameters & Properties palette in
the position and state in which it was last used, with the settings for the currently selected figure
and/or actor displayed.
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You can also select figures, props, and other scene objects by clicking on them directly in the
scene preview area.

Untitled

Hip
Waist
Abdomen
Chest

Chest Parts
Right Thigh
Right Shin
Right Foot
Right Foot Parts
Left Thigh

Left Shin

Left Foot

Left Foot Parts
Mons Pubis
Right Labia
Left Labia
Right Glute
Left Glute

Select Figure (left, with La Femme selected) and Current Actor (right, with Body selected.

¢ Select Figure Menu: Use the Select Figure pull-down menu to select your desired
figure. This can be helpful if you have a number of figures in your scene (particularly if
you are using conforming clothing, each item of which is a Poser figure).

e Current Actor Menu: The Current Actor pull-down menu allows you to select scene
items as follows:

e Body: Selecting Current Actor > Body selects the entire body and all body parts
of the currently selected figure.

e Body Parts: Selecting Current Actor > Body Parts opens the list of the currently
selected figure’s body parts. By using this option, you will select only the specified
body part on the currently selected figure.

¢ Props: Selecting Current Actor > Props opens the list of all props in your scene
(including hair and cloth objects), allowing you to select your desired prop.

e Cameras: Selecting Current Actor > Cameras opens the list of the cameras in
your scene. You may select any camera from this list. Please refer to Cameras for
information about Poser cameras.

e Lights: Selecting Current Actor > Lights opens the list of lights in your scene.
You may select any light from this list. Please refer to Lighting for information about
Poser lights.

Preview Tab Context Menus

Right-clicking (Windows) or Apple key-clicking (Mac) within a scene will open the Context pop-up
menu. The options that appear in this menu vary, depending on the type of item that you right-
click over.
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There are several context menus that appear when you right-click on the items in your scene.
Each of the context menus gives access to common commands that pertain to that type of
object.

The context menus are described in the following sections.

Actors Context Menu

When you right-click over a body part in a poseable figure, the context menu appears as shown
below.

~ LaFemme:Right Thigh
Select »

Memorize »

Restore >

Lock »
Hide b
Show All Figures

Frame Object
Object Style b

Duplicate Figure

Change Figure 'LaFemme’ Parent to
Conform Figure 'LaFernme’ to

Use Inverse Kinematics

Symmetry

Figure Style

W v v w

Camera View >

~  OpenGL
SreeD

Cartoon Settings »
Actor Context Menu.
The Actor context menu provides the following commands:

* The top line in the context menu displays the name of the selected item.

¢ Select: Expand the Select menu to select a part from the menu that appears to select the
part that you right-click. A check mark appears beside the name of the body part when it
is set as the current selection.

* Memorize: Equivalent to using the Edit > Memorize command. For more information,
see Memorize.

Restore: Equivalent to using the Edit > Restore command. For more information, see
Restore.

¢ Lock: Equivalent to using the Figure > Lock Figure or Object > Lock Object
commands. Allows you to lock or unlock the transformations of the selected actor or
figure. The item is locked when a check mark appears beside the item. See Lock Figure
and Lock Object.
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¢ Hide: Hides the actor that is right-clicked.

e Show All Figures: Equivalent to using the Figure > Show All command. “Unhides” any
hidden figures or actors.

e Frame Object: Equivalent to using the Frame Selected camera control or the View >
Frame Selected command. See Frame_Selected.

e Object Style: Equivalent to using the Display > Object Style command for the
selected object. Choose the desired display style from the submenu. See The Display
Controls and Menu for more information about the display styles available in Poser.

¢ Duplicate Figure: Equivalent to using the Edit > Duplicate command. See Duplicate
on Duplicate.

e Change Figure (figurename) Parent to: Equivalent to using the Figure > Set Figure
Parent command. Allows you to select a prop, camera, or light as a figure parent. Choose
Universe to remove the figure parent. See Set Figure Parent.

e Conform Figure (figurename)To: Equivalent to using the Figure > Conform To
command. Allows you to conform the figure to another figure in the scene. Choose None
to unconform the selected figure. See Adding Conforming Clothing: Manual Conforming.

¢ Use Inverse Kinematics: Equivalent to using the Figure > Use Inverse Kinematics
command. A check mark appears beside the leg or hand when inverse kinematics is on.
See Inverse Kinematics (IK).

e Symmetry: Equivalent to using the Figure > Pose Symmetry command. Expand the
menu and choose the desired symmetry. See Pose Symmetry.

e Figure Style: Equivalent to using the Display > Figure Style command. Allows you to
choose the display style for the figure. See The Display Controls and Menu for more
information about the display styles available in Poser.

e Camera View: Equivalent to using the Display > Camera View command. Select the
desired camera view from the context menu.

e OpenGL: Equivalent to using the Display > Preview Drawing > OpenGL Hardware
command. See OpenGL Hardware Acceleration.

¢ SreeD: Equivalent to using the Display > Preview Drawing > SreeD Software
command. See OpenGL Hardware Acceleration.

e Cartoon Settings: Equivalent to using the Display > Cartoon Settings command.
Select the desired cartoon display mode from the context menu. See Cartoon Settings.

Full Figures Context Menu

The figure circle appears around your currently selected figure in your scene, which turns white
when hovered over, allowing you to select the entire figure. After the figure is selected, the
figure circle is red when hovered over. To display the context menu for a full figure, right-click
the selected Figure circle that appears around a poseable figure.
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Full Figures Context Menu

The Figure Circle

If you are unable to see the figure circle, make sure that the Display >
Figure Circle command is enabled.

h/ LaFernme

Select

Memorize

Restore

Lock

Hide

Show All Figures

Frame Object

Object Style

Duplicate Figure

Change Figure 'LaFemme’ Parent to
Conform Figure 'LaFernme’ to
Use Inverse Kinematics
Symmetry

Figure Style

Camera View

OpenGL
Sreel

Cartoon Settings

Full Figure Context Menu.

oW W W e

* The top line in the context menu displays the name of the selected item.

e Select: Expand the Select menu to select the figure from the menu that appears. A check
mark appears beside the name of the body part when it is set as the current selection.

e Memorize: Equivalent to using the Edit > Memorize command. For more information,

see Memorize.
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¢ Restore: Equivalent to using the Edit > Restore command. For more information,
see Restore.

¢ Lock: Equivalent to using the Figure > Lock Figure or Object > Lock Object
commands. Allows you to lock or unlock the transformations of the selected actor or
figure. The item is locked when a check mark appears beside the item. See Lock
Figure and Lock Object

¢ Hide: Hides the actor that is right-clicked.

e Show All Figures: Equivalent to using the Figure > Show All command. “Unhides” any
hidden figures or actors.

e Frame Object: Equivalent to using the Frame Selected camera control or the View >
Frame Selected command. See Frame Selected.

e Object Style: Equivalent to using the Display > Object Style command for the
selected element. Choose the desired display style from the submenu. See The Display
Controls and Menu for more information about the display styles available in Poser.

e Duplicate Figure : Equivalent to using the Edit > Duplicate command. See Duplicate.

e Change Figure (figurename) Parent to: Equivalent to using the Figure > Set Figure
Parent command. Allows you to select a prop, camera, or light as a figure parent. Choose
Universe to remove the figure parent. See Set Figure Parent.

e Conform Figure (figurename)To: Equivalent to using the Figure > Conform To
command. Allows you to conform the figure to another figure in the scene. Choose None
to unconform the selected figure. See Adding Conforming Clothing: Manual Conforming.

¢ Use Inverse Kinematics: Equivalent to using the Figure > Use Inverse Kinematics
command. A check mark appears beside the leg or hand when inverse kinematics is on.
See Inverse Kinematics (IK).

e Symmetry: Equivalent to using the Figure > Symmetry command. Expand the menu
and choose the desired symmetry. See Pose Symmetry.

e Figure Style: Equivalent to using the Display > Figure Style command. Allows you to
choose the display style for the figure. See The Display Controls and Menu for more
information about the display styles available in Poser.

e Camera View: Equivalent to using the Display > Camera View command. Select the
desired camera view from the context menu.

e OpenGL: Equivalent to using the Display > Preview Drawing > OpenGL Hardware
command. See OpenGL Hardware Acceleration.

¢ SreeD: Equivalent to using the Display > Preview Drawing > SreeD Software
command. See OpenGL Hardware Acceleration.

e Cartoon Settings: Equivalent to using the Display > Cartoon Settings command.
Select the desired cartoon display mode from the context menu. See Cartoon Settings.
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Props Context Menu

lk/ BagOfChips_1
Select »

Memorize Prop

Restore Prop

Lock Object
Hide Object
Show All Figures

Frame Object

Object Style »

Duplicate

Change 'BagOfChips_1" Parent to »

Camera View »
~  OpenGL

SreeD

Cartoon Settings »

Props Context Menu.
» The top line in the context menu displays the name of the selected item.

¢ Select: Expand the Select menu to select the prop or another item from the menu that
appears. A check mark appears beside the name of the prop when it is set as the current
selection.

e Memorize Prop: Equivalent to using the Edit > Memorize command. For more
information, see Memorize.

e Restore Prop: Equivalent to using the Edit > Restore command. For more information,
see Restore.

¢ Lock Object: Equivalent to using the Object > Lock Object command. Allows you to
lock or unlock the transformations of the selected prop. The item is locked when a check
mark appears beside the item. See Lock Object.

» Hide Object: Hides the actor that is right-clicked.

e Show All Figures: Equivalent to using the Figure > Show All command. “Unhides” any
hidden figures or actors.

e Frame Object: Equivalent to using the Frame Selected camera control or the View >
Frame Selected command. See Frame Selected.

e Object Style: Equivalent to using the Display > Object Style command for the
selected element. Choose the desired display style from the submenu. See The Display
Controls and Menu for more information about the display styles available in Poser.

¢ Duplicate: Equivalent to using the Edit > Duplicate command. See Duplicate
on Duplicate.

e Change (propname) Parent to: Equivalent to using the Object > Change Parent
command. Allows you to select a figure, prop, camera, or light as a parent. Choose
Universe to remove the figure parent. See Changing a Parent.
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e Camera View: Equivalent to using the Display > Camera View command. Select the
desired camera view from the context menu.

e OpenGL: Equivalent to using the Display > Preview Drawing > OpenGL Hardware
command. See OpenGL Hardware Acceleration.

¢ SreeD: Equivalent to using the Display > Preview Drawing > SreeD Software
command. See OpenGL Hardware Acceleration.

e Cartoon Settings: Equivalent to using the Display > Cartoon Settings command.
Select the desired cartoon display mode from the context menu. See Cartoon Settings.

Lights Context Menu

For information regarding commands that are specific to lights, see Lighting.

+ Light2
Select »

Memuorize Lights
Restore Lights

Duplicate

Leck Light
~  Light On
w  Casts Shadows
Light Type »

+  Include in OpenGL Preview

Point At...

Change 'Light 2' Parent to »

Camera View »
~  OpenGL

Sreel

Cartoon Settings b

Lights Context Menu.

» The top line in the context menu displays the name of the selected light.

¢ Select: Expand the Select menu to select the light or another item from the menu that
appears. A check mark appears beside the name of the light when it is set as the current
selection.

e Memorize Lights: Equivalent to using the Edit > Memorize command. For more
information, see Memorize.

* Restore Lights: Equivalent to using the Edit > Restore command. For more
information, see Restore.

e Duplicate: Equivalent to using the Edit > Duplicate command. See Duplicate.
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¢ Lock Light: Equivalent to using the Object > Lock Object command. Allows you to lock
or unlock the transformations of the selected light. The item is locked when a check mark
appears beside the item. See Lock Object.

e Light On: Turns the light on or off. A check mark appears beside the command when the
light is on.

e Casts Shadows: Turns shadows on or off for the selected light. Shadows are on when
the option is checked.

e Light Type: Allows you to choose the type of light. A check mark appears beside the
currently selected light type.

¢ Include in OpenGL Preview: Allows the effects of the current light to display in the
preview render in the document window. A check mark appears beside the light if it is
included.

¢ Point At: Equivalent to using the Object > Point At command. See Point At.

e Change (lightname) Parent to: Equivalent to using the Object > Change Parent
command. Allows you to select a figure, prop, camera, or light as a parent. Choose
Universe to remove the parent. See Changing a Parent.

e Camera View: Equivalent to using the Display > Camera View command. Select the
desired camera view from the context menu.

e OpenGL: Equivalent to using the Display > Preview Drawing > OpenGL Hardware
command. See OpenGL Hardware Acceleration

e SreeD: Equivalent to using the Display > Preview Drawing > SreeD Software
command. See OpenGL Hardware Acceleration

e Cartoon Settings: Equivalent to using the Display > Cartoon Settings command.
Select the desired cartoon display mode from the context menu. See Cartoon Settings.

Cameras Context Menu

For information regarding commands that are specific to cameras, see Cameras.

You will need to make the camera visible in the Properties panel before you
right-click to display the camera context menu.
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h/ Main Camera
Select b
Memuorize Cameras
Restore Cameras
Lock Camera
Point At...
Change 'Main Camera' Parent to ¥
Camera View )
~  OpenGL
Sreel
Cartoon Settings )

Cameras Context Menu.
» The top line in the context menu displays the name of the selected camera.

¢ Select: Expand the Select menu to select the camera or another item from the list. A
check mark appears beside the name of the light when it is set as the current selection.

e Memorize Cameras: Equivalent to using the Edit > Memorize command. For more
information, see Memorize.

* Restore Cameras: Equivalent to using the Edit > Restore command. For more
information, see Restore.

e Lock Camera: Equivalent to using the Object > Lock Object command. Allows you to
lock or unlock the transformations of the selected camera. The item is locked when a
check mark appears beside the item. See Lock Object.

¢ Point At: Equivalent to using the Object > Point At command. See Point At.

e Change (camera) Parent to: Equivalent to using the Object > Change Parent
command. Allows you to select a figure, prop, camera, or light as a parent. Choose
Universe to remove the parent. See Changing a Parent.

e Camera View: Equivalent to using the Display > Camera View command. Select the
desired camera view from the context menu.

e OpenGL: Equivalent to using the Display > Preview Drawing > OpenGL Hardware
command. See OpenGL Hardware Acceleration.

e SreeD: Equivalent to using the Display > Preview Drawing > SreeD Software
command. See OpenGL Hardware Acceleration.

e Cartoon Settings: Equivalent to using the Display > Cartoon Settings command.
Select the desired cartoon display mode from the context menu. See Cartoon Settings.
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Background Context Menu

Background

Select

Memorize ¥
Restore ¥

~ Production Frame
Document Style -]

Deformers ¥

Ground Shadows

~  Figure Circle
~ Bend Body Parts

Antialias Document

MotionBlur Document

Carmera View ]
| OpenGL

SreeD

Cartoon Settings »

Background Context Menu.

¢ Select: Expand the Select menu to select the light or another item from the submenu. A
check mark appears beside the name of the light when it is set as the current selection.

e Memorize: Equivalent to using the Edit > Memorize command. For more information,
see Memorize.

¢ Restore: Equivalent to using the Edit > Restore command. For more information,
see Restore.

¢ Production Frame: Equivalent to using the Display > Production Frame command.
See Production_Frame.

e Document Style: Equivalent to using the Display > Document Style command. Allows
you to choose the display style for the entire document. See The Display Controls and
Menu for more information about the display styles available in Poser.

e Deformers: Equivalent to using the Display > Deformers command. Allows you to
show and hide the deformers in the scene. See Using Deformers.

¢ Ground Shadows: Equivalent to using the Display > Shadows command. Turns the
ground shadow on and off. See Shadows.

e Figure Circle: Equivalent to using the Display > Figure Circle command. Toggles the
display of the figure circle around the figure. See Full Figures Context Menu for more
information.

e Bend Body Parts: Equivalent to using the Display > Bend Body Parts command.
Toggles bending on and off in a figure. See Bend Body Parts.
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¢ Antialias Document: Equivalent to using the Render > Antialias Document command.
Smooths rough edges in the rendered image. See Antialias Document.

e Motion Blur Document: Equivalent to using the Render > Motion Blur Document
command. Adds a motion blur effect to the render. See Motion Blur Document.

e Camera View: Equivalent to using the Display > Camera View command. Select the
desired camera view from the context menu.

e OpenGL: Equivalent to using the Display > Preview Drawing > OpenGL Hardware
command. See OpenGL Hardware Acceleration.

¢ SreeD: Equivalent to using the Display > Preview Drawing > SreeD Software
command. See OpenGL Hardware Acceleration.

e Cartoon Settings: Equivalent to using the Display > Cartoon Settings command.
Select the desired cartoon display mode from the context menu. See Cartoon Settings.

Render

The Render icon at the top of the Preview or Render tab is a shortcut to the Render > Render
command. Clicking this symbol will render your entire Poser scene, using the render settings
specified in the Render Settings dialog, and the render engine specified in the Render Engine
Selection menu on the Render tab. For more information on Poser’s render settings, see
Rendering. The render results will appear in the Render tab of the Document.

L3

Render icon.
Area Render

Selecting Render > Area Render enables the Area Render feature, which allows you to select
a specific region of the current image to render, thereby saving processing time.

The Area Render feature allows you to select a specific region of your scene to render, thereby
allowing you to more quickly view the results of changes to one part of your scene, without
having to re-render the entire scene each time. Area Renders appear in the Render tab overlaid
on the window’s existing image at the time the Area Render was taken, so you can view the
rendered area in the context of your entire scene.

Area Render icon.
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To use the Area Render feature, simply click on the Area Render icon at the top of the Preview
or Render tab. The symbol will turn red, indicating that Area Render has been enabled. Then
click and drag within the scene preview area to select the portion of the scene you wish to
render. The results will appear in the Render tab of the Document, using the render settings
specified in the Render Settings dialog, and the render engine specified in the Render Engine
Selection menu on the Render tab. Poser will save the most recently rendered image in the
Render tab, allowing you to toggle back and forth between the Preview and Render tabs,
without losing your rendered image.

Changing Cameras within a Pane

The camera label in the upper left corner of the scene preview tab displays the currently
selected camera for that pane. You can change the selected camera in each pane of the
Preview tab. To do this, right-click the camera name that appears in the upper left corner of the
document window, or right-click anywhere within the desired pane to open the context menu,
and click on the Camera View option.

Show All Figures

Frame Object
Object Style

Duplicate

Change ‘GROUND' Parent to

Camers View > [V Main Camera
Aux Camera
Posing Camera
Dolly Camera

Left Camera

Right Camera

Top Camera
Bottom Camera
Front Camera
Back Camera

Face Camera
LHand Camera
RHand Camera
Shadow Cam Lite 1
Shadow Cam Lite 4
Shadow Cam Lite 2
Shadow Cam Lite 3

Choosing a camera view from the Current Actor menu.

To change the camera view, click your desired option. The view in the selected pane will switch
to your newly selected camera.

Single/Multiple-View Panes

By default, the Preview tab consists of one pane, meaning that you can view your scene using
one camera at a time. You can, however, add up to four simultaneous viewing panes (cameras)
to your Document window using eight customizable layouts, which helps you visualize your
scene in all dimensions.
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« To select a layout, click the Document window Layout menu button in the lower left
corner of the Preview tab, and select your desired layout from the pop-up menu.

» To toggle between single pane and the most recently selected multiple-pane layout, press

[D].

e Press [F] to cycle through all of the available multiple-pane layouts.

Multiple view panes.

 You can resize panes by clicking and dragging their borders. Poser remembers pane sizes
and camera selections if you switch layouts while working on a given scene, and these
selections are also saved when you save your Poser scene.

 To use the same layout every time you launch Poser, select the Previous State option
from the General Preferences dialog as described in . You can also save up to nine
pane/camera layouts using the UL Memory dots (see ).

» Clicking anywhere in a pane makes that pane active. A red border appears around the
active pane.

Tracking Mode

Tracking mode determines the type of preview Poser uses to display an object when you
reposition either that object or a camera. The Tracking Mode pop-up menu in the lower left
corner of the Preview tab offers three tracking mode options. From top to bottom, these are:

e Box: Displays scene elements (figures and props) as bounding boxes all the time, whether
still or moving. This is the fastest way to preview scenes and is useful for rough blocking
work.

» Fast: Displays figures and props in the currently selected display style while they or the
camera are still and as bounding boxes when in motion. This combines an accurate scene
view so you can see before and after images without waiting for each frame to fully
render. Fast tracking can help save time while blocking out scenes and creating
animations.
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e Full: Displays scene elements in the currently selected Document display style at all
times, whether still or animated. This mode is suitable for users with high-performance
computers and for performing fine-tuning on previously blocked-out scenes.

Box and Full tracking modes.

Shadows

Items in your scene can cast shadows on the ground plane, which can help you orient them in
3D space. Disabling shadows can help speed up scene redraw time.

The Shadows button appears in the lower left corner of the Document. Clicking the Shadows
button allows you to choose which shadows will be displayed in the preview window as you build

your scene:

«d Ground Shadows

«b Hardware Shadows
4 Ground + Hardware Shadows

Shadow display options.

¢ No Shadows: Turns shadow display off. This can help improve performance on systems
that have limited hardware resources.

e Ground Shadows: Displays shadows on the ground only as shown in the following
figure.

e Hardware Shadows: Displays more realistic shadows in relation to the lights in your
scene.

The Enable Hardware Shading option in the Preview tab of the Render
Settings dialog must be enabled for hardware shadows to display.

e Ground and Hardware Shadows: Displays both ground and hardware shadows (if
enabled).
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Displaying ground and hardware shadows.

Colors

You can improve your view of your scene by altering the foreground, background, shadow, and
ground colors appearing within the Document window’s Preview tab. The four dots located
along the lower-right corner of the Preview tab allow you to control the following colors,
respectively:

Foreground Ground
Color Color

Background  Shadow
Color Color

Interface options for foreground, background, shadow, and ground colors.

e Foreground: Clicking the Foreground button opens the Poser Color Picker and displays
an eyedropper icon. Pressing [OPT]/[ALT] while clicking this button opens your
operating system’s standard Color Picker. Position this dropper over the color you wish to
select and click it. If you use the operating system’s standard Color Picker, you can alter
the color using numeric values. The Foreground color affects the color of the Silhouette,
Outline, Wireframe, and Hidden Line display modes (see The Display Controls and Menu).
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The color picker.

To use your operating system’s Color Picker, press [OPT]/[ALT] while
clicking the color or click the red-green-blue button in the top right of the

Poser Color Picker.

e Background: Change the Background color as described above. This color affects the
Poser workspace background.

The final render will always display whatever is attached to the Color channel
of the Root Background node. However, if you wish the same image to appear
in the preview render, you must also attach it to the BG Picture or BG Movie
node. For more information about nodes, please refer to Root Nodes.

e Shadow: Change the Shadow color as described above. This color affects the preview
shadow displayed in the Preview tab (if enabled).

» Ground: Change this color as described above. This color affects the ground plane
displayed in the Preview tab (if enabled).

Render Tab

Clicking on the Render tab at the top left of the Document displays the main render window,
where you can see the rendered results of your Poser scene. The Render tab contains the
following controls which are described in the sections that follow:

Render Window controls.
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1.
2.
3.
4.
5.
6.

Render Dimensions: Discussed in Render Dimensions
Quick-scale Menu: See Quick-Scale

Render Engine: See Render Engine Selection

PostFX: See Applying Post Effects to Renders

Render: see Render

Area Render: See Area Render

7. Pan: If the image you have rendered is larger than the render window size, you can pan

the image by clicking and dragging in the main render window. The Pan symbol at the top
right of the Render tab activates this feature. Panning is useful as it allows you to shrink
the Document as needed, such as when entering the Material room, and still have
access to your entire rendered image.

!_. _._._g |

Pan icon.

. Render Options menu: Click the arrow at the upper-right corner of the Render tab to

view commonly-used render commands.

. Render Comparison Image 1: See Render Comparison
10.
11.

Render Comparison Image 2: See Render Comparison

Render Comparison Slider: See Render Comparison

Quick-Scale

The Quick-Scale pop-up menu is along the top left of the Render tab. It offers quick access to
three different render scale options: Full Size, Half Size, and Quarter Size. Note that this
feature is not intended to replace the Render Dimensions menu, but rather is a tool for
facilitating quick render previews, as the smaller scale render sizes require less time to calculate.

Render Untitled

Quick Scaling options.
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Render Engine Selection

Click on the name of the currently selected render engine, along the top of the Render tab, to
display the Render Engine popup menu. This menu allows you to easily switch between the
various renderers included with Poser. To modify the render settings for each render engine,
open the Render Settings dialog by clicking on Render > Render Settings... in the menu
bar (see The Render Settings Dialog for a description of this window).

Untitled

SuperFly
FireFly

Sketch

~  Preview

Selecting a render engine.

Render Comparison

Poser offers convenient render comparison features, allowing you to contrast two different
rendered images within the main render window. Clicking either of the two squares in the lower
left corner of the Render tab brings up a pop-up menu listing the most recent renders by date
and time. By default, the most recent render is set as the Main render, and is checked in the list
under the black square. The second most recent render is the default Compare render, and is
checked in the list under the white square. You can, however, select any render from the list as
your Main and Compare renders. To compare the Main and Compare renders, use the Render
Wipe slider at the bottom of the main render window. Moving the slider to the right displays the
Main render, while moving it to the left displays the Compare render. The default number of
recent renders listed is ten. You can configure this number in the General Preferences dialog.
(See for more information about the General Preferences dialog.)

Select comparison Render comparison
images slider

Render Comparison controls.
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Displaying Recent Renders

You can use the Recent Renders palette to display thumbnails of your most recent rendered
images. This palette can be docked or floating in the same manner as other palettes in your
workspace.

To show or hide the Recent Renders palette, choose Window > Recent Renders. A check
mark appears beside the command when the palette is visible.

From the Recent Renders palette, you can perform the following functions:

e The number of thumbnails that appear in the palette are determined by the Max Cached
Renders setting in the Render tab of the General Preferences dialog. For more information
on this setting see Render Preferences.

¢ Click a thumbnail in the Recent Renders palette to display the selected render in the
Render window. Partially and fully completed renders appear in this palette

» Right-click a thumbnail to display a context menu with the following commands.

e Edit Post Effects: Click this button to open the Post Rendering Effects dialog. For
further information, see .

e Export Image: Opens the Export As dialog, which allows you to save the render in
one of the supported image formats.

e Set Compare Image: Designates the selected image as the image to compare
with another thumbnail for use with the Render Wipe slider.

e Show in Explorer: Navigates to the folder that contains the image, and displays it
in Windows Explorer or Mac Finder.

¢ Delete: Deletes the selected render from the render cache, and removes the
thumbnail from the Recent Renders palette.

¢ Delete All: Deletes all renders from the render cache, and removes the thumbnails
from the Recent Renders palette. You must select at least one thumbnail for this
command to be enabled.

¢ Refresh Thumbnails: Click this button to update the thumbnails that appear in the
Recent Renders palette.

Renders

Main Cal
Edit Post Effects...

Export Image...

Set Compare Image

Show in Explorer

Delete...
Delete All...

Refresh Thumbnails

Recent Renders options.
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The Display Controls and Menu

Poser allows you to select 13 display styles. Selecting a different display style can help you better
visualize your scene and/or add additional artistic interest to your rendered output. You can
select display styles on the scene, figure/prop, or element (body part) level.

¥ Document Display S|

Document Display Style controls.

The Display Controls palette has adjustable width and height, and the controls
auto-wrap to fit the allotted width. If additional height is needed to display all
the controls, a scrollbar appears on the right side of the palette.

Clicking the title opens a pull-down menu with the following options:

+  Document Style
Figure Style
Object Style

Display styles can be set for the entire document, for a single figure, or for an object.

By default, the display style that you select will be applied to the entire document (Document
Display Style). You can also apply different display styles to the selected figure, or the selected
element.

¢ To change the display style for the entire document, choose Display > Document Style
> (display option), or choose Document Style from the Display controls palette and
click the display style icon you want to use. This affects how all scene elements (figures
and props) are displayed unless the display style of a figure or actor is overridden as
described below.
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» To change the display style for the selected figure, choose Display > Figure Style >
(display option), or choose Figure Style and click the desired display type from the
Display controls palette shown above. Selecting the Figure Style option accesses the
Figure Display controls, which causes only the selected figure or prop to display in the
selected style without affecting the other scene elements. To revert the selected actor
back to the document style, choose Display > Figure Style > Use Document Style, or
click the Use Document Style option in the Figure Style display options palette.

¢ To change the display style for the selected element (such as a prop or selected body part
actor on a figure), choose Display > Object Style > (display option), or choose
Object Style and click the desired display type from the Display controls palette shown
above. Only the selected figure or prop will display in the selected style without affecting
the other scene elements. If the selected element is a body part on a figure, you can
revert back to the display mode set for the entire figure by choosing Display > Object
Style > Use Figure Style, or by clicking the Use Figure Style option in the Element
Style display options palette.

Display Styles

By default, Poser renders using the Texture Shaded mode. While rendering high-resolution
output using the currently selected display styles and/or depth cueing, etc. is not directly
supported, you can achieve excellent results using the rendering tips discussed in .

You can apply any of the following display styles as follows:
e Document Style: Applies the selected display style to every item in the current scene.
» Figure Style: Applies the selected display style to the currently selected object.

e Object Style: Applies the selected display style to the currently selected prop or body
part.

Whether you use the Display > Document Style, Display > Figure Style, or Display >
Object Style menu, or the Document Style, Figure Style, or Element Style display control
palette, there are thirteen different display styles from which to choose. They are as follows:

e Silhouette: displays the figure/element only as a cutout.

Silhouette Display Style.

¢ Outline: displays the figure/element only as an outline. When either the entire scene or
an entire figure is displayed in this mode, outlines appear around each actor (body part).
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Outline Display Style.

* Wireframe: displays the figure/element as a polygonal mesh. This mode displays the
actual polygons comprising the figure/element, including polygons that would normally be
hidden from view (such as a figure’s back when viewed from the front).

Wireframe Display Style.

e Hidden Line: displays only the figure/element’s polygons that would normally be visible
from the current camera. For example, if you are viewing a figure from the front, the
polygons forming the back would not be visible.

Hidden Line Display Style.

e Lit Wireframe: displays much the same as the Wireframe display style, except that the
polygons’ colors correspond to the color of the surface material.

Lit Wireframe Display Style.

 Flat Shaded: displays figures/elements using the surface material colors while displaying
the mesh facets.

Flat Shaded Display Style.

e Flat Lined: same as the Flat Shaded display style, except that black mesh lines clearly
denote polygon edges.
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Flat Lined Display Style.

e Cartoon: displays the figure/element using a simulated hand-drawn style. See Cartoon
Settings for more information about this shading style. Poser offers improved Cartoon
display effects in conjunction with the OpenGL hardware acceleration option (see OpenGL
Hardware Acceleration).

—

Cartoon Display Style.

e Cartoon With Line: same as the Cartoon display style, except that figures/elements are
outlined with black lines. See Cartoon Settings for more information.

o

.
L2
Cartoon with Line Display Style.

* Smooth Shaded: displays figures/elements as smooth continuous surfaces with the
material colors.

Smooth Shaded Display Style.

e Smooth Lined: combines the Flat Lined and Smooth Shaded by displaying the polygons
as a black mesh over a smooth surface.

Smooth Lined Display Style.

e Texture Shaded: displays figures/elements using texture maps.
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Texture Shaded Display Style.

e Texture Shaded Lined: displays figures/elements using texture maps, with wireframe
lines superimposed.

Texture Shaded Lined Display Style.

The Display Menu Commands

As the name implies, the Display menu controls how items appear in your Poser workspace,
specifically within the Document.

e Camera View: Choose Display > Camera View to select one of the cameras available
in your scene. See Cameras for more information about the various camera views.

e Camera Layout: Choose Display > Camera Layout to select the number of different
views that you want to display in the document window. See Single/Multiple-View Panes
for more information about multiple views.

¢ Fly Around: This command puts the current camera in Flyaround mode. For more
information, see Flyaround View.

e Frame Selected: The Frame Selected command fits the camera view around the
currently selected actor. See Frame_Selected.

¢ Orbit Selected: The Orbit Selected command rotates the camera around the currently
selected actor. See Orbit_Selected.

e Show Camera Names: Selecting Display > Show Camera Names displays the nhame
of the currently selected camera in the top left corner of the Document’s scene preview
area. Clicking this option again disables this feature.

¢ Production Frame: Selecting Display > Production Frame allows you to specify
whether you wish the production frame to be visible in the Document’s scene preview.
The size of the production frame is determined by the aspect ratio resulting from the
output width and height. See Render Dimensions and Rendering Animations for more
information about configuring the output dimensions for images and movies, respectively.
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Production
Frame

Production
Frame

The Production Frame
e Document Style, Figure Style and Object Style: See Display Controls

e Depth Cued: Depth Cueing adds dimension to scene elements visible in the Document.
When Depth Cueing is enabled, elements farther away from the camera fade into the
distance. See Using Depth Cueing.

e Tracking: Selecting Display > Tracking allows you to set your desired tracking mode.
Please refer to Tracking Mode for more information about tracking modes.

e Deformers: Shows or hides the deformers in your seen. For more information, see Using
Deformers.

e Ground Shadows: Displays shadows on the ground only. For more information see
Shadows.

e Figure Circle: Toggles display of a circle around your currently selected figure in your
scene, which turns red depending on cursor location, allowing you to select the entire
figure. Please refer to Full Figures Context Menu for more information about the Figure
Circle.

e Bend Body Parts: When enabled, adjacent body parts blend together when bent. When
disabled, body parts appear to split apart when bent. See Bend Body Parts for more
information.

e Foreground/Background Color: Selecting Display > Foreground Color or Display
> Background Color allows you to specify the Document’s foreground and background
colors, respectively. You can also do this using the Color controls located next to the
Document. Please refer to Colors for an explanation of foreground and background
colors.

e Show Background Picture: If you have a background image in your scene that was
placed there using either the File menu or by pasting the current figure/prop into the
background, then selecting Display > Show Background Picture toggles displaying
this image on and off.

¢ Clear Background Picture: Selecting Display > Clear Background Picture deletes
the currently displayed background image (if any).

e Paste Onto Background: See Paste Onto Background
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* Show Background Footage: Selecting Display > Show Background Footage
displays imported animation footage in the workspace background.

¢ Clear Background Footage: Selecting Display > Clear Background Footage
removes imported animation footage from your scene.

¢ Use Background Shader Node: See Use Background Shader Node.
¢ Guides: See Guides

¢ Preview Drawing: Selecting Preview Drawing allows you to specify whether you wish
to use OpenGL hardware rendering, or SreeD software rendering, for your scene preview
display. Please see OpenGL Hardware Acceleration for more information about hardware
versus software rendering.

e Cartoon Settings: See Cartoon Settings

¢ Measurement Mode: See Measurement Mode

Bend Body Parts

Selecting Display > Bend Body Parts toggles bending on and off. All body parts are separate
elements (actors). As you change their positions, Poser attempts to maintain continuity over the
entire body. The arm should connect smoothly to the shoulder, etc. Poser achieves these smooth
transitions by bending body parts where they join. However, the bends that work well for a body
part might not work well when applied to figures created from props, or figures that have some
body parts replaced by props (such as replacing a hand with a hook for a pirate character).
Rendering images with bending disabled can cause figures to appear “broken."

When the Bend Body Parts option is off, figures split at the group seams.
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Paste Onto Background

You can paste the contents in your scene into your scene background: This is especially helpful
for planning animation.

You can paste a “"snapshot” of your scene onto the background and make changes.

To do this, first hide the Ground so that your background is visible. Adjust the camera or position
the item(s) as desired, then Select Display > Paste onto Background. If you do this more
than once, each succeeding image supersedes the previous one. This is also true if you import a
separate background image/movie.

Guides

Poser provides several guides to assist you when posing figures. Guides are particularly useful
for helping you achieve a particular perspective more easily. To display a guide, select Display
> Guides and select the guide you wish to display. A check mark appears next to visible guides.
To hide a guide, select Display > Guides and select the guide you wish to hide. Hidden guides
have no check marks next to them. The available guides are described in the following sections.

Ground Plane

The ground plane provides a basic reference of the camera’s position relative to the Poser
workspace. It also helps show scene elements’ vertical positions relative to one another. You can
display the ground plane using the same display style as the rest of your scene or you can give it
its own display styles.
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The Poser 12 background is a hemisphere (or dome) that has two material
zones: Ground and Background. If you want to render an image against a
transparent background, you will need to turn off the ground plane by
unchecking the Display > Guides >Ground Plane command.

Ground Plane
Background

Ground Plane
Ground

The ground plane represents the "zero” point of the scene’s height.

Head Lengths
This guide references the figure’s height. Most people are roughly seven “heads” tall, meaning

that the average head is 1/7th the height of a person. This guide can be helpful when you are
performing body shaping operations such as using morph targets.
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Head lengths are represented by several parallel planes.

Hip-Shoulder Relationship
This guide displays the relationship between the figure’s upper and lower body. It helps you see

the side-to-side, bend, and twist in the hip, abdomen, and chest. This is particularly useful when
editing/viewing your figure using different cameras.
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Hip and shoulder relationship guides.

Horizon Line

This guide references the Poser workspace’s horizon line. You can check camera orientation by
selecting a camera and checking its position relative to the horizon line. The horizon line is also
useful when creating perspective between two or more figures or other scene elements. For
example, if the horizon line crosses the front figure’s chest, arrange all the figures so that the
horizon line crosses their chests as well. This ensures that all figures are on the same plane and
contributes to a viewer’s sense that all figures have their feet on the ground.
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Horizon Line

Displaying the horizon line.

Vanishing Lines

Vanishing lines are an artistic technique for achieving realistic perspective. You can see this is
real life by standing at the corner of a long building and sighting along a wall. You will see that
the roof and the ground appear to converge the farther away you look until they eventually

meet. This phenomenon is one of the things that give objects the appearance of depth in both
real and virtual life.

Vanishing
Lines

Displaying vanishing lines.
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Focus Distance Guide

The focus distance is the distance at which objects appear most in focus. This distance is
individually configurable for each camera. The Focus Distance Guide shows you where the focus
distance for the selected camera falls within the scene, to help you visualize the position of
various scene elements in relationship to the focal plane. For more information on the focal
plane and focus distance, see Camera Parameters.

Focus distance guide.

Cartoon Settings

Display > Cartoon Settings will display the Preview as a cartoon-like image.

The Cartoon Settings command has the following subcategories:
¢ Shading Styles
¢ Comic Book Settings

e Geometric Edge Lines

The subcategories are not mutually exclusive, they can work in combination. Try working
with a checkmark on one sub-category alone until you get some experience seeing the
results before you try combining them. Use your own judgment to decide what
combination works best for the look you are trying to achieve.
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One Tone

Two Tones

Three Tones

Three Tones + Hilight
~  Smooth Toned

Comic Book

~  Comic Book (Color)

~  Geometric Edge Lines

All three sub-categories can be active at the same time.
Shading Styles

The Cartoon Settings shading styles are only visible when Cartoon or Cartoon w/Line is
selected as the Document Style, Figure Style, or Element Style from the Display menu.
These Cartoon Settings allow you to choose between the following options for your preview:

e One Tone, Two Tones, or Three Tones: Presents a flat filled effect similar to
posterizing an image to a level of one, two, or three grayscale values.

e Three Tones Plus Hilight: Presents the image in three levels of gray as above plus a
highlight area.

* Smooth Toned: Presents a smoothly shaded preview without hard boundaries between
values.

Note that these styles affect the Preview display only and will not affect the final render. The
Preview image can be exported to a file. To export the Preview image, select the white triangle
in the upper right corner of the Preview display and then select Export image. See Exporting
Images for more information.

¥ GROUND

Render In Background
Render In Queue

Export ignage...
Reload textures

Reuse Shadow Maps

Clear shadow maps

Render Settings...
Render Dimensions...

Preview Dimensions...

Collisicns >

Click the white triangle and choose Export Image from the menu that appears.
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La Femme and L'Homme have facial body chips that are displayed in the
Preview window by default. To hide them during a preview render;, you will
find a control in the Body actor that turns off the display of the facial, breast,
and buttocks control chips. Expand the Controls group in the Body actor, and
set the Hide <-- Control Handles --> Show parameter to 0 (zero) to hide
the chips.

Comic Book Settings

The Display > Comic Book or Display > Comic Book (Color) commands present a look
similar to a comic book illustration, without the need to assign materials that have Toon IDs.
There are two Comic Book preview modes: Comic Book, for a black and white result,

and Comic Book (Color), for a color result.

The previews include persistent shadowing and improved outlining. Comic Book Settings work
best in Texture Shaded display style but they will also work with the other display styles. Use
the Cartoon display style with a Cartoon Setting checked and a Comic Book Setting
checked if a combination of the two is desired.

There are several ways to enable one of the Comic Book Settings:

e Choose Display > Cartoon Settings > Comic Book or Display > Cartoon Settings
> Comic Book (Color).

e Right-click in the Preview viewport, and choose Cartoon Settings > Comic Book, or
Cartoon Settings > Comic Book (Color).

* See Comic Book Preview Options below for an additional option.

Geometric Edge Lines

The Display > Cartoon Settings > Geometric Edge Lines command toggles edge lines on
or off. Edge Lines surround the figure, like the outline of a comic book figure. Geometric Edge
Lines can be used alone or in combination with the Cartoon Settings and Comic Book
Settings.

See Comic Book Preview Options for additional options for the Edge Lines.
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Comic Book without (left) and with Geometric Edge lines (right).

Comic Book (Color) without (left) and with Geometric Edge lines (right).

To implement geometric edge lines, Poser draws the selected shape in black
color, resizes it, and then removes the front shape to generate the edge line.
Geometric edge lines cannot work with shapes that have transparencies
applied to them, because anything that is transparent will show the black
color behind it. Where a material has transparency set to On (such as trans-
mapped hair or eyelashes), geometric edge lines are disabled.

Comic Book Preview Options

Click the Comic Style Options widget located in the Document Window taskbar as shown in
the following figure.
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Comic Book Preview Options

Geometric Edge Lines

Comic Book Filter
* Mone
Black And White
Color

Threshold

Cartoon Setting options can be selected from the document window taskbar

The Comic Book Preview Options popup displays the following options:

* Geometric Edge Lines: Check this option if you want to give the Comic Book preview an
outline.

e Multiplier: You can increase or decrease the width of the geometric edge line by
entering a new value in the field or moving the slider left to decrease or right to

increase.

e Weld: When enabled, creates smooth toon lines in geometric objects that have
unwelded corners (such as a cube).

e Comic Book Filter:
e None: Turns Comic Book preview off.
¢ Black and White: Creates black and white Comic Book previews.

¢ Color: Creates color Comic Book previews.

e Threshold: Use the Comic Book Threshold slider, to adjust the light/dark contrast
of the comic book preview.

Measurement Mode

You can use the Measurement Mode icon to create or edit one of four different measurement
types. For more information on these measurement objects, see Creating and Using

Measurement Objects.
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Create Measurement - Line
Create Measurement - Angle
Create Measurement - Circle

Create Measurement - Polyline

Measurement Mode - Off

Measurement Mode - Display

Measurement Mode - Edit

Use the Measurement mode icon to create or edit a measurement object.
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The Poser Library

Poser’s hierarchical Library palette provides access to all of the content that ships with Poser
such as figures, props, lights, cameras, etc. It has three tabs: the Library tab that provides
access to the Poser content categories, the Search tab which allows you to search your content
folders for specific files, and the Favorites tab where you can gain easy access to your frequently
used or favorite content items. The Library tab contains ten categories, discussed below. Each
category is further divided into subcategories. You can create and remove categories and
subcategories, and can add and remove content, including your existing content libraries, to/
from the Library palette. See Maintaining Your Library Palette for information on maintaining
your Library palette.

The Library palette consists of four tabs.

e The Library tab contain Poser’s Library content categories. The Categories icons allow
you to access and search through all of the content available to your installation of Poser,
including content included with Poser and any additional content you may have obtained.
The Library tab contains categories (Figures, Props, etc.) and subcategories (Animals, New
Figures, etc.) for organizing your Poser content: You can also organize your favorite
content in the Favorites tab for even quicker access. Use the Library tab to add or remove
elements from your Poser scenes. The vast collection of content included with Poser allows
you start building scenes right away. The Library makes it easy to add existing and new
content collections so that you can find and add any items to your scene. Please refer to
The Poser Library for more information about the Library palette and to Changing the
Library Appearance for information on how to show and hide the various elements in the
Library tab.

¢ The Search tab allows you to perform keyword searches through one or all of your
runtimes. Use the Search tab to perform keyword searches on one or all of your Runtime
libraries. This powerful new feature makes it easier to find the content you want to use,
even in large content collections. You'll find more information in Searching the Library.

Poser ships with a wide array of content that you can use to create thousands
of unique still and animated scenes. You can also use the search feature in
the Library to locate and obtain even more free and for-sale content from
leading 3D marketplaces! Please refer to Searching the Library for more
information.

e The Favorites tab on the Library palette provides quick access to your favorite Poser
content. For more information about adding favorites, see Favorites Tab
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The Poser Library

¢ The Purchases tab allows you to install included content and items that appear in your
purchased items list in your Renderosity account.

The following figure shows the various controls and options that are contained in the Library

palette. You can navigate through the Library list as follows:

» Use the Up and Down arrow keys to move higher or lower in your content tree.

e Use the Right and Left arrow keys to open and close folders.

» Click or select an item in the list to expand the display and view a larger preview of the

content item.
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The Library Window.

1. Library Tabs: Allows you to switch between three views in the Library palette: Library,
Search, Favorites, and Purchases.

2. Category Icons: Allows you to select one of the ten library categories. From left to right,
they are Figures, Poses, Faces, Hair, Hands, Props, Lights, Cameras, Materials and Scenes.

3. Library Selection: Click the Show Library selector to display all runtime folders, or to
display the contents of a single selected runtime folder in the library contents window.

4. Expanded folder: Click the down arrow to collapse the contents of the folder. The
number that appears in brackets at the beginning of the folder name designates the
number of items that are contained within that folder.

5. Collapsed folder: Click the right arrow to expand the contents of the folder. The number
that appears in brackets at the beginning of the folder name designates the number of
items that are contained within that folder.

6. Remove Library: A Remove Library (-) icon appears to the right of the Add Library icon
when you use the Show Library menu to select a Library that you added yourself through
the Add Library command. See Removing Libraries for details.

7. Add Library: Click the Add Library (+) icon to open the Browse for Folder dialog, which
allows you to select additional Library folders that you have stored on your computer.

Page 121



Poser Reference Manual The Poser Library

Content that is created for Poser is typically arranged in a folder named
Runtime, with subfolders beneath that for geometry, textures, and library
items. For more information about creating, installing and accessing additional
library folders, see Accessing Different Content Libraries

8. Item List Panel: The currently selected item is highlighted in blue and displays controls
to add the selected item to the scene or to display item information. If the Item List Panel
is not displayed, the currently selected item displays as a larger icon in the Tree view.

9. Extended Details Panel: Displays a thumbnail, filename, file size, installation date, and
other details about the item that is selected in the library. This information appears in the
XML file that is saved in the same folder as the library content. An Extended Details editor
also allows you to add or edit the metadata associated with the selected content item.

10. Add a Folder (+}: Appears when a folder is selected. Click this button to create a new
folder or subfolder beneath the currently selected library folder.

11. Double Check mark: Click the double-check mark icon to add the currently selected item
to your scene. The double check mark does not appear for every Library category and the
purpose varies depending on the selected category. See Loading and Managing Items
using the Library Icons.

12. Single check mark: Click the single check mark icon to replace the item that is currently
selected in your scene with the item that is highlighted in the library. Functions of the
single check mark button vary, depending on the Library category that is currently
selected. See Loading and Managing Items using the Library Icons.

13. Save to Library (+): Appears when a folder is selected. Click this button to add the item
that is currently selected in your scene into the library.

14. Delete from Library (-): Click this button to delete the library content item that is
currently selected. Note that this button completely removes the library item from the
Library, not from your scene.

15. Add to Favorites: Adds the item that is currently highlighted in the library to the library’s
Favorites tab.

16. Display Options Widget: Click the Display Options widget to expand or collapse the
display options in the bottom of the Library palette.

17. Display Options: Use the Display, Tree, List, and General display options to configure
how content is displayed in the Library palette.

18. Breadcrumb Trail: Displays the library path to the currently selected folder or item. Use
the Up arrow at the left of the breadcrumb trail to navigate up to the previous folder level.

19. Library Display Widget: Click this widget to show and hide the library window.

20. Library Menu: Click the Docking Control icon (the small arrow) in the upper-right corner
to select commands that dock, undock, close, or enable/disable dragging. Refer to
Enabling or Disabling Docking for further information.

21. Search: Enter text to search for and then click the Search button located at the right of
the search field.
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22. Library Refresh Button: Click this button to refresh all of the content in the Library after
you install new or updated content.

23. Expand All and Collapse All buttons: After choosing a library from the Library Selection
list (see #3), click Expand All to display all items in the currently selected runtime. Click
Collapse All to collapse all items in the currently selected runtime.

Displaying the Library Palette

If the Library palette is not open, select Window > Libraries.

» Additional library preferences appear in the Library tab of the General Preferences dialog.
See Library Preferences for a discussion of the settings you find in this tab.

e Commands to dock or float the library appear in the docking options menu,
accessible by clicking the Docking Control square in the upper-right corner of the
Library window.

* When the Library palette is floating, you can position and resize it however you
like. Drag either side of the Library palette across your screen to the desired width.
You can also move the Library palette to a second monitor if desired. For further
instructions on arranging palettes, refer to Enabling or Disabling Docking.

» You will notice a library popup widget in the upper-right corner of the Poser
interface that allows you to show and hide the library window.

The Library Popup widget.

The Library palette allows you to display your content in a variety of ways. You can display your
content in a Tree view, which displays all of the content in your libraries in a hierarchical list. The
tree view appears as shown below if the Item List display is turned off
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Viewing library items in Tree view.

Alternatively, you can undock the Library palette and display content in the Item List panel.

When the Item List is open, a hierarchical tree appears in the left side of the library. When you
select a folder in the tree, its content appears either in a list with a preview thumbnail for each
item, or in a multi-column display of thumbnails that adjusts to fill the width of your library
window as shown below.
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— = Installed: 2/16/2021 = Fi
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List view displays content as a list (left), or as a grid of thumbnails (right).

The section describes how you can customize the appearance of the Library palette to suit your
needs.
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Changing the Library Appearance

A widget appears at the bottom of the Library palette, just beneath the library buttons shown in
the previous figure. Click this widget to expand the Library palette to view the display options
described in the sections that follow:

Tree
Item List Panel
Extended Details Panel

Display

The Library Display Options widget.

Display Options

Tree
Item List Panel

etails Panel
Breadcrumbs
B Log Library Events

‘ Display Tree

Display library options.

Check or uncheck the options listed below, to show or hide the various areas in the Library
palette as desired. These areas are labeled in the following figure.
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Item List Panel

Extended Details Panel

Breadcrumbs, Tree, Item List, and Extended Details in the Library palette.

» Tree: Displays a hierarchical view of the contents of your library. Check or uncheck this
option to show or hide the hierarchical tree in the Library palette. If the Item List Panel is

turned off, thumbnails appear in the tree.

o Item List Panel: Displays the folders and content thumbnails for the folder that is
selected in the tree. The thumbnail display appears in multiple rows and columns that
adjust to the width and height of the Library palette. Check or uncheck this option to

show or hide the item list panel.

e Extended Details Panel: Displays information about the selected item. Check or
uncheck this option to show or hide the extended details.

The Extended Details panel will display basic information such as the product
name, size, the date the file was installed and last modified, and the path to
the file on your computer. Additional metadata can also appear about a library
item if it has been added by the author of the content. Extended details can
include additional information such as author name, copyright information,
usage instructions, and more. Metadata is stored in a file that ends with an

XMP extension.

e Breadcrumbs: Displays the runtime folder path to the selected library folder. Check or
uncheck this option to show or hide the breadcrumbs.
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¢ Log Library Events: Actions and selections performed in the library will appear in the
event log window.

Tree Options

Thumbnails and additional product details appear in the Tree if you have selected to disable the
Item List Panel. The options in the Tree Options section control the size of preview and selected
item thumbnails, details, and other items in the Tree.

Thumbnail Size
Selected Thumbnail Size
Tree Indentation

B Reopen Folders

Show Folder Counts

Display Tree

Tree library options.

e Thumbnail Size: Drag the slider left or right to decrease or increase the size of the
preview thumbnails.

¢ Selected Thumbnail Size: Drag the slider left or right to decrease or increase the size of
the thumbnail for selected library items.

e Tree Indentation: Drag the slider left or right to decrease or increase the amount of
indentation for items and folders that appear within and beneath library folders.

¢ Reopen folders: When checked, folders will remain expanded when you select another
folder. When unchecked, folder will collapse when you select another folder.

e Show Folder Counts: When checked, a number will appear in parentheses to indicate
the number of items that are contained within that folder.

List Options

When the Item List is enabled, thumbnails appear in multiple columns that adjust to fit the width

of the panel. Settings in the List Options section control size of the thumbnail and the placement
of text around the thumbnail.

Thumbnail Size

Horizontal Gap

As Grid

Show Folder Thumbnails

List library options.

e Thumbnail Size: Drag the slider left or right to decrease or increase the size of the
content thumbnails.

e Thumbnail Gap: Adjusts the amount of horizontal space between the thumbnails
¢ As Grid: When checked, displays content in a grid of thumbnails only. When unchecked,

displays contents as a list, with a thumbnail preview and details of each item.
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¢ Show Folder Thumbnails: When checked, a thumbnail of the first item in the selected
folder will appear on the folder. When unchecked, folders will display without a thumbnail.

Details Options

The Details Options tab controls the appearance of the thumbnails in the Extended Details panel.

Max Im

Details library options.

e Show Image: Check this option to display an image of the selected library item in the
Extended Details panel. Uncheck the option to remove the image display.

e Max Image Size: If you have images displayed in the Extended Details panel, drag the
slider toward the left to reduce the size of the image, or toward the right to increase the
size.

Search Options

The Search Options tab provides settings relating to library searches.

Autocomplete

Search options.

Autocomplete: When checked, search terms will automatically complete after enough
characters are entered to determine results that match characters that you enter. When
unchecked, the word will not autocomplete. In either case, search terms that match the
characters that you enter will dynamically appear beneath the search field.

About Library Palette Categories

Poser’s new library allows you to quickly select categories and the items contained within them.

If you are seeking more information related to installed third party Poser
content, please look in the "ReadMe” Folder located in the Poser installed
“runtime” folder. This folder is in the content location that you selected when
installing Poser. There are not ReadMe’s for every specific piece of content,
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but there are some that may help get you more familiar with how pieces of
content were designed to be used together, special features of a piece of
content or in depth details on how to use it.

Click a Category icon to select a Content category. Then drill down in the hierarchical list in the
Library list to select the item you want to add to your scene.

Library Search Favorites Purchases

lfoCueragn

w All

Figures LaFemme and LHomme La Femme Clothing

Category icons help you choose a Library category.

The Library palette categories are described in further detail in topics that follow. Please refer
to Loading and Managing Items using the Library Icons for information on working with Library
palette content.

The default categories are broken down by Poser file type: Figures, Poses, Faces, Hair, Hand
poses, Props, Lights, Cameras, Materials and Scene. Please refer to Poser File Types for a
brief discussion of Poser file types and how they relate to using Poser. When you switch between
categories, the Library remembers which item was selected the last time you used a specific
category.

You can navigate through the Content pane as follows:

* When you reach a content folder that contains items, you can navigate through the
contents in the folder using your arrow keys. Click to activate a selection in the Content
pane, then use the Left and Right arrow keys to collapse or expand folders, and the Up
and Down arrow keys to navigate through the folder contents.

e Press the Refresh button to refresh the contents. This is useful after you install content
while Poser is running.

e The Library popup menu displays nested menus, but you can also click on a folder or
category to switch to it, and then highlight an item to load it.

The Figures Category

Figures are poseable content items that use an extension of CR2 or CRZ. The Figures category
houses your poseable Poser figures. This category contains many figures to work with, including
various types of males and females, children, skeletons, mannequins, stick figures, and animals.
Morph values can be saved with figures if you choose the option to do so while saving them.
Newer Poser figures feature fully articulated hands and feet with movable fingers and toes.
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There are two main types of clothing used in Poser: conforming clothing
(discussed here), and dynamic clothing, which are treated as and found in the
Props library. You'll find more information about dynamic clothing in The Cloth
Room.

Poser includes two versions of both male and female human skeletons. These
skeletons are found in the Additional Figures/Skeletons content folder.
The human skeletons named Ryan and Alyson are designed to conform inside
the Ryan or Alyson figures to create medical illustration effects. These
conforming skeletons will follow the conformed figures’ poses and positions. A
semi transparent version of each character’s texture is found in the Materials
in the Library, so setting up a skeleton inside a figure is easy to achieve using
these pre-configured material collections. The fully articulated M/F skeletons
are accurate versions of the human skeleton with each bone poseable. These
are not designed to conform inside the human figures, but instead work best
on their own.

Library

h Favorites Purchases

flfoCu=y 2@

w All

Figures Poser 12 Content Figures i Figures Legacy Content Mannequins

\

w [l Poser 12 Content [5]
~ il Figures [3]
w gl Additional Figures

w il Legacy Content

» [l Mannequins I
b @l Skeletons [4] Andrea

} @Ml Stick Figures
b @l RPublishing [2]
b @l WalkDesigner [1]
b Ell U'Homme [1]
w il La Femme [4] I \
b il Accessories [1] AndyP11 Mannequin MilkManAndy
b Ml Clothing [1]
b = Poser Pro [2]

The Figures category stores poseable figures, such as humans and animals.

Some models are available in high- and low- resolution versions. Use high-resolution models for
realism, and low-resolution models (these have very low polygon counts) when performance
matters. For example, using low polygon figures instead of high polygon figures in the distance
of a large scene can conserve on your computer resources.

Replacing Figures
If you want to replace a figure or light in your scene with one from the Library palette:

1. Select the figure you wish to replace and click the Change Figure (single check mark)
button.
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Conforming
2. If you are replacing a figure, the Change Figure dialog appears with the following options:

Poser Reference Manual

» Keep modified geometries: Check this option if you have modified the geometry of the
figure with morphs and want to pass the modifications on to the figure that is replacing it.
Props and magnets attached to the figure, and other changes such as groups changed or
added and normals reversed, will be applied to the figure after replacement.

* Keep attached props: Check this option if you have attached props to the figure and
want to attach them to the figure that is replacing it.

» Keep attached deformers: Check this option if you want the new object to use any
deformers (magnets or wave deformers) that you have added to the object that is being
replaced.

* Keep attached figures: When checked, any figures that are attached to the original
figure will remain in the scene and will be attached to the new figure. For example, if you
have Alyson wearing conforming clothing, and then you replace Alyson with Alisha, then
Alisha will wear the same clothing. When this option is not checked, the clothing worn by
the original figure will be removed from the scene when the replacement figure appears.

* Keep current proportions: To have the new figure retain the old figure’s proportions,
check the Keep current proportions checkbox. Leaving this checkbox blank allows the new
figure to retain its own proportions.

Change Figure

The current figure contains customized geometry.

Please select options to include with the new figure type.

Keep modified geometries

Keep attached props

Keep attached deformers
¥ Keep attached figures

Keep current proportions

Change Figure options.

3. After you make your selections, click OK to add the figure.
Adding Conforming Clothing: Automatic Conforming

The simplest way of clothing figures is with conforming clothing. Conforming clothing is
poseable, just like a human or animal figure. This type of clothing is typically designed for a
specific figure (for example, clothing designed for Alyson will not fit or conform exactly to the G2
figures). However, when conforming clothing is “attached” (or conformed) to the figure, it
automatically bends and poses along with the character that wears the clothing.
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Conforming

Conforming clothing automatically “fits” to the character that it is designed for.

Options in the Properties dialog allow you to choose whether or not you want
to include morphs and/or scaling when conforming your clothing to a figure.
For further information, see Figure Properties.

Due to fundamental changes to Alyson 2 and Ryan 2 figures, conforming
clothing created for the original Alyson and Ryan figures will not automatically
conform.

Conforming clothing is rigged like a figure, including the same joint parameters. Some
conforming clothing includes morphs that correspond with the morphs in the figure.

You will find conforming clothing in either the Figure library or the Props library.

* When found in the Figures library (as is typical for older clothing, or conforming clothing
created by third-party content creators), conforming clothing will use a CR2 or CRZ
extension.

e When found in the Props library (as is common for Poser 7 and later, and Poser Software’s
G2 Figure clothing), conforming clothing will use a PP2 or PPZ extension.

You can drag and drop conforming clothing onto a selected figure and the clothing will
automatically inherit the pose of the figure. To automatically conform clothing to your figure,
follow these steps:

1. Click to select the figure in your scene that you wish to clothe. This makes it the active
figure in your scene.
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2.

3.

Adding Conforming Clothing: Manual

Conforming

Locate a conforming clothing item in the desired Figures or Props category. Clothing is
often named for the figure that it is designed to fit (for example, Alyson Pants).

Drag the clothing from the library and drop it onto the figure that you selected in Step 1.
If your figure is posed, you should see the clothing conform to the pose of the figure.

You can use Ctrl+Click or Shift+Click to select more than one piece of clothing
to drag and drop. After making your selection, position the mouse over one of
the selected items and then drop them as a group over the figure . Release
the mouse button when the status bar at the top reads "Add and conform to
(figurename)." The clothing items will load and conform to the figure one at a
time.

Adding Conforming Clothing: Manual Conforming

You can use the Figure > Conform To command to manually conform clothing to any figure in
your scene. The process is as follows:

1.
2.

Select the figure you wish to clothe.

Select a conforming clothing item from the desired Figures or Props category. Clothing is
often named for the figure that it is designed to fit (for example, Alyson Pants).

. If your clothing is in the Figures category, click the Create New Figure button at the

bottom of the Library palette. If the item is in the Props category, click the Apply
Library Preset button. The clothing appears to the scene in its default position and pose.
Alternatively, you can drag and drop from the Library to the Document.

. When added to the scene, conforming clothing appears in the Select Figure menu pull-

down menu (described in ) Select Figure/Current Actor Menus. Verify that the clothing
item that you want to conform is currently selected.

. Choose Figure > Conform To. The Conform To dialog appears, listing all of the figures in

your scene. If the clothing is already conformed, it displays the name of the figure that it
is conformed to.

Select the figure to conform to: None %

¥ LaFemme Pro Girl Gear Pants

The Conform To dialog allows you to select the character that will wear the clothing.

Some tight-fitting conforming clothing may not completely cover the base
figure’s skin, particularly when the figure is animated. You might notice the
base figure poking through areas of the conforming clothing. There are two
ways to correct this problem. The first method is to hide the body part of the
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figure that is poking through by setting the body part as invisible (see Body
Part Actor Properties). The second method of correction is to use the Morph
Brush to raise the clothing over the hole, or lower the body part underneath
the clothing (see Creating Morphs with the Morphing Tool).

6. Select the figure you wish to conform the clothing to in the dialog that appears. Click OK
when finished. The clothing conforms to the figure.

7. Apply a pose to the figure, and the conformed clothing should automatically snap to the
new position.

If the clothing item that you added does not appear in the Select Figure
menu, check inside the Current Actor > Props menu, because you may
have added a dynamic clothing item instead. For further information on using
Dynamic clothing, see The Cloth Room.

You can also use conforming clothing without a figure. Conforming clothing is
treated like any other Poser figure and can be added to the Poser workspace
and posed/animated just like any other Poser figure.

The Poses Category

The Poses Library palette category houses poses (*.PZ2), which actually fit into several
different categories.

e Figure Poses
e Material (or MAT) Poses
e Other Pose Types

¢ Saving Poses with Animation Layers
Figure Poses

Poses were originally designed as pre-defined poses (standing, sitting, working, and so on) that
you could apply to your currently selected figure. Pose files store pose information for an entire
figure, including its hands (see below for more information). They contain joint positions for
each of the figure’s joints (such as Left EIbow bend 45 degrees).
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When adding a pose to a figure, facial expressions are not applied, even if
they are included in the Pose file. This preserves any work you have done to
your face prior to applying the pose. To apply facial expressions, choose items
from the Face category in your library. If the pose contains morph settings
they will override the values on the figure to which they are applied.
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Use presets in the Pose category to pose your characters.

To add a pose to a figure:

1. Select the figure (not its clothing) to apply the pose to.
2. Open the Poses category and highlight the pose that you want to apply to the figure.

3. Choose one of the following options:

» Click the single check mark button to apply the pose to the selected figure when the pose
was created specifically for that figure.

» Drag and drop the pose from the Library to the figure. A tooltip displays the name of the
character as your mouse hovers over it. Release the mouse when the tooltip displays the

correct character name.
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After posing, the clothing also poses with the character.

Poses that are set-up for figures with standard rigging may not apply correctly
when uses with figures provided with Poser 7 and later.

Poses that were created in Poser 6 or earlier versions applied specifically to a
particular figure. For example, a pose you may have created for the James
figure may not work correctly when applied to the Kate figure due to the
different joint setups between the two figures.

Material (or MAT) Poses

Third-party content creators sometimes use Material Poses (or MAT files for short), as an
alternative to MC6 material collection files. MAT Poses apply preset textures and shaders to a
selected figure or object. They are typically found in the Poses library.

If you need help with MAT files, please refer to the file creator (if you
purchased or obtained a MAT file, for example) or to one of the many online
resources.

Material collections, discussed in The Materials Category, are the preferred method for saving
complete materials for a figure or prop to the Materials library.
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Other Pose Types

Though not as common as figure and MAT poses, you will also find a mixture of other types of
pose files in the Pose Room. Like MAT poses, these are generally created by third-party content
creators. Other uses for Pose files include:

* Many legacy Poser characters include Specialty poses that zero a figure, add deformers,
turn IK off of the legs and arms, and lock or unlock the toes. Third-party content may or
may not include similar poses.

Library Search Favorites Purchases
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Specialty poses perform specific functions that help with posing and fitting clothing.

IKOffLegs IKOnLegs

* MOR poses, which apply character morphs and settings to a figure.
« INJ and REM poses, which inject or remove injected morphs into or from a figure.

When you are not certain what a pose type is used for, check the Readme file (which usually
accompanies the third-party product), or contact the individual that created the product.
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Saving Poses with Animation Layers

If you are saving a Pose set that contains Animation Layers, the Save Frames dialog will include
a Select Layers button. Click this button to select the animated layers that you want to include in
your scene. For more information on Animation Layers, see Layers Tab.

Save Frames

2 Single Frame
@ Multi Frame Animation

Start Frame E
End Frame

Select layers

Additional options for poses that have animation layers.

The Faces Category

The Face Library palette category houses facial expression files (*.FC2), which can be applied
to your currently selected figure.

Face files contain parameter settings that activate facial morph targets (see Creating Custom
Parameter Palettes for information about morph targets) to create the expression. These files are
the same as if you manually adjusted each of the face dials available for your current figure, or if
you use the Random Face poses in the Library, except that they apply preset values at once,
saving time.

Poser Face directories contain full facial expressions (Angry, Disgust, Fear, and so on). You can
also dial these individually, by facial region (eyes, lips, cheeks, and so on). To do so, you typically
click on the head to find the full set of facial morphs. Any combination of these head/face morph
targets will be stored in the Face category when you add a new entry.

Facial expressions are often designed for a particular figure, since each figure
can have different facial parameters available. For example, an expression file
created for the Poser 6 Male figure (James) may not work on Ryan, because
Ryan has far more available facial parameters.
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Face poses made in Poser 10 or earlier will not work on La Femme or
L'Homme because the latter figures use face control chips for expressions
instead of morphs. Their faces contain several control props (also known as
body handles) that control eyes, eyelids, nose, mouth parts, jaw, cheeks,
brows, and so on. For more information about creating and using control
props, see Using Control Props.

To add a facial expression:

1. Select the figure to apply the expression to.
2. Locate the desired facial expression in the Face library.

3. Double-click the selected facial expression, or click the Apply Library Preset button, or
drag the selected expression from the library to the character. The facial expression on
your figure changes.

Library Search Favorites Purchases
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Expressions for your characters are found in the Face category.
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The Hair Category

The Hair Library palette category houses hair files, which can be applied to your currently
selected figure. Hair created for one figure may or may not fit or work with other figures.

Search Favorites Purchases
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The Hair library stores many different types of hair for your characters.

Poser allows you to save hair in three different formats:

Conforming Hair

Conforming hair uses a CR2 extension, and is created for specific figures using the same bones
and joint centers as the figure it conforms to.

To add conforming hair to your figure:

1. Select the figure to which you want to add hair. Or, if you want to replace an existing hair
with another selection, select the hair you want to replace.

2. Select the desired CR2 conforming hair from the Library palette.

3. Use the single or double check-mark at the bottom of the library palette as follows:

« If adding hair to a figure that currently does not have hair, use the single checkmark to
add the hair to the figure. Or, drag and drop the hair from the library to the figure's head.

* To replace the currently selected hair in the scene, use the single checkmark to replace
the selected hair.

» To add additional hair to the scene, use the double checkmark to add the hair from the
library to the figure. Hair that was already in the scene will remain.

Conforming hair can appear in the Hair library, but older conforming hairs may
appear in the Figures library.
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If you are trying to use conforming hair that was made for another figure, you
may find that it doesn't sit on the head correctly. As an alternative, unconform
the hair, and then use the Figure > Set Figure Parent command to attach the
conforming hair to the head. This is best done when the base figure is in its
zero position.

To translate conforming hair, use the Translate dials in the Head actor of the hair. For example,
the YTrans dial will transform the hair up and down.

The YTrans dial in the hair's Head parameters will translate the hair up and down.
Prop Hair

Prop hair is a modeled and textured OBJ file that typically uses an HR2 extension. Sometimes
you can also find hair that uses a PP2 extension, which you can find in either the Hair or Props
library.

Prop-based hair with an HR2 extension is a special kind of prop that automatically attaches itself
to a figure’s head. You can choose from a number of styles in the Library palette. Once
assigned, hair moves with the figure’s head. Some newer hair models that come with Poser are
morphable, as are many third-party hair props. It is common to use Transparency Maps to
improve the look of prop-based hair.

Prop hair is not poseable, but it may also include morph parameter dials in the Parameters
palette (see Prop Parameters), allowing you to specify its scale and position. Some hair also
includes morph target parameter dials that allow you to, for example, swing a ponytail as a

character walks.

To add prop-based hair (HR2 or PP2 extension) to your figure:

1. Select the figure to which you want to add hair.
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2. Select your desired hair in the Library palette.

3. Click the Apply Library Preset icon, or drag the hair from the library to your scene. The
hair is added to the figure.

If your figure already has prop-based hair, adding a new HR2 hair will replace
the old. You can, however, use more than one PP2 hair prop at the same time
on the figure.

Prop-based hair automatically attaches to a figure’s head, and is geometry-based.

While prop-based hair usually orients itself to the angle and rotation of the head, you may need
to reposition the hair to precisely fit the figure’s head (especially if it was created for another
figure as is the case in this example). To do this, use the Current Actor pull-down menu to select
the hair, then use the hair’s Trans parameter dials as necessary in the Parameters palette.

Strand-Based Hair

Poser’s Hair room (see The Hair Room) allows you to create real strand-based hair. Strand-based
hair uses an HR2 extension.

You can create as much or as little hair anywhere you like on any object in your scene and can
even use it to add fur, lichens, grass, and many other effects. Please refer to The Hair Room for
more information about strand-based hair and the Hair room.

Strand-based hair created in the Hair room cannot be saved to the Library
palette unless it is saved with underlying geometry such as a figure or skull
cap.
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By default, strand-based hair requires significant computing resources, so you
should be careful not to overload your system. Please see the detailed
information about the Hair room for more information.

The Hands Category

This Library palette category houses hand (*.HD2) files, which can be applied to your currently
selected figure. Hand files are subsets of Pose files that only contain positioning information for
the hand and its children (fingers). Hand poses contain both finger positions and wrist positions.

Library

h Favorites Purchases

Tio0@Merq s

w All

p4 sign |

» @l Poser 12 Content [0]
} il Downleads [0]
} @M Purchases [0]
w il Included [11]
» Il alyson [2]
p Ml cartoon [2]
» M don [54]
» mll figures [2]
b il james [24]
b Wl jessi[23]
b Bl judy [53]
v [l poser originals [5]
b Ml p2 fig hands [20]
} Ml p4 basic hands [2|
» il p4 counting [€]
b Ml p4 hand puppets [
» Wl p4 sign language |
b mll rvan[2]

The Hands category stores poses that affect the hands and fingers.

Not all figures hands are created using the same number of joints. Ryan and
Alyson contain an additional joint at the knuckle and older hand poses may
not work correctly on their hands. Additionally, Hand poses saved using Ryan
or Alyson may not apply to older content correctly.

If you apply a pose file to a figure then apply a hand, only the hand positions
will change. If, however, you apply a hand file to a figure followed by a pose,
the pose application will override the positions specified by the hand file.

To add a hand pose to a figure:

1. Click the figure to which you want to apply the hand pose.
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2. Select the Hands category in the Poser Library, and select the hand pose that you want to
apply.

3. Click the Apply Library Preset button at the bottom of the Library palette, or drag the
hand pose from the library to the character to which you want to apply the pose. A dialog
asks if you want to apply the pose to the figure’s right hand or left hand. Click either
button to apply the pose.

The Props Category

This Library palette category houses props (*.PP2), which are loosely defined as static or
poseable objects that are not figures. Items such as swords, balls, canes, furniture, walls, some
types of clothing (such as dynamic) and other non-conforming items fall into this category. You
will also find conforming clothing items in the Props library.

Library Search Favorites Purchases

TidoouBe +*an

w All

Props Included 3d scene sets cybertenko vincent bedroom

p [l Poser 12 Content [2] Vcents i leatiod 7
» M Downloads [0] g
} @M Purchases [0] ‘ P
~ @ Included [17] [
w il 3d scene sets [9] |

» WM applejack [1] Brown Coat
b il blue tree studio [2
» Ml buildings [1]
w il cybertenko [1]

» @l vincent bedrool

Chair_1

» [l dante78's product:
b Ml jeffersonaf [3] Green Coat
» Ml rpublishing [12] s
b il shaaramuse3d [2] iha m
b Ml simon-3d[1] ! -
} Ml cartoon [29] i
» @l clothing [15] o
b il furnishings [25] Picture 1 Fiure 2 Picture 3

The Props library includes many elements for scene building.

For more information about Dynamic Clothing, see The Cloth Room.

Adding Props

To add a prop to your scene:

1. Open the scene to which you want to add the prop.

2. If you want to replace a prop that is already in your scene with another prop from the
library, select the prop in your scene that you want to replace.

3. Choose the Props category from the Library palette.
4. From the Library palette, select the prop you want to add to the scene.

5. Click the Apply Library Preset (single check mark) button.

Page 144



Poser Reference Manual The Light Category

6. By default the prop appears in the center of the scene in its default position. You can use
the Translate dials in the Parameters palette to reposition the prop to the correct spot
in your workspace.

A prop added to a scene.

If you wish to have the prop move with another scene item (such as a tennis
racket moving in concert with the figure’s hand), you need to specify a parent
for the racket. Please refer to Changing a Parent for directions on setting a
parent for an object.

The Light Category

This Library palette category houses lights (*.LT2), which includes the nhumber, color, position,
and other lighting attributes. Please refer to Lighting for a description of Poser lights.

Library Search Favorites Purchases

Tiotuesraes

w All

Light } Poser 12 Content } Poser Superfly Lights
w [l Poser 12 Content [4]

b Ml 3DSublimeProductions
} @Ml Basic Light Sets Poser
» i HDRVFX [4]

il Poser Superfly Lights [
» @ Downloads [0] Dramatic Overhead
il Purchases [0]

il 'ncluded [13]

il La Femme and L'Homme
Ml Hair [4]

il Frops [41]

il Resources [5] Paramount Profile Rembrandt
» WM Hair 2 [0]

v v v v w w

Several lighting presets can be found in the Lights category.

The Camera Category

This Library palette category houses cameras (*.CM2), which includes all Poser cameras, their
positions, and other attributes. Please refer to Cameras for information about Poser cameras.
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Library Search Favorites Purchases
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w All
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il Camera Sets [13]
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il Hair [0]

il Props [37]
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il Hair 2 [0]

il P12Fabrics [0]
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bottom extreme fisheye fisheye
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The Camera category stores different settings to position cameras in your scene.
The Materials Category

Poser’s Material library provides an easy way to apply preset materials to the items in your
scene. You can navigate through the items in your library, and then drag and drop compatible
materials from the Library to the objects in your scene. As you drag your material into the scene,
a tooltip displays the name of the actor in your scene. Release the mouse when the tooltip
displays the correct actor name.

When saving materials to the library, Poser offers two methods for storing material definitions for
an entire figure in a single file. Both of these methods can save considerable time, since they
can apply colors and maps to an entire figure simply by loading them from the Library palette
instead of having to add them one by one.

This Library palette category houses materials (*.MT5), which include all Poser materials and
any associated shader trees created or loaded into the Material room. Materials and material
collections can be dragged from the Library and dropped onto an object in your scene.

The Material Collection (MC6/MCZ) file format was designed as a fully integrated replacement for
MAT pose files. Additionally, Poser includes a built-in compatibility feature, which enables you to
simply change the extension of your MAT files to MC6 or MCZ, and Poser will recognize them as
Material Collections.
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Library Search Favorites Purchases
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Use the Materials category to apply different textures and materials to the items in your scene.
¢ Adding Materials to the Library Palette
¢ Adding Material Collections to the Library Palette

Adding Materials to the Library Palette

Poser offers the option of saving either single materials, or grouped material collections from a
single figure, to the Library palette.

To save single material to the Library palette:

1. Open the Material room.

2. In the Library palette, select the desired Category/Subcategory that will store the new
material.

3. Move the mouse into the Preview window, where it turns into an Eyedropper tool. Use the
eyedropper to “pick up” the material that you want to save. The material settings appear
in the Edit view in the Material room.

4. Click the Save to Library icon (+) at the bottom of the Library palette.
5. In the New Material Set dialog, select the Single Material radio button.

6. Enter a name for the Material and click OK. A square showing the single material appears
in the currently selected Material library category/subcategory.
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Adding Material Collections to the Library Palette

Poser also allows you to save some or all of the materials for a single figure together in a
Material Collection, in addition to saving single materials individually. Simply select the
Material Collection option in the Add to Library dialog, as described below, and choose which
materials you would like to include in the collection. Like MAT files, Material Collections provide
the convenience of grouping materials in a single file, and also offer the added benefit of
seamless integration into your Poser workflow. Please refer to The Material Room for information
about the Material room.

To save Material Collection to the Library palette:

1. Open the Material room and select your desired category/subcategory.

2. Move the mouse into the Preview window, where it turns into an Eyedropper tool. Use the
eyedropper to “pick up” one of the materials in the object that uses the material collection
that you want to save. The single material that you clicked appears in the Edit view in the
Material room.

3. Click the Add to Library icon (+) at the bottom of the Library palette.

4. In the New Material Set dialog, select the Material Collection radio button, and click
the Select Materials button to open the Select Materials dialog.

5. Choose which materials you would like to include in your collection from the list presented
in the Select Materials dialog, and click OK. Select All and Select None buttons are also
provided to add or clear all materials in the selection set.

6. Enter a name for the Material Collection and click OK. A small thumbnail of the object with
your material settings appears in the currently selected Material library category/
subcategory.

The Scene Category

The Scene category allows you to load or save complete scenes. This is especially useful when
you want to work with objects that are inter-related to each other, or which use dependent
parameters to interact with each other. It also allows you to load complex scenes or a complete
set design -- including lights, cameras, and props in the background -- with a single click.

¢ Adding Scenes from the Library

¢ Saving Scenes to the Library
Adding Scenes from the Library

You can use the Scene category in the library to open a scene, or to merge content from an
existing scene into your current project. Follow these steps:
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1. Open the Library and select the Scene category.
2. Create or navigate to the folder that stores the scene you want to use.

3. Choose one of the following:

¢ Click the Load New Scene (single check mark) button to replace the contents of the
current scene with the scene contents in the library. This is the same as using the File >
Open command. You will be prompted to save any unsaved changes in the existing
project before its contents are replaced.

¢ Click the Import Scene (double check mark) button to add the contents of the scene in
the Library to your current scene. This is the same as choosing the File > Import >
Poser Document/Prop command. Everything from the imported scene will be added;
however if a light in the existing scene is named the same as a light in the imported
scene, it will be replaced with the light from the imported scene.

Saving Scenes to the Library

Saving the scene into the library allows you to easily find and reuse projects that you have
previously created, and also makes it easier to share complete project settings with others.

Search Favorite! Purchases

T4do®uwae 2 g

w All

Included

p @M Poser 12 Content [0]
) @@ Downloads [0]
p @l Purchases [0]

w gl Included [7]

w il 3d scene sets [1] = &
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) [ gardenfireplace

Ell meetingpoint [

il metalrealm [5]

il gueenslanding Scene 04

»
»
b Ml mogulfantasy [J -
»
»

il romantichedro

The Scene category allows you to use or save complete scenes into the Library.
To save a scene to the library, proceed as follows:

. Open the Library and select the Scene category.

. Create or navigate to the folder that will store the new scene.

. Click the Add to Library icon (+) at the bottom of the Library palette.
. In the New Set dialog, enter a name for the new scene.

. Check the Include Custom Dial Palettes or Include Graphs options as applicable.

o A W N =

. Click OK. A small thumbnail of the scene appears in the currently selected Scene library
category/subcategory.
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Maintaining Your Library Palette

You can maintain your Library palette by adding and removing items to and from the Library
palette, as described below.

Creating Subfolders

You can create new subfolders in the library to store your content. Follow these steps:

1. Use the Show Library menu to select <All > libraries, or the library to which you want to
add the folder.

2. Click the category icon that applies to the subfolder you want to create. For example, if
you are using the new folder to store a Prop, select the Prop category.

3. Highlight the folder beneath which you want the new folder to appear.

4. Click the Create New Folder icon located at the bottom of the Library palette. You are
prompted to enter a name for the new folder.

5. Enter a new folder name and choose OK. The folder appears in the Library palette.

Mew folder name
My Customn Clothes

Creating a new Library subfolder.

Adding Items to the Library

The following section provides some notes on saving content in general.

Saving an item to the Library palette adds the appropriate item to the currently selected
category/subfolder. The actual file location of your saved item will display along the bottom of
the Library palette when you select the item by clicking on its preview image once it has been
added to the Library. In addition, when you save content to the Library, a basic set of metadata
is saved along with the object. This metadata appears in the Library’s Extended Details panel
when it is displayed. For more information about the Extended Details panel and metadata, see
Adding Extended Details to Library Content.

To add an item to the Library palette:
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1. Select your desired category/subcategory.

2. Click the Save to Library icon (+) at the bottom of the Library palette.
|

Save to Library button.

3. Complete the dialog that follows (see following subtopics for information on category-
specific dialogs).

4. Enter a name for the new Library palette item and click OK. You may be prompted to
select a subset of actors for inclusion in the saved item, depending on the item type being
saved (poses, expressions, props, lights, cameras or material collections). Please refer to
the following sub-topic for information on selecting actors.

5. Depending on the Library palette category being saved to, you may be asked if you wish
to save additional information.

* When saving poseable figures to the Characters library, you will be prompted to
enter a name for the library item. After entering the name you will be prompted to
choose which geometry file the entry will use. Choose A new geomtry file saved
with the library to save the geometry file in the same folder as the CR2. The
geometry OBJ file will be named the same as the library item. Choose The original
figure geometry file (Content Developers Only) to reuse the OBJ reference
that is already present in the file.

* When saving Poses, you will be asked if you want to include morph channels (such
as facial expressions, muscle bulges, etc.), body transformations (trarnsformed body
parts, for example), and scales.

Please select additional information you want to save in this pose:

Morph Channels
Body transformation
¥ Scales

Additional information for poses.

6. Saving morph channels will preserve all adjustments you might have made to any morph
target parameters. You may also be asked whether you wish to save Body
transformations; this option will preserve any modifications to parameters on the “Body”
actor. Custom parameter palettes are discussed further in Creating Custom Parameter
Palettes. Graphs are discussed in Using Graphs.

Set Name: | [\ [STS3

Include Custom Dial Palettes
Include Graphs

When saving content, you may be prompted for additional information to be saved.
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You need to take care when saving morph channels and body transformations
with poses that you will distribute to others. If your pose is designed as a
regular pose that reposes the figure (for example, from standing to sitting), in
most cases you do not want to include body transformations or morphs that
will affect the settings of the figure that is in another user’s scene. On the
other hand, if your pose is meant to set morph targets for a custom figure,
you want to include morph channels in the pose set. Consider using the File
> Export > Morph Injection command in Poser to save poses that inject
character morphs. For more information, see Saving Morph Injection Poses.

7. Poses and Faces can save animated data (such as an animated pose like swinging a golf
club). To select only the current frame, select Single Frame. To save more than one frame
of animation, select Multiple Frames and enter your desired starting and ending frame
numbers. If you are adding an animated pose that includes animation layers, the Select
Layers button will be enabled. Clicking this button opens the Select Layers dialog, which
allows you to specify which layer(s) you wish to save with the pose. Click OK when you
have finished making your selections.

Save Frames

' Single Frame
@ Multi Frame Animation

Start Frame IEl
End Frame

Poses can be saved as still poses (a single frame), or as animated poses (multiple frames).

Your new item will be added to the Library palette and will be accessible whenever Poser is
running. Poser also automatically generates an editable .PNG format preview image based on
Camera position. You can make a better preview image by positioning the camera to focus on
the item you're saving.

To add dynamic cloth to the Library palette, add it as you would any other
prop. For strand-based hair objects, you must either save a Poser scene file
(PZ3) with your hair object in it or grow hair on a prop and save that prop to
the Library palette.

Adding Actors to a Library Palette Entry

When you save Poses and Faces to the library, a Select Subset button appears in the New Set
dialog, allowing you to specify which actors to include in the library file. This allows you to create
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poses that affect only a part of the figure (for example, a pose that only affects the arms and

hands, rather than the entire body of a figure).

Poser Reference Manual

If you opt to select a subset of actors within your scene for saving to the Library palette, the
Hierarchy Selection dialog appears, allowing you to specify the actors you wish to include in your
new Library palette entry.

Select objects

Selectitems to include = b

¥ O & UNIVERSE
® @ GROUND
- @ @ LaFemme Pro
= @ T Body
# O @ GoalCenterOfVass
b & €Hip

Select Al
|

Cancel 0K

You can include or exclude specific body parts from saved poses.

The list of actors appears hierarchically, just as it does in the Hierarchy Editor window (see The
Hierarchy Editor). You can expand collapsed hierarchies by clicking the right arrow next to a
collapsed branch, and can collapse expanded branches by clicking the down arrow next to an
expanded branch. The right and down arrows in the upper right section of the Select Objects
dialog will expand or collapse the entire hierarchy tree.

To include an actor in your new Library palette entry, check the box to the left of your desired
actor. Clearing an actor’s checkbox excludes it from the Library palette entry. Excluding an actor
that is a parent of one or more actors excludes the children actors as well.

Adding Items to the Library Palette (Manual Method)

You can also add items to the Library palette by creating folders and subfolders in the Poser
hierarchy and adding your items directly to those folders. Please refer to Poser File Structure for
more information about the Poser file structure.

This is an advanced feature that should only be undertaken by advanced
Poser users who are familiar with creating custom content. Manually adding
Library items could result in misplacing files, which could cause these Library
items to be invisible and/or unusable. Bondware, Inc. cannot provide technical
support for people who manually create content folders. If you purchased
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content and are unable to get it to appear in the Library or if it has other
errors, please contact the content creator.

Deleting Items from the Library Palette

To delete an item from the Library palette, select it by clicking its preview image, then click the
Delete from Library icon (-) at the bottom of the palette (see below for an image of the

Library icons).
Tshirt
| Size: 21.9 MB
Installed: 7/21/2020 6:25:04 PM
Modified 7/21/2020 6:25:05 PM

D:\Content Poser\LaFemme and LHomme\Runtime\libraries\Character\La Femme
“Clothing4RPublishingWeork and Leisure\Farmer\TShirt.cr2
Show in Explorer

Delete from Library icon.

You can only delete content that you have added to the libraries yourself.
Content installed with Poser is protected and cannot be deleted.

Deletions are permanent! Be sure you really want to delete the selected item.
If you have not saved your content elsewhere (such as archiving the source
files), the deleted content will be permanently lost. You cannot undo content
deletions.

Installing Content from a Zip Archive

When you purchase Poser content, it is frequently arranged in the appropriate Runtime
subfolders for you, and is packaged in ZIP file format. The File > Install from Zip Archive
command allows you to unzip content from a ZIP archive. The dialog prompts you to choose any
library that is currently configured in your library preferences, including external libraries. You
also have the option to specify a folder that is not yet configured.

To install content from a zip archive:

1. Choose File > Install from Zip Archive.
2. Locate the ZIP file that you want to install.

3. The Install Options dialog appears, and prompts you to choose an install location
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Library Icons
e Runtime: Use the dropdown list to select one of the Runtime folders that you have
configured in your Library palette. The dropdown list also includes libraries that you have
added as External Runtimes as described in Adding Libraries.
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e Other: After selecting the radio button, enter a path to create a folder in another location.
For example, if you want to create a runtime folder named Test Folder on your D: drive,
enter D:/Test Folder. Then you can add that library as an external library as described
in Adding Libraries.

4. Click Install to unzip the file to the specified location. The zip file will be unzipped to the
location you specified.

If you prefer, you can unzip the contents of the Zip file to your desktop (or
other location). Most zips arrange the contents beneath a standard Runtime
folder. Drag the Runtime and all folders beneath from the Zip to the Parent
folder of your choice. For example, if you have a folder on your D: Drive
named La Femme Clothing that already has a Runtime folder in it, place
the zip contents (its Runtime folder and beneath) into the La Femme
Clothing folder.

Loading and Managing Items using the Library Icons

The Library icons appear at the bottom of the Library palette. Certain Library icons are only
available for specific categories.

From left to right, these icons are:
* Single check mark: Clicking the single check button serves different functions as
listed below:
¢ Figures Category: Changes the selected figure.

* Poses Category: Applies the pose to the figure for which it was originally
designed.

» Faces: Applies the selected face expression to the currently selected figure.
e Hair: Adds selected hair to the scene.

* Hands: Applies a hand pose to the currently selected figure. You are prompted to
specify right hand or left hand.

e Props: Adds the currently selected prop to the scene.

e Lights: Replaces the existing lights in the scene with the currently selected light
set.

e Cameras: Applies the camera settings to the camera.
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e Materials: Applies the single material to the currently selected single material in an
object; or, applies a Material Collection to all materials in the current object.

Poser Reference Manual

e Scenes: Closes the current scene and replaces it with the scene you are adding
from the library.

o Wi
Double check mark: The double check mark button appears for the following
categories and serves the purposes listed below:

* Figures Category: Creates a new figure in the scene. Typically used to add
additional human characters, clothing, and other poseable figures.

e Poses: Same as single check mark.
e Lights: Adds the lights in the library to those already present in the scene.

e Materials: Adds the selected material or material collection to the currently
selected object material. You can use the double-check mark to add partial materials
such as compound nodes into an existing material.

e Scene: Keeps the content that is currently in your scene, and adds the additional
content from the selected library item.

* Add a Folder: Click the Add a Folder (+) button to create a folder beneath the
currently selected Library folder.

* Add to Library: Clicking the Add to Library (+) button adds the selected item to the
Library palette.

* = Delete from Library: Clicking the Delete from Library (-) button removes the
selected item from the Library palette.

* Add to Favorites: Click to add the currently highlighted library item to your Favorites
list.

Placing/Adding Items to the Poser Workspace

In addition to using the library icons as discussed in the previous section, you can also drag an
item from the library and drop it into your scene.

You can also select multiple items into the library and add them to your scene at the same time.
Click to select the first item, and then press the Shift key (Windows or Mac) to select a
contiguous range of thumbnails between the first and last items you selected. You can also
CMD-click (Mac) or CTRL-click (Windows) to add additional items to the selection. Then drag
or drop the additional items into your scene.
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Adding clothing to a figure.

When you drag and drop content from the Library into your scene, an information bar will
appear beneath the menu bar at the top. This information bar provides information about which
target the dragged item will affect. For example, you can use the information bar to determine
which character a pose will be applied to, or which character you will conform clothing to.

(1 Untitled - Bondware Poser (64-bit)
File Edit Figure Object Displa Render  Animation Window

* Girl Gear Shirt

Main Camera

An information bar displays information about drag and drop targets in your scene.
Removing an Item from the Poser Workspace

To remove an item from the Poser workspace, first select the item to remove by either selecting
it in the Document or using the Current Actor pull-down menu (see Select Figure/Current
Actor Menus), then press [DEL].

Accessing Different Content Libraries

Poser contains two Libraries: Runtime (contains the content that shipped with your copy of
Poser) and Downloads (a default folder for added third-party content).

Poser content libraries are arranged in Runtime folders, which contain many
different types of components that are used in Poser. In addition to content
such as figures, props, hair, and poses, Runtime folders can also contain
scripts, interface files, plug-ins, and other application-critical data. The
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collection of different types of elements in a Runtime folder is known as a
Library.

You may add as many Libraries as you wish. This feature allows you to store Poser content in
different folders and/or different drives, making content management more powerful than ever.
Also, should you need to reinstall Poser for any reason, you can do so without affecting your
custom Libraries. You can access each of your Libraries using the Library palette.

¢ Adding Libraries
e Switching Libraries

¢ Removing Libraries

Adding Libraries

As mentioned earlier, Poser creates Runtime and Download libraries during installation,
dependent upon which content you elect to install during installation. There is also a great deal
of third-party content available for Poser, and if you have acquired a large collection you may
find it necessary to arrange your content into multiple library folders. Then you can use the
following process to make your additional folders appear in the Library palette.

Generation of thumbnails will be affected by the number of runtimes you add
as external runtimes. This issue is more noticeable on Mac computers, where
the number of external runtimes is limited to no more than 996.

Poser will perform top-level indexing when new Runtime libraries are added. A
yellow circle appears underneath the Search icon when the library is being
indexed. Searches performed during indexing may not include all results until
after indexing is complete.

By default, Poser triggers indexing upon first launch. You can optionally
configure Poser to refresh indexing any time you launch the library. You'll find
this setting in the Library tab of the General Preferences dialog, as described
in Library Preferences.

Library indexing will also be initiated when you refresh library folders. Adding
an item to the Library will also initiate indexing in the directory to which the
item was added.
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Runtime folders have a structure similar to the following:

Runtime
Geometries
(vendor or product folder)
OBJ files for product
Libraries
Camera
(vendor or product folder)
CM2/CMZ and PNG thumbnails for cameras
Character
(vendor or product folder)
CR2/CRZ and PNG thumbnails for characters
Face
(vendor or product folder)
FC2/FCZ and PNG thumbnails for faces/expressions
Hair
(vendor or product folder)
HR2/HRZ and PNG thumbnails for hair
Hand
(vendor or product folder)
HD2/HDZ and PNG thumbnails for hands
Light
(vendor or product folder)
LT2/LTZ and PNG thumbnails for lights
Materials
(vendor or product folder)
MT5/MZ5 or MC6/MCZ and PNG thumbnails for materials
Pose
(vendor or product folder)
PZ2/P27Z and PNG thumbnails for poses
Props
(vendor or product folder)
PP2/PPZ and PNG thumbnails for props
Scene
(vendor or product folder)
PZ3/PZ7Z and PNG thumbnails for scenes
Textures
(vendor or product folder)
Texture image files for product

Poser products do not always contain all of the above-mentioned folders beneath the Runtime
folder. For example, if you are installing a piece of clothing, it might add files in the Geometries,
Props, and Textures folders but not in the others.

As an example of creating a new Library on your hard drive, assume the following:

* You have collected dozens or hundreds of items that relate to several different figures. You
want to arrange them into different libraries that make the content easier to find.

¢ You have an external hard drive D: that has lots of room to store content. You decide you
want to install all of your content there.
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 You create a Content folder to store all this content. Beneath that Content folder, you
create other subfolders to store each of the content types you want to organize. The
folders can be named for a specific figure (Miki 3, Terai Yuki, etc) or type of character
(Monsters, Animals, etc), or even a theme (Anime, Horror, Sci Fi, etc). Arrange them
in any way you like. The following example demonstrates this:

Your external runtime structure might look as follows:

D:

Content
Aiko
Animals
Anime
La Femme
L'Homme
Miki
Monsters
Victoria
Michael

Now you want to install all of the content that relates to one figure (such as the Miki 4 figure).
You extract/install all of your Miki 4 clothing, hair, and other related content into the D:
\Content\Miki folder. The ZIP file usually includes the Runtime folder and all of the associated
geometry, library, and texture files. The final path to the runtime folder is D:
\Content\Miki\Runtime as shown below.

Browse For Folder *

Add runtime

Mia A
A4 Miki
v Runtime

hd Libraries
Camera
Character
Collections
face
Hair
hand

Folder: Miki

Make New Folder Cancel

Adding a Library folder.
To add this example Miki Library to Poser, you would proceed as follows:

1. Open the Library palette if it is not open.
2. Click the Add Library button (+) to open a standard Browse for Folder dialog box.
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Library Search Favorites Purchases

HifioGwuee x@¢s

w All

Figures ) LaFerme and LHomme Coming J
¥

B RPublishing ) Crux

The Add Library icon.

3. Select the hard drive that stores the Library files you want to add (for our example, you
would choose D:)

4. Navigate to the folder that stores the Runtime folder and its subfolders. Do not select the
Runtime subfolder, select its parent folder. For our example, you would expand the
Content folder, then choose Miki).

5. Click OK to add the new Library.

When adding existing Poser libraries to your Poser Library palette, you must
preserve your Runtime folder name and structure (<drive > :\<folder >

| <subfolder > |Runtime\|<folders >. Navigate the Browse dialog to your
desired Runtime folder. The added Library will appear using the name of the
folder containing the Runtime folder.

Poser allows you to create your own folders to store your own poses, material
settings and other creations, or so that you can organize library items to your
liking. See Creating Subfolders.

Switching Libraries

To filter content between loaded Library Runtimes, click on the Show Library menu, which is
located along the top of the Library tab of the Library palette. Doing so will open the Available
Libraries pop-up menu, from which you can display the contents of any single Library, or of all
your runtime libraries.

Click to expand and Add
select library Liprary

Library, h Favorites Purchases

TR AR XA
'S

Paser 12 Content
Downloads
Purchases
Included

Hair

CruX CruX Boots

ArmstrapL  ArmstrapR

1" N

LaFemme and LHomme [¥

L]

You can add and access external libraries from the Library palette.
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Removing Libraries

The Remove Library button appears in the upper right portion of the Library tab. You cannot
delete the default libraries that are installed with Poser, but can delete any external libraries that
you add yourself.

Deleting libraries only severs the link between the Library folders and the Library palette. It
does not remove any of the folders or content from your hard drive. This protects your data
from accidental deletion and allows you to reuse Libraries at need (such as from removable
drives).

Library Search Favorites Purchases

HioGwuso e 2@

w All

LaFemme and LHomme

Figures
RPublishing

p @l OOT Clothing |
w il RPublishing [3.

LaFemme and LHomme

b = 1-Pc Suit 137 Props

Click the Remove Library icon and choose the library to remove.
To remove a library:

1. Click the Remove Library button (minus sign). This expands to display a list of the
runtime folders that have been added to your library. Libraries that are grayed out are
those installed with Poser, and cannot be deleted.

2. Click the runtime name that you want to detach from the library. The name of the library is
removed from the list, and its contents no longer appear in the Library.

If you want to remove the Library from your hard drive completely, you will
need to do this manually by deleting the folder and contents from your hard
drive. Exercise extreme caution when deleting library folders from your hard
drive, as they will be irretrievably lost.

Adding Extended Details to Library Content

Extended details files use an XML extension, and are typically saved when you first save your
content to the Poser library. The XML file will have the same filename as the library content item
that was saved.

Content creators can add a variety of informative descriptions to their content. This content will
appear in the Extended Details panel when an item is selected in the library tree or item list. The
extended details panel also allows you to edit or add additional details to the XML file directly
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from Poser. If you do not have the Extended Details Panel displayed in the library, expand the

Library Settings widget and check the Extended Details Panel option in the Display tab.

Poser Reference Manual

Enable the Extended Details Panel display in the Library Display Options panel.

Click the Edit button to add or edit existing details. You can add any or all of the following
pieces of information for any library content item:

You can also use the to add extended details to one or more objects at a

Tshirt

| Size: 21.9 MB
Installed: 7/21/2020 6:25:04 PM
Modified 7/21/2020 6:25:05 PM

D\Content Poser\laFemme and LHomme\Runtime\libraries\Character\la Femme
\Clothing\RPublishing\Work and Leisure\Farmer\TShirt.cr2

[Show in Explorer]

Tags I}

Format cr2
Type
Title TShirt

Creator

Click the Edit button to add or edit extended details for the selected content item.

¢ Tags: Keywords that can help users find your content in Library searches.

Multiple entries in Extended Details fields must be separated with commas.

e Format: By default, adds the file extension to the library item type (CR2, PZ2, FC2, and
SO on).

e Type: The type of item (such as Conforming clothing, Dynamic clothing, Conforming Hair,
Dynamic Hair, Audio File, Video File, Background Image, etc.)

e Title: By default, adds the name of the library item (without the extension).
e Creator: The name or names of the primary content creator.

e Contributor: The name or names of others who contributed to the creation of the
content.

¢ Rights: List allowable uses or restrictions of use here.

¢ Rights Holder: List name of the person who has copyright to the item. Optional
information can include contact information such as web site or email address.

¢ Created: Creation date (added by default when content is first saved to the library)
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e Has Version: Version number of the content (such as 1.0 for first release, 1.1 for first
update, etc).
e Audience: If content is applicable to specific audiences (Children, Adults, General, etc)

e Instructional Method: If you have any special directions for use of this item (other than
render settings which are listed separately below) you can add them here.

e Subject: If content pertains to a specific theme (Sci Fi, Fantasy, Historical, etc)

* Requires: If there are any special requirements to use this content, such as other content
purchases or figures, or other renderers, enter that information here.

¢ Characteristics:
¢ Gender: Gender of character or clothing.

e Conforming: True if conforming clothing. False if other type of content (human figure or
animal, props, dynamic clothing, dynamic hair, etc).

* Render Settings: Enter text for suggested render settings here.

e Content Category: Enter the library category type (Figure, Prop, Hair, etc).

Metadata Builder

You can use the Scripts > Metadata Builder command to edit extended details for one file,
one folder, or one runtime. Settings that you change will be applied to the current item, to all
items, or to selected items. This helps you build metadata files for your content very quickly.

Metadata properties are arranged in four tabs:

» Poser Description: Sets properties such as content name, age restrictions, theme,
library category, figure gender, figure height, ethnicity, conforming (yes or no), and
characteristics.

e Poser Usage: Sets real world object type, name of item required, required by, group
name (is part of), usage instructions, dependency type, frame count (for animation or
animated pose)

e Creator and Owners: Sets creator name, and additional creators (modeler, rigger,
texture artist, scripter, and tester). Click the New contributor button to add other
contributor types. Fields are also provided for publisher name, rights holder, and usage
restrictions.

¢ File Description: Sets file format (Poser library file type), resource identifier, creation
date, version number, and file size.
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[JESRB Age rsting £SRE Age rating

@Everyone Oeen (13+)

OMature (17+) O Adults only (18+)
[ Theme of item Oscifi o sy
Ouian  Clfuturstic O Actual Clerotic
DlHeavy meta CiMedieval DlHelloween
New...

[lPoser Library category Poser Library category

@Auto OCharacter OPose  OFace
OHair OHand  OProps  Olight
OCamera  OMaterials O Shaders

Figure gender

© Female OMale O Not applicable:

Metadata Builder:

Searching the Library

The Search tab in the library allows you to perform a keyword search in your local content
libraries. You can perform the search in all or selected categories.

La Femme

La Femme

La Femme Fit

No Results

You can search the library for specific search terms.

To perform a Library search, follow these steps:

1. Switch to the Search tab in the Library.

2. Enter a single keyword (such as Roxie) or a series of keywords (such as La Femme) in the
Search field at the top.

3. Enable or disable options to Local, or Store by clicking the associated buttons shown
below.

¢ Local: When enabled, content on your local hard drives will be displayed in the search
results. When disabled, local files will not be included.

* Renderosity: Searches the Renderosity store for items that fit the search terms.

¢ PoserSoftware: Searches content installed with the Poser software for results that fit
your search terms.
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Searching the Library

A working Internet connection is required for the Renderosity store search and
preview features to function correctly.

Q Local @ Renderosity () PoserSoftware Sort by- w Name

Library Search Favorites Purchases

Category

B Expressions
B Hair

@ Hands

B Props

B Light

B Camera

Tempting I'La Femme Fits !LaFemme Fit:
LaFemme eadme Readme

Readm:

LaFemme ILaFemme LaFemme

Library Search Favorites Purchases
Local () Renderosity {§ PoserSoftware

La Femme Pro - L'Homme Pro - Poser 12 La Magie 1
1.1 Pro Base V.2 Physical USBE

ititaed Beach

Boulevard
Beach for Poser

]

ose - Japanese Fancy
Femme School Uniform

Maiara Hair for
Femme and

Renderosity search results

Purch:

i L =~ i :
Anime Girl for  Anime Girl for La Femme La Femme Pro
La Femme and La Femme and  Starter Bundle Bundle

La Femme Pro  La Femme Hair
Base Figure Bundle

Poser Software search results
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There may be a delay in showing all results in the search pane while local and
remote content is being indexed. A small yellow icon will appear in the right
side of the search pane while indexing is in process.

Incdexing in progress

B = .-
When content is being indexed, a small yellow icon appears in the right side of the search pane.
4. Check or uncheck options as follows:

» To perform a search in specific categories in your local Library, check or uncheck Figures,
Pose, Expressions, Hair, Hands, Props, Light, Camera, Materials or Scene as
needed to find the content you are looking for. When you select specific categories you
can exclude them again by unchecking the option, or by clicking the categories you want
to exclude at the top of the search results window.

 To search through all categories, uncheck all of the Category boxes.

Library Search

Q Local @@ Renderosity
% Fic

Clothing EIf For La Femme
LaFemme

When searching your local library, you can include or exclude specific categories.

5. Press Enter, or click the Search button at the right of the search field. Poser performs a
search for the content that you specified, and search results appear in the Content pane.

6. If you performed a Renderosity search, click a thumbnail in the search results to navigate
to the product page on Renderosity.com.

Favorites Tab

The Favorites tab allows you to quickly add your favorite content to library folders that you
create yourself.

To add an item to the Favorites tab:

1. Highlight the library item that you want to add to favorites.

2. Click the Add to Favorites button at the bottom of the Library palette. An Add to
Favorites dialog appears.

3. Select an existing Favorites folder, or choose <<New Folder >> to create a new
Favorites folder. Enter a name for your new folder and click OK. The new folder appears in
the Favorites tab and your item appears within it.
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L:%\Poser 11 Content\Runtimelibrari¢
[Show in Finder

Edit

Add a selected item to your Favorites folder.

Purchases Tab

The Purchases tab in the library displays a list of content that is included with Poser, or
purchased from your Renderosity store account, or content that is installed with Poser.

Install Al Uninstall Al Check for new purchases

Reinstall

The Purchases tab.

As content files are downloaded, they will be temporarily stored in your user
Downloads folder. After the download completes successfully the zip files will
be removed.

Options are as follows:

o Filter purchases: Enter text in this field to display files that contain the word(s) in your
filter.

o Install All: Installs all content, including gifts that you received under your Renderosity
account.

If your Renderosity account has a large number of purchases, we recommend
that you use the Install button for each item you want to install. Otherwise all
purchases in your Renderosity account will be installed.

e Uninstall All: Uninstalls all content, including gifts that you received under your
Renderosity account.
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e Check for New Purchases: Click this button if you have purchased new items from
Renderosity since you opened Poser. This allows you to see new purchases in the library
without restarting Poser.

¢ Logout: (Renderosity content only) Click to log out of your Renderosity account.

Installing from the Purchases Tab

To install purchases from the Purchases tab, proceed as follows:

1. Open the Library to the Purchases tab.

2. Choose the radio button for the type of content you want to install:

e Included: Displays a list of zip files that are included with the Poser installation. Click the
Install button next to each item to install one item at a time. After installing, you can
reinstall the content at any time by clicking Reinstall.

* Renderosity: When selected, you will first be prompted to log in to your Renderosity
account. After logging in, the products that you have purchased from Renderosity will be
displayed in the pane. Click the Install button for each item you want to install. The
product will be downloaded and installed into the Poser 12 Content > Purchases library.

If you prefer to install your Renderosity purchases to another location, log into
your Renderosity account through your Web browser and download the Zip
files to a location of your choice. Then follow the instructions mentioned

in Installing Content from a Zip Archive.

e PoserSoftware: Displays a list of files that you purchased from PoserSoftware.com. You
will be prompted to log in to the site before downloading.

3. Click the Install button next to the product you want to install.

Library Search Favorites

® included ©O Renderosity @

Filter pui 15es:

Install Al Uninstall Al Check for new purchases

Logout

e & Maiara Hair for La Femme and more
) - 33.2 MB

& Install

Reinstall

me Iptense - poses

@i Hair for La Femme and more
= 46.9 MB

Install

B Fluttershy for LaFemme
90.8 MB

o/ gl Install

Install button in Renderosity purchases.

4. The product zip files will download to your Windows or Mac Users > username >
Downloads folder, in a parent folder named Poser Downloads. There will be subfolders
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named Included, PoserSoftware, and Renderosity, depending on the type of content you
are installing.

<« Users » » Downloads > Poser Downloads » ~ | O 2 Search Poser Downloads

A Name Date modified Trpe

File falder
File folder
File folder

Included
PoserSoftware
Renderosity

isformer Conversions

Zip files download locations in Poser Downloads folder.

Figures Poser 12 Content
w gl Poser 12 Content [6] (e}
p @l Figures [3]
il L'Homme [1]

) @l LaFemme [5]
il New Figures [0]
» @l Poser Pro [2]
» @l Poser Pro Tutorial [2]
il Downloads [0]
w il Purchases [1]

w il La Femme [1]
» @l Hair [1]

w il Included [27] -,
» @l 3D Scene Sets [6] 'lg
p @l Additional Figures [5]
La Femme

Installed locations in Poser content library.

After the ZIP files are properly installed, the ZIP files will be removed from the
Poser Downloads folders shown above. The installed content can be found in
the Poser 12 Content, Purchases, or Included folders in your Poser 12 Content
Library.

5. If the ZIP files contain content that does not install into a typical library hierarchy location
(such as templates or other content that does not fall into standard library folders), Poser
will inform you that the zip files were unable to automatically install the content. The ZIP
files will remain in the Poser Downloads folders mentioned in the preceding step. Click the
Manually Install button and follow the steps to install the content in the location that

you specify.
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e @ Modular 3D Kits: Overgrown Temple
I B 8 Ruins
— A 186.8 MB

Install
Reinstall

WERIEN AT EE
PP_Lupinus_Obj_178700.zip

Manually Install:
PP_Lupinus_TPL_178702.zip

Manually installing ZIP files that cannot automatically install.
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Posing Figures

This chapter explains how to pose figures and the tools you'll use while doing so. Posing is the
process of bending, twisting, and pulling a figure into new and fantastic positions. You can even
create movies by changing poses over time.

General Posing Principles

A pose has two aspects: how the body parts move relative to the rest of the body (such as
raising or lowering an arm, your shoulder, upper arm, forearm, hand, and fingers are moving
relative to the rest of your body) and the figure’s position relative to the Poser workspace (such
as walking around a room). Poser’s Editing tools (The Editing Tools) allow you to move body
parts, figures, and props by simply clicking and dragging. It doesn’t get any easier!

When posing in Poser, you're working in all three dimensions. Your only limitations are specific
motion limits placed on joints to keep poses realistic. Enabling limits prevents, for example, a
figure’s knees from bending backward or the head from twisting 360 degrees. However, you can
disable limits and put your figures into any position you can imagine.

Posing and Camera Views

Most Poser figures (Version 3 and later) allow you to pose faces and hands (expressions,
gestures, etc.). Poser includes Face and Hand Cameras (see ) that zoom into these areas for
close-up work.

While posing, you can switch cameras to view your work from many different angles and can
even select up to four simultaneous camera views in the Document (see The Document
Window). It is recommended that you select the Posing camera while working, thus saving the
Main and Auxiliary cameras for your final shots, particularly if rendering animations.

The Pose Library

You can add poses you create to the Pose Library, as described in Saving Poses in the Library, or
you can apply still or animated poses from the library to your currently selected figure as
described in The Poses Category.
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Translation

Translation moves multiple body parts by pulling them in a chain. To visualize this, imagine a
person lying down with their arms out to their sides. If you were to take hold of the hand and lift
it, at first only the affected arm would move. Keep moving higher, you'd lift the shoulders, chest,
hips, and eventually the whole person off the ground. Poser’s Editing tools work this way. Drag
any part and connected parts follow. Parts move, bend, and twist as you would expect them to.

When you pull one body part, connected parts follow.
Inverse Kinematics (IK)

Poser’s Inverse Kinematics (IK) features help you achieve realistic poses and add natural-looking
motion to your animations. IK effects are most apparent when using the Editing tools.

To enable IK for your figure, select Figure > Use Inverse Kinematics and select the chain
you wish to enable. You will see the chains you created as well as the standard Poser chains (if
you added chains to a standard Poser figure). A check mark appears next to each enabled IK
chain. To disable IK, select Figure > Use Inverse Kinematics and select the chain you wish
to disable. You can also open the Hierarchy Editor and check and uncheck the boxes next to
each IK chain in the list to enable and disable IK.

To demonstrate how IK works, try this:

« Create a scene and load the default character (in this case, Andy is still configured as the
default).

¢ Use the Figure > Inverse Kinematics command to make sure that IK is on (it is on by
default).

e Use the Translate/Pull tool or the YTran parameter dial to translate the hip upward on the
Y Axis so that the feet move up off the floor.
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e Then move one of the feet to the side with the Translate/Pull tool. You'll see an outline
appear of where the foot once was. That is the IK goal. The foot will move into that
position wherever possible.

With IK enabled, the feet move to the position of their IK goals whenever possible.

The purpose of IK is to make it easier to pose or animate the arms and legs of a figure. For
example, when IK is on, you can translate the hip, and the legs bend to accommodate the new
hip position without changing the positions of the feet. Arms behave similarly: Place a figure’s
hands against an imaginary wall and move the hip forward. The arms bend while the hands
remain fixed in position. For more information on IK, see Understanding IK.

You can use IK or not in your animations, however it is a global setting. If
enabled on a figure’s limbs, it’s on for the duration of your animation, and vice
versa. You can turn it on or off while you work, but the final state is what will
“'stick” in your final animation. Toggling IK on and off can affect your
animation, it’s best to pick an option before starting to animate and stay with
it to avoid having unexpected changes occur in your animation. Please refer to
Inverse Kinematics (IK) for more information about Inverse Kinematics.

Understanding IK

Kinematics is the study of motion velocity, rotation, and position. In terms of structures such as
arms and legs, kinematics is used to calculate how actions taken at a structure’s root determine
the position and rotation of the other end. For example, hold your arm straight and rotate your
shoulder joint. Kinematics calculates the change in position of your arm, hand, and fingers. If
you know the angle by which you rotated your shoulder, you can calculate your arm’s new
position.
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It follows that Inverse Kinematics studies the same problem from the other end: The extremity
moves, and IK determines how the objects joined to it must respond in order to support the new
placement. If you raise your hand straight out to the side, your hand, arm, and shoulder must
move to accommodate your hand’s new position. Or if someone was to grab your hand and
push, your arm would bend while your body remains still.

Poser supports IK for the arms and legs. With IK enabled, you can translate the hands and feet
and achieve appropriate arm and leg positions automatically. IK creates targets to indicate the
end of the chain. When the hands or feet move, the target is set to its new position. Moving any
other body part keeps the target in its original position relative to the rest of the body. Once the
target is reached, the end of the chain is fixed and the other parts must bend to accommodate
the hand or foot position. For example, a foot reaches its target and the knee bends.

To work effectively with IK, you need to keep the following things in mind:

e Enable (turn on) IK when you are working with the Editing tools. You can toggle Inverse
kinematics (IK) on and off for the following limbs:

¢ Right Foot
e Left Foot
¢ Right Hand
e Left Hand

Enabling IK on a pose created with IK disabled may alter your pose.

« To toggle IK on or off for a limb, select Figure > Use Inverse Kinematics > limb,
where limb is one of the four limbs. A checkbox next to a limb indicates that IK is active
for that limb, and vice versa.

higure | Ubject Lhsplay Hender Amimabion Window Scnipts  Help
Skinning Method ting Setup

Set Figure Parent... Render depth
Conform To... " Key Softbox

Use Inverse Kinematics > |+ Right Foot

Use Limits ~  Left Foot

Auto Balance Right Hand

Lock Figure Left Hand

Lock Hand Parts | —

You can enable or disable IK for the legs and hands.

e The Rotate, Translate, and Twist tools may not behave as you might expect for some
body parts. For example, you cannot easily rotate or translate a thigh or shin when IK is
enabled for that leg because the foot’s position takes precedence. This behavior
corresponds to real life: When you stand, your feet and legs support your body, meaning
that you cannot arbitrarily move or rotate them. This consideration applies to both the
Editing tools and the parameter dials.

¢ You cannot use IK and the Chain Break tool (see Chain Break) on the same limb.
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Limiting Motion

Selecting Figure > Use Limits toggles parameter limits on and off. Please refer to Editing
Parameter Dials for information about setting limits for parameter dials. The figures included
with your copy of Poser have realistic limits applied to them, meaning that you can't, for
example, bend a knee backward. Limits are disabled when this option is toggled off.

Most recent Poser figures have limits set for each joint, which are based on
typical limits that each joint bends, twists, or rotates. When you develop
poses for your characters, it is generally good practice to develop your poses
when Use Limits is enabled. This helps you to reproduce realistic joint
positions, and aids in producing poses that are more realistic.

Figure Object Display Render Animation Wint
Skinning Method b

Set Figure Parent...

Conform To..

Use Inverse Kinematics *
Use Limits
Auto Balance

Lock Figure

The Use Limits option keeps body parts within preset range limits.

The Use Limits option keeps body parts from moving beyond natural ranges of motion. The
figures that come with Poser have realistic limits that were set when the figures were rigged.
Third-party content may or may not have realistic joint limits. If you have questions about a
particular piece of content, please contact the content’s creator or the marketplace where you
purchased the content. “Natural” is a subjective definition. The limits for Poser figures are a
rough guideline that may or may not look right to you. You can customize maximum and
minimum limits using the methods described in Editing Parameter Dials.

Select Figure > Use Limits to toggle limits on and off. A check mark next to this option
indicates that limits are being enforced, and vice versa.

Posing a Figure

The easiest way to pose a figure is to use the Editing tools as described in The Editing Tools.
The part will move based on the part selected, your currently selected Editing tool, your camera
angle, and whether or not IK is enabled. You can also use the parameter dials on the
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Parameters palette to precisely move parts. Most poses are created using the Editing tools to
get the rough position followed by the parameter dials for fine adjustments.

Posing Body Parts

Like their real-world counterparts, Poser figures are made of body parts connected by joints.
Posing a figure is as simple as moving body parts to create a new position or pose. Body parts
are independent, and each considered an actor in its own right. This concept holds true no
matter what the figure looks like (snake, 2-legged, 8-legged, etc.). There are some special
posing cases:

¢ Hands (see Posing Hands)
* Faces (see Posing Faces with Morphs and Posing Faces with Bones
¢ Eyes (see Posing Eyes)

¢ Animals (see Posing Animals)

Selecting Body Parts

Before you begin posing figures, you need to know how to select the body part Actor(s) you
wish to move in order to create your still or animated pose. You can select body parts using the
Editing tools, the Current Actor pull-down menu, or by clicking the desired part in the
Document window. Each of a figure’s body parts is a poseable element.

The selected body part is outlined when selected.

The Select tool in the Editing Tools palette allows you to select a body part
without affecting the current pose. See Select.

If you right-click (Windows) or Apple key-click (Mac) within the Document
window, a pop-up context menu brings up a menu listing all the body parts
positioned under your mouse cursor. You can select your desired body part
directly from this list, without having to interrupt your workflow or change
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your camera view. This process also makes it easier to select a specific actor
in areas where many objects overlap.

Using the Editing Tools

To select a body part using the Editing tools, click your desired tool then click the body part you
wish to pose. The currently selected body part is highlighted in the Document and labeled in
the Select Figure and Current Actor menus in the top left corner of the Document.

Click a body part with an editing tool to select it.

Using the Parameters/Properties Palette

You can also select body parts using the selection menu that appears at the top left corner of
the Parameters/Properties palette. Click the arrow at the top-left corner of the palette to
display the menu. Here you can select any of the following:

* Any body part for the currently selected figure.
» The Body Actor of the currently selected figure.

¢ Any props connected to the currently selected figure (such as hair, jewelry, articles that
are parented to it, and so on).

¢ Any of the cameras in the scene.

e Any of the lights in the scene.
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A selection menu appears at the top of the Parameters/Properties palette.
Using the Current Actor Pull-down Menu

To select a body part Actor using the pull-down menus:

Preview Render Untitled

* LaFemme ¥ Chest

Main ( .mera

Select Current
Figure Actor

Select Figure and Current Actor menus.

Body Parts ¥ Hip
Waist
Abdomen
~  Chest
Chest Parts ¥
Right Thigh
Right Shin
Right Foot

Props
Control Props
Cameras

Lights

oW W

Drill through submenus to select your item.

1. Select the desired figure using the Select Figure pull-down menu.

2. Select your desired body part using the Current Actor Item pull-down menu.

This method can be preferable if your scene has several figures and/or detailed body parts (such
as poseable fingers and toes).

Page 179



Poser Reference Manual The Editing Tools
If there are too many actors or scene elements displayed in the Current

Actor pull-down menu, you can increase the Hierarchical Threshold value in
the Interface tab of the Preferences dialog.

The Editing Tools

The Editing tools appear as follows on your Poser workspace:

Select Tool

Doae s
= i

The Editing tools.

See Tools and Shortcuts for a list of shortcuts relating to the Editing Tools.

The tools presented in the above image are available within the Pose Room.
The availability of individual Editing tools will vary in different Poser rooms.
Additional Editing tools available in different rooms will be discussed in the
relevant chapters of this manual.

As described in Setting Up Your Workspace, you can locate the Editing tools wherever you like
on your Poser screen and can display or hide the title. The tools will auto-wrap to fit the allotted
width or height of the palette. Tool tips are displayed at the top of the palette that reveal the
name of the tool when you hover your mouse over it.

The Editing tools let you move body parts in many different ways. A tool’s effect can vary
depending on whether or not Inverse Kinematics (IK) is enabled. Please refer to Inverse
Kinematics (IK) for information about IK. Editing tools can pose an individual body part or a
complete figure.

The Color, Grouping, View Magnifier, Morphing, and Direct Manipulation tools
serve other purposes than posing and are discussed later in this chapter.

The Editing tools work on an entire figure, or on a body part Actor on a figure.

» To pose a body part, select it and drag.

 To pose the entire figure, use one of the following methods:
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« Click and drag on the desired Editing tool and the entire figure will move according
to the tool that has been selected.

e Select your desired Editing tool, then select the Figure Circle surrounding your
desired figure and drag. The Figure Circle is highlighted when selected, indicating
that you are working on the entire figure at once.

¢ To move an entire figure, you can:
e Click and drag an Editing tool.
e Select and drag the Figure Circle.
e Select Body using the Select Actor pull-down menu.

e Select the figure’s hip and move it (with IK disabled).

When using an Editing tool in the Document window, your cursor changes to a visual
representation of the selected tool. This helps you keep track of how you're moving the selected
figure or element.

When using an Editing tool with a figure prop, you don't need to click and drag with the cursor
positioned over the affected item; you can click and drag anywhere in the Document. Also, be
aware that your camera view affects how your figure or element appears. Depending on the
pose you are creating, you may want to switch to a different camera. For example, if you are
moving an arm in front of a figure, a side view will give you a good view of the arm’s position
relative to the figure’s front, and so on. You can change Camera views as described in Select
Figure/Current Actor Menus, and can even view your Poser scene from multiple cameras at once,
as described in Single/Multiple-View Panes.

The Editing Tools are covered in the sections that follow:

Select

The Select tool allows you to select a figure or prop in your scene without accidentally
translating or rotating the part. Simply click on the desired part to select it as the current figure
or prop.

Select Tool

Doe s
=g

The Select tool.
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Rotate

The Rotate tool bends a body part at its joint. Rotation works in three dimensions, allowing you
to make a lot of progress very quickly. To rotate a body part, select the body part you wish to
rotate and drag perpendicular to the part to cause the rotation to rotate up and down (relative
to your point of view). Dragging parallel to the part rotates it in and out, again relative to your
point of view.

To rotate the entire figure, select it. Dragging the mouse up/down and left/right functions as a
trackball and rotates the figure on its own axes based on your camera location. You can also
adjust an item’s rotation using the parameter dials, as discussed in Parameters Palette.

Rotate (R).

@43

Rotate tool.
Translate/Pull

The Translate/Pull tool moves the selected figure/part/prop along the camera’s view (vertically...
X and Y axes) depending how you drag. The translation may occur on the figure’s X, Y, and or Z
axes depending on the position of the camera relative to the figure. You can translate body parts
or figures, and can also adjust an item’s translation using the parameter dials, as discussed in
Parameters Palette.

Translate/Pull (T).

(> IS

Translate/Pull tool.
Translate In/Out

The Translate In/Out tool moves the selected figure/part/prop along the Camera’s Z axis (in
and out). This translation may take place along the figure’s X, Y, and/or Z axes. Dragging down
pulls the item towards you, and vice versa. Moving an item towards you makes that items seem
larger, and vice versa. You can also adjust an item’s translation using the parameter dials, as
discussed in Parameters Palette.
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Translate In/Out (Z).

Translate In/Out tool.
Scale

The Scale tool allows you to scale the selected figure/part/prop along the camera’s X and Y
axes. The item’s affected axes will vary depending on the camera’s position relative to that item.
Dragging in towards the element reduces the scale, and dragging away from the element
increases the scale. To scale in two dimensions, drag laterally. Dragging vertically scales in the
third dimension. The axes affected depend on your currently selected camera position. You can
also press and hold Shift while using this tool to scale evenly in all three dimensions. Make a
mistake? No problem. Select Edit > Undo, or press [COMMAND]/[CTRL]+[Z].

Scale tool.

To scale an entire figure, select the desired figure using the Select Figure pull-down menu in
the Document or by clicking its Figure Circle. A figure’s size is relevant only in relation to other
figures and props within your scene. To pose a single figure, scaling is not necessary: You can
simply zoom the camera. If you are working with two or more figures and want to give one the
appearance of being in the distance, it's best to simply move the selected figure to the
background using the Translate/Pull tool (see above). You can also adjust an item’s scale using
the parameter dials, as discussed in Parameters Palette.

Direct Manipulation

The Direct Manipulation tool allows you to directly adjust an element’s Translate, Scale, and
Rotation parameters: You can also use this tool to adjust falloff zones when setting up joint
parameters for a poseable figure.
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Direct Manipulation.
N OO D3

a:

Direct Manipulation tool.

To adjust an element, first select the Direct Manipulation tool, then select your desired
element:

Clicking and dragging one of the shaded boxes above the selected element increase or
decreases the element’s X, Y, or Z scale. This is the same as adjusting the xScale, yScale, and
zScale parameters, respectively.

The Direct Manipulation tool makes posing easier.

You can also click and drag the red, green, and blue axis circles to rotate the selected element
along its respective axis. Poser calculates the rotation by using object coordinates for optimum
control. Dragging the red circle rotates about the element’s X axis. The green circle rotates about
the element’s Y axis, and the blue circle rotates about the element’s Z axis. The cursor changes
to indicate which transformation will occur. For example, move the cursor over the circles, the
cursor changes to a rotation icon, and so forth. Elements rotate about their origins.

Clicking near the selected element’s origin translates the element as if you were using the
Translate/Pull tool. Clicking away from the origin and axes/circles allows you to rotate the
element as if you were using the Rotate tool.

Twist

The Twist tool rotates a figure/part/prop along its longest axis (length). You can twist an entire
figure by selecting it and dragging. Most of the body’s joints don't allow much twisting. For
example, your forearm can twist almost 180 degrees while your wrist can hardly twist at all. The
twist axis of the head, neck, and torso is along the spine. For the forearm, the axis lies along the
arm’s length. Twisting an entire figure rotates it about its own axis. If the figure is standing, it
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spins around. If lying down, it rolls over. You can also adjust an item’s twist using the parameter
dials, as discussed in Parameters Palette.
Twist (W).

N OO D

L K=

4

Twist tool.
Taper

The Taper tool allows you to taper the selected figure/part/prop along the Camera’s X and Y
axes. The item’s affected axes will vary depending on the Camera’s position relative to that item.
This only affects the end of the selected actor that is most distant from the center of the body.
Dragging to the right increases the amount of taper, and dragging to the left decreases the
taper, “flaring” the selected actor. You can also adjust an item’s taper using the parameter dials,
as discussed in Parameters Palette.

The Taper tool only works if there is already an existing Taper parameter in
the figure or prop.

Taper tool.
Chain Break

The Chain Break tool ends the chain of parts affected by the Translate/Pull tools.

Chain Break (L).
N OO D3

0:

Chain Break tool.

Using chain breaks on different body parts can create interesting effects. For example, to
prevent the chest from moving, apply a chain break to it. You can then translate the hand freely
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without moving the chest: only the hand, forearm, upper arm, and shoulder will move. You must
have IK disabled on the desired limb(s) in order for this to work. Please refer to Inverse
Kinematics (IK) for information about Inverse Kinematics.

To add a chain break, select the Chain Break tool and click where you want the chain broken. A
Chain Break icon appears wherever you insert a break. You can insert as many breaks in your
scene as needed. To remove a chain break, click the desired icon.

Using the Chain Break tool.

All figures have chain breaks at their hips. You cannot remove these breaks.

Color

The Color tool allows you to change a material group’s surface (diffuse) color. It opens the Color
picker, which is described in Colors.

Color tool.

Grouping

The Grouping tool opens the Group Editor palette, which is discussed in The Group Editor.
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Grouping Tool.

ke GD

Color tool.
View Magnifier

The View Magnifier tool allows you to zoom in and out to and from your desired areas of the
Document without altering the position of your currently selected camera. This can be of great
help when working with scenes.

View Magnifier.

< 3

View Magnifier tool.
To use the View Magnifier tool, select it:

e Click anywhere in the Document window or current view pane to zoom in on the selected
area. Repeated clicking will continue zooming in one step per click.

¢ To zoom in on a specific region in the Document window, click and drag a rectangle
around the area you wish to magnify. Your view will zoom in on the closest point that
encompasses your selected region.

e To zoom out, press [COMMAND]/[CTRL] while clicking in the Document window.
Morphing Tool

The Morphing Tool opens the Morph Editor palette. The Morphing Tool has two operational
modes: Combine and Create, which are accessed and controlled via the Morph Editor.

» The Combine mode allows you to sculpt any surface on your figure using morph targets.

¢ The Create mode allows you to manipulate the vertices on your model’s mesh to create
new morph targets.

See Modifying Figures & Props for more information about morph targets and the Morph Editor
palette.
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Morphing Tool.

Morphing tool.

The Parameters/Properties Palette

Poser offers an easy-to-use Parameters and Properties palette that allows you to access any
scene object’s properties and parameters in one convenient location.

For clarity, each tab on this combined palette is referred to as a separate palette, either the
Properties palette or the Parameters palette, as appropriate. To switch between the
Properties and Parameter palettes, simply click the desired tab at the top of the palette. You
can also access an object’s Properties palette by double-clicking the desired object. Once you
do this, clicking the Parameters tab opens the same object’s Parameters palette. You can also
access both palettes by selecting Window > Parameter Dials.

Although both properties and parameters appear in the same palette, we will
treat them as separate entities throughout this manual for clarity.

* The Parameters palette contains all of an object’s parameters transformation settings,
(as described in Parameters Palette) and morph targets. Each object type has specialized
parameters, which are described where appropriate in this manual. Further, individual
objects can have parameters unique to that object. For example, different figures have
different morph targets available.

* The Properties palette contains all of an object’s properties. In addition to certain
universal properties (which are described in Properties, each object type has specialized
properties, which are described where appropriate in this manual.
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Parameters Palette.

Properties

The Properties palette contains the properties available for the currently selected scene
element. Properties for lights, cameras, props, etc. are listed in their respective sections. This
section describes the properties available to figures and body parts.
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The Properties palette allows you to set options for a selected item.

Figure Properties

Figures have the following properties:

* Name: The Name field displays the figure or actor name. Enter a new name in this field if
you desire.

e Visible: Checking the Visible checkbox makes the figure visible and vice versa. Invisible

objects are not included in any render calculations, and do not appear in the rendered
scene.

You can animate visibility by clicking the Animation Toggle (key icon) next to

the Visible checkbox. When animation is enabled, the icon appears white.
When disabled, it appears gray.

e Visible in Raytracing: Checking the Visible in Raytracing checkbox makes the figure
visible in raytraced reflections, such as if the figure is in front of a mirror. Clearing this
checkbox makes the figure not appear in reflections. This option is used when raytracing.
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¢ Light Emitter: When checked, allows the object to be included in indirect lighting
calculations so that light will bounce off the object. When unchecked, indirect lighting
calculations are skipped for the object.

e Visible in Camera: When checked, the object is visible in the camera and render. When
unchecked, the object does not render. Used in conjunction with Light Emitter, described
previously, to create light-casting objects.

e Bend: When checked, creates smooth bending between groups in the figure. When
unchecked, blending between groups is not performed and creates harder “breaks”
between groups.

¢ Displacement Bounds: The Displacement Bounds property determines the figure’s
displacement boundary. Please refer to Using The FireFly Render Engine for more
information about displacement bounds.

* When conforming: These options allow you to choose which properties will
automatically apply to clothing when it is conformed to a figure:

e Include Morphs: When this option is checked, the conforming article will
automatically adjust to fit morphs that are set in the character to which it is
conformed. Note, however, that the applicable morphs must be included in the
conforming article in order for this to occur. In other words, if the character has a
“Big Belly” morph that is set, the conforming clothing must also have a “Big Belly”
morph in order for automatic morph conforming to work properly.

¢ Include scales: When this option is checked, the conforming article will
automatically adjust to fit any scaling changes that are set in the character to which
it is conformed. In other words, if you have scaled the thighs and shins of your
character to 90%, the thighs and shins of the conforming clothing will automatically
adjust to fit that scaling.

e Match end points: In legacy content, endpoints might not match between
conforming clothing and the figure to which the clothing conforms. For example,
factors such as incorrect joint origin settings or extremely tight parameter limits can
cause clothing to behave unexpectedly. When this option is checked, you can force
the matching of endpoints for conforming figures on an as-needed basis.

¢ Follow origins: If you are conforming a piece of clothing to a character that has
animated origins (discussed in Manually Adjusting Animated Centers and
Orientations) check this option to have the conforming item follow the animated
origins. When enabled, Poser will compute the deltas of the current origin to follow
the animated origins of the target figure.

e Include Transitions: If body parts in the figure utilize smooth transitions to blend
between translated body parts, you can check this option to apply similar
translations to clothing when it is conformed.

The accuracy of auto-scaling when conforming is dependent upon proper
configuration of content. If auto-scaling does not appear to be working
properly for third party-content, check the documentation furnished with the
content, or contact the content developer.
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e Compute magnets in world space: Using World Space is better for applying magnets
across the seam of a joint. Content created for Poser 10/Pro 2014 and later will
automatically assume world space. Older figures (which use local space calculation) will
have this option off to maintain backward compatibility.

e Subdivision Levels: Allows you to subdivide the selected figure. See Working with
Subdivision Surfaces for more information.

* Remove Backfacing Polygons: Determines how backfacing polygons are displayed on
the selected figure:

e Obey Global Setting: Uses the setting that is configured in the Render Settings
dialog.

¢ Force Show Backfacing Polys: Backfacing Polys will always be shown in the
currently selected figure.

» Force Hide Backfacing Polys: Backfacing Polys will always be hidden in the
currently selected figure.

e Enable Legacy Welding: Allows Poser to weld objects together on non-open edges. For
use only with non-unimesh figures.

e Crease Angle: Specifies a crease angle setting for the entire figure. See Smoothing
Geometry for more information about using the Crease Angle setting to apply smooth
shading.

Body Part Actor Properties

Body part Actors have the following properties:

Page 192



Poser Reference Manual Body Part Actor Properties

¥ Left Forearm

Parameters Properties

Internal name:  [ForeArm
Mame: Left Forearm

M visivie Visible in Raytracing
Bend in Camera

Apply Coliizion Setting to Children

Load Morph Target

Displacement Bounds:

4

eAngle 80.00

separately from figure

acing polygons:
etting

Figure Settings

Body actor properties.

e Internal Name: The Internal Name field displays the body part’s internal (hidden) name,
which Poser uses to track that part. You cannot edit a body part’s internal name within
Poser.

e Name: The Name field displays the body part’s name. Enter a new name in this field if
you desire.

» Visible: Checking the Visible checkbox makes the body part visible and vice versa.
Invisible objects are not included in any render calculations, and do not appear in the
rendered scene. See Figure Properties for information on animating the Visible property.

« Visible in Raytracing: Checking the Visible in Raytracing checkbox makes the body part
visible in raytraced reflections, such as if the figure is in front of a mirror. Clearing this
checkbox makes the figure not appear in reflections. This option is used when raytracing.

e Bend: Checking the Bend checkbox enables bending for the selected body part and vice
versa. Bends are discussed in Bend Body Parts. Remember that selecting Display > Bend

Body Parts bends all body parts and this property only affects the currently selected
body part.

e Visible in Camera: When checked, the object is visible in the camera and render. When
unchecked, the object does not render. Used in conjunction with Light Emitter, described
previously, to create light-casting objects.
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¢ Light Emitter: When checked, allows the object to be included in indirect lighting
calculations so that light will bounce off the object. When unchecked, indirect lighting
calculations are skipped for the object.

e Casts Shadows: Checking the Casts Shadows checkbox forces the selected body part to
cast a shadow, which will be visible in your scene. Clearing this box means the selected
body part casts no shadow.

e Collision Detection: Checking the Collision Detection checkbox enables collision
detection for the currently selected body part.

e Apply Collision Setting to Children: Clicking the Apply Collision Setting to Children
button applies the currently selected body part’s collision detection setting to that part’s
children parts (if any).

e Load Morph Target: Clicking the Load Morph Target button displays the Load Morph
Target dialog, allowing you to load a custom morph target for the selected body part
(which is then editable using the Morphing Tool as described in Creating Morphs with the
Morphing Tool). Please refer to Modifying Figures & Props for more information about
loading morph targets.

e Set Parent: Click the Set Parent button to assign a parent to the currently selected prop.
In the case of a figure, this button is only enabled for the active end point actor of an IK
chain. If the chain is turned on, it allows you to set a parent for that endpoint actor (such
as a foot), to a moving object, or to another prop or constraint.

¢ Displacement Bounds: The Displacement Bounds property determines the body part’s
displacement boundary. Please refer to Using The FireFly Render Engine for more
information about displacement bounds.

e Shading Rate: The Shading Rate allows you to specify the desired shading rate for the
currently selected body part. Please refer to Using The FireFly Render Engine for more
information about shading rates.

e Smooth Polygons: Checking the Smooth Polygons checkbox causes Poser to smooth the
body part’s polygons at render time to eliminate or reduce a “faceted” appearance caused
by flat polygons. This option can cause sharp corners to appear round. If the affected
body part has sharp edges that you wish to preserve while applying polygon smoothing to
other angles, you should specify those sharp edges using smoothing groups or the crease
angle threshold, as polygon smoothing will not override these settings. See Smoothing
Geometry for more information on specifying hard versus smooth edges.

» Crease Angle: The Crease Angle setting establishes a threshold up to which creases
between adjoining polygons will be smoothed. Polygons with crease angles over this
threshold will not be smoothed, and will be rendered as hard edges. See Smoothing
Geometry for more information about using the Crease Angle setting to apply smooth
shading.

¢ Display Origin: Checking the Display Origin checkbox displays the prop’s origin. Please
refer to The Prop Origin for more information about prop origins

e Subdivide separately from figure: Allows you to subdivide the selected actor. See
Working with Subdivision Surfaces for more information.

* Remove Backfacing Polygons: Determines how backfacing polygons are displayed on
the selected body part:
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e Obey Global Setting: Uses the setting that is configured in the Render Settings
dialog.

e Obey Figure Setting: With a body part actor selected, click the Figure Settings
button to switch to the BODY actor, and set the option for the entire figure.

¢ Force Show Backfacing Polys: Backfacing Polys will always be shown in the
currently selected actor.

e Force Hide Backfacing Polys: Backfacing Polys will always be hidden in the
currently selected actor.

« Figure Settings: Click the Figure Settings button to display properties for the Body actor
in a posable figure.

Parameters Palette

The Parameters palette contains all of the parameters for the currently selected scene
element:

The Parameters Palette.

The following topics discuss the Parameters palette in detail:

1. Current Actor Menu: The Current Actor pull-down menu (1) functions the same as the
Current Actor pull-down at the bottom left of the Document. Please refer to Select
Figure/Current Actor Menus for more information about the Current Actor menu.

2. Parameter Dial Groups: See Parameter Dial Groups.

3. If a dot appears to the left of a parameter dial name, it means that the dial is set to
something other than its default value.

4. Parameter Dials: See Parameter Dials
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5. Dependent Parameter, showing Natural and Driven parameter values: When a
parameter is configured as a dependent parameter (5), two values will be displayed to the
right of the parameter dial. These dials are referred to as the natural and keyed
dependencies, and are explained in detail in Using Dependent Parameters.

6. Master Parameter Indicator: See Master Parameter Indicator.

7. Parameter Dial Menu. Click the arrow to display a list of options and settings for the
parameter dial. See Editing Parameter Dials.

8. Parameters Palette Options Menu. Click the arrow to display a list of options and
settings for creating new parameters and groups. See Parameters Palette Options Menu.

9. Back and Next buttons allow you to step through the history of body parts that you have
already selected, in the order that you selected them (much like the browser history in a
web browser). If you right-click the buttons you will get a full history of the body parts
that you have visited, in the order in which they were visited.

Parameter Dial Groups

Poser offers parameter dial grouping (2), which organizes parameters into easy to navigate
categories.

Eye Controls

Lnintert

ChinCreaselepth

ChinDepth

ChinWidth

Parameter Dial groups.

Different figures may have different parameter dial groups.

Parameter dial groups have the following functionality:
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» Clicking the + sign next to a collapsed group/subgroup expands that group/subgroup.
» Clicking the — sign next to an expanded group/subgroup collapses that group/subgroup.
* Double-clicking a group name allows you to rename that group.

» You can drag and drop groups to change their hierarchical relationship to each other. For
example, a group could become a subgroup under another group, and vice versa.

* You can drag and drop parameter dials to different locations within the same group or
across groups and subgroups to organize them as you see fit. To move two or more
parameter dials:

¢ Click the first dial you want to move.
« Shift+Click to select each subsequent dial.

e Then Shift+Drag the selected morph dials to the group you want them to appear in.

Parameter dial groups and subgroups are saved in your Poser scene files.

Parameter Dials

The parameter dials (4) in the Parameters palette let you pose a figure and adjust other
attributes for figures, props, lights, camera, etc. using precise numerical increments. Each body
part and most other elements in the scene have their own set of parameter dials. When an
entire figure is selected, the displayed parameters affect the entire figure. To use a parameter
dial, you can either click and drag it to the right to increase the selected value or left to decrease
it. You can also click the displayed numeric value and manually enter your desired value using
the text box that appears.

Eye Controls

ling

Forehead
Chin
ChinCleft
ChinCreaselepth
ChinDepth

ChinWidth

Parameter Dials.
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To restore a parameter dial’s default (or last memorized) setting, press and hold [OPT]/[ALT]
while clicking the desired parameter dial. To change a parameter dial’s default value, set the dial
to your desired value and either select Edit > Memorize > Object, or use the Parameter
Palette menu as described in Parameters Palette Options Menu.

Each parameter dial has its own Parameter Dial menu (5), which is accessible by clicking the
arrow to the right of your desired parameter dial. The Parameter Dial menu has the following
options:

* Reset: Selecting Reset resets the parameter dial to its default or last-memorized value.

¢ Settings: Selecting Settings opens the Edit Parameter Dial dialog, described in the
following topic.

e Graph: Selecting Graph opens the Graph palette for the selected element. Please refer to
Using Graphs for more information about the Graph palette.

¢ Recalculate Dynamics: If you have a dynamic object selected (strand-based hair or
dynamic cloth), selecting the Recalculate Dynamics option recalculates the dynamics for
that object. Please refer to Step Four: Setting Hair Dynamics and to Step 4: Cloth
Dynamics Controls for information about strand-based hair and cloth dynamics,
respectively.

e Edit Dependencies: Opens the Dependent Parameters editor shown in the following
figure.

o Master Parameters: Click to display a list of master parameters that utilize the current
morph.

e Master Synched: In previous versions of Poser you had to switch to the Body actor to
dial in a full body morph. You can now dial a full body morph from any body part. For
example, you can select a figure's left shoulder and dial the Voluptuous morph, and the
value you dial in to the shoulder will also affect all other body parts that are affected by
the Voluptuous morph. In cases when you need to dial full body morphs in for a single
actor, uncheck Master Synched. The dial on that body part will now behave separately
from the others.

I LA
b Wl vehicles [14]

BK-BreastsDro

p @l walkdesigner [31]
) @l weapons [1]

BK-BreastsLarge b El Hair [143]

1 S Reset
BK-BreastSmall

Settings...
BK-BreastsNatural Graph...
1

Edit Dependencies...
BK-BreastsPerk

Master Parameters >
Master Synched

Edit morph...
Delete morph...
Split morph..

Match centers to Morph...
Convert to pre-Transform Morph...

Convert to post-Transferm Merph...

Uncheck Master Synched to control a body part morph separately from its full body morph.
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¢ Delete Morph: Deletes the morph target. You will be asked to confirm the deletion
because it is a permanent deletion (you cannot undo this operation).

¢ Split Morph: When enabled, selecting Split Morph splits the currently selected morph into
left and right sides, allowing you to apply the selected morph target asymmetrically. You
can use this, for example, to introduce irregularities into a figure’s head, enhancing realism
because no person’s head is perfectly symmetrical. Or, you can use it to create separate
right and left eye blinks from a morph that closes both eyes at the same time. After
choosing Split morph, enter the names for the left and right morphs in the fields provided
(example: IEyeBlink and rEyeBlink) and choose OK to create the new morphs. The original
Blink morph will also remain. Minimum and maximum limit settings will be carried over
from the original morph to the right and left split versions.

e Match centers to morph: Automatically adapts joint centers and orientations to figures
that are heavily morphed. For a complete description, see Morph Dependent Joint Centers.

Master Parameter Indicator

The Master Parameter indicator (6) appears when the designated parameter dial is used to drive
settings of other parameter dials. Click the Parameter Dial menu arrow to open the Dependent
Parameter editing tool and the list of parameters controlled by that dial. For more information
about master parameters, see Using Dependent Parameters.

{-BreastDiameter

BK-BreastsDroop

BK-Breastzimplants

BK-BreastslLarge
q p 0.000
BK-Breastsmall

BK-BreastsNatural

BK-BreastsPerk

Master Parameter indicator.
Parameters Palette Options Menu

The Parameters palette options menu (8) contains the following options:
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Mew Custom Parameters Palette

Create new Master Parameter
Create new group..

Delete selected groups
Memorize

Restore

Delete chj%

Display in calculation order
Show hidden parameters

"  Master Sync enabled

Parameters Palette Options menu.

e New Custom Parameters Palette: Creates a new empty custom dial palette which
allows you to drag commonly used parameter dials into it. See Creating Custom Parameter
Palettes.

¢ Create New Master Parameter: Creates a new parameter dial that can be set up to
drive one or more dependent parameter dials. For further information on dependent
parameters, see Using Dependent Parameters.

e Create New Group: Selecting Create New Group creates a new subgroup under the
currently selected group. The Create New Group dialog appears prompting you for a
name. Enter your desired name in the field. To rename an existing group (or if you make a
mistake when creating the group), double-clicking the group name in the Parameters
palette opens a field allowing you to specify a new name.

¢ Delete Selected Groups: Selecting Delete Selected Group deletes the currently selected
group. Parameter in deleted groups are moved to the next highest group or subgroup, as
appropriate.

e Memorize: Selecting Memorize memorizes the current parameter dial settings as default.
Please refer to Memorize for more information on memorizing parameter dials.

» Restore: Selecting Restore restores the most recently memorized defaults. Please refer to
Restore for more information about restoring saved defaults.

* Delete Object: Selecting Delete Object deletes the current object.

¢ Display in Calculation Order: Reorders parameter channels. Allows you to correct the
initial order of physics simulation parameters in order to accommodate existing and new
morphs.

If morphs are added after, they will double after simulation. You will need to
reorder the channels to address this issue.

e Show Hidden Parameters: Displays parameters that are normally hidden from view,
allowing you to view and edit their parameters and properties.
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Making changes to channels that are normally hidden is recommended for
advanced users only, as improper changes can affect the usability of the
figure.

e Master Sync enabled: When checked in the BODY actor, Master Sync will be enabled for
all actors in the figure. Setting a parameter in a body part will sync the setting across all
body parts. Turning this option off in the BODY actor turn the Master Sync feature off in all
body parts. Changing the parameter setting in one of the body parts will affect only that
body part.

Editing Parameter Dials

You can edit parameter dials by double-clicking your selected parameter dial to open an Edit
Parameter Dial dialog, which allows you to set the following limits:

Parameter Settings

Internal name: BodyFat

Name: | BodyFat

Value: | 0

Max Limit: |1

|
|
Min Limit. | -0.5 |
|
|

Sensitivity: | 0-0040000002

Force limits
Hidden
¥ Animated

Each parameter dial has options that you can edit.

o Internal Name: This line displays the internal name that is referenced in the library file.
This name is not editable.

e Name: The Name field is the name of the dial as it appears in the Parameters Palette. You
can rename the parameter by entering a new name in the Name field.

e Value: The Value number sets the current parameter dial value.

e Min/Max Limit: The Min Limit and Max Limit values define the minimum and maximum
limits for the parameter, respectively. The numbers can stand for different types of values
depending on the parameter you are editing. If it is a joint parameter, the value will be
expressed in degrees above or below 0 (neutral). If you are adjusting a scale parameter,
the number will be a percentage with 100 being normal size.

e Sensitivity: The Sensitivity value modifies the parameter dial’s sensitivity to clicking and
dragging. A lower number decreases the sensitivity and vice versa.

¢ Force Limits: Check this option to keep the selected dial within the minimum and
maximum limit settings.
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e Hidden: Check this option to hide the selected dial in the Parameters Palette. Generally,
dials are hidden when you do not want the user to inadvertently make adjustments to it.
Uncheck the option to display a dial if it is hidden.

e Animated: Check this option if you want the selected dial to be animated, such as when
you are using animated joint centers to adjust centers when a morph is applied.

e Graph: Clicking the Graph button opens the Graph palette for the selected element.
Please refer to Using Graphs for more information about the Graph palette.

Click OK when you have finished making changes.

Universal/Figure Parameters

This topic discusses both universal parameter dials and those used for figures. Parameters for
cameras, lights, and other elements are discussed in their respective sections.

Scale Parameters

Scale parameters are found in the Transform group of the Parameters palette. Their functions
are as follows:

Scale Parameters.

e Taper: The Taper parameter dial tapers the selected body part/prop. This function is the
same as using the Taper tool, described in Taper.

e Scale: The Scale parameter dial enlarges or shrinks the selected body part/prop in all
three axes equally. This is the same as using the Scale tool, described in Scale. Normal
scale is 100%.

e XYZScale: The xScale, yScale, and zScale parameter dials enlarge or shrink the selected
body part/prop along the selected axis only. This allows you to squeeze or stretch items.
This is the same as using the Scale tool. Normal scale is 100%.

Posing Parameters

Posing parameters appear in the Transform group of the Parameters palette, and appear in
yellow text. The following parameters are available for posing: Note that the options you see for
each joint vary, depending on the rotation order of the joint: Each joint will have three options,
one each for X, Y, and Z rotation.
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Posing Parameters.

o Twist: The Twist parameter dial rotates a body part along its own axis. For example,
using twist on the head and neck turns the head. This is the same as using the Twist tool,
described in Twist.

¢ Bend: The Bend parameter dial rotates a body part on its major axis. Most body parts
bend forward and back, except for the shoulder and hands, which bend up and down.

¢ Side-to-Side: The Side-to-Side parameter dial rotates a body part perpendicular to its
major axis. The thigh has lots of side-to-side motion, while the knee has very little.

e Turn: The Turn parameter dial only appears for the feet in some characters, instead of the
Twist parameter. This parameter turns the feet inward or outward.

e Front-Back: The Front-Back parameter dial is used with shoulders and collars to rotate
them forward or back, perpendicular to their major axis.

Body Parameter Dials

The following parameter dials are available for entire figures. Remember to select the correct
figure when working with multiple figures in a scene:

Body Parameters.

e Scale: The Scale parameter dial enlarges or shrinks the selected body part/prop in all
three axes equally. This is the same as using the Scale tool. Normal scale is 100%.

e XYZScale: The xScale, yScale, and zScale parameter dials enlarge or shrink the selected
body part/prop along the selected axis only. This allows you to squeeze or stretch items.
Normal scale is 100%..

e XYZRotate: The xRotate, yRotate, and zRotate parameter dials rotate a figure around the
X, Y, or Z axis as appropriate.

e XYZTran: the xTran, yTran, and zTran parameter dials move a figure along the indicated
axis.
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The XYZTran and other positioning dials reflect the currently selected unit of
measure, which is available in the General Preferences dialog. For example, if
a dial is set to 12 inches and you change units to feet, the dial will now read 1
foot.

Creating Custom Parameter Palettes

Choose Window > Custom Dial Palette > New to create a new custom parameter palette. A
blank palette opens, hamed Custom Dial Palette x, where x is the next highest number than the
number of palettes that you already have in your scene.

Custom Dial Palette 1

A blank custom dial palette.

After your Custom Palette window is open, you can drag any dial from the main Parameters
Palette into your custom palette. The dials that you drag in can be any combination of dials from
any item in your scene.

This allows you to set up parameter dials that you frequently use together for complex poses
and animations. For example, you can place all of the finger joints on one hand in a custom
palette, and it will save you from having to switch between all those joints individually.
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Drag parameter dials from the main Parameters palette into your custom palette.

Custom palettes can include dials from the same figure, from different figures, from cameras,
lights, and other elements of your scene.

Custom palettes can be saved with figures, props, hair, and smart props. When you save the
content to the library, there will be an option to include the custom palette with the library
content. Custom palettes will also be saved with the scene.

- | Ay Custom Figurd

Check the Include Custom Dial Palettes option to save the custom palette with the library
content.

Posing Faces

¢ Posing Faces with Morphs
e Face Parameters

e Faces & Phonemes

¢ Posing Eyes

¢ Posing Faces with Bones

¢ Saving Face Poses Made with Bones
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Posing Faces with Morphs

Poser’s human figures and many third-party figures have fully articulated faces, meaning you can
position facial muscles such as mouth, eyebrows, cheeks, and eyes to create different facial
expressions using the Parameter and/or the Morphing Tool (described in Creating Morphs with
the Morphing Tool).

SmileSoft

Maorph
Other

Fa hs
LaFemmeBK

Faces can be enhanced with Expression morphs, which vary from figure to figure.

Different Poser and third-party figures will have different body morphs.
Bondware, Inc. cannot provide support for third-party figures. Please contact
the vendor where you obtained your third-party content for technical support.

Some older Poser figures do not have poseable faces.

When you select a head, a series of face-specific parameter dials appears in the Parameters
palette, each dial controlling a different aspect of the face. When using face parameter dials,
think of it as manipulating facial muscles to achieve the final results.

The Face camera uses the selected figure’s face as its center of rotation, allowing you to preview
your face poses up close.

Face Parameters

Face parameters normally operate in the range of 0 to 1, with 0 being fully off and 1 being fully
on. Negative values (<0) produce inverted poses, and poses greater than +/- 1 give
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exaggerated poses. For example, a negative Frown parameter setting produces a slight smile.
Face parameters are morph targets that can be used in concert to create expressions.

Please refer to Modifying Figures & Props for information on morph targets
and how they work inside Poser.

Poser figures contain an array of facial morphs and parameters that allow you to create an
endless variety of faces and expressions. The list of face parameters varies by figure, and the all
parameters are self-explanatory. To view the available face parameters, select the desired
figure’s head and open the Parameters palette.

Alyson and Ryan figures include two levels of facial Ethnicity morphs. You will
find face shaping morphs in the Parameters palette.

Faces & Phonemes

A phoneme is a linguistic term for the positions of the tongue, lips, and teeth as they make
sounds. Producing certain sounds requires the mouth and tongue to be in certain positions.
Stringing phonemes together is what produces speech.

Poser allows you to create the appearance of phonemes (called visemes when observed) to
accurately simulate speech, a useful feature when adding sound to your scenes (such as a
speech). You simulate speech by using different phonemes and keyframes to sync your figure’s
mouth movements to an imported sound (see Sound). Poser’s Talk Designer can automatically
generate a lipsync animation for you based upon settings that you configure in the Talk
Designer palette. For more information about the Talk Designer, see Using the Talk Designer.
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MouthCH

MouthE

MouthF

MouthiM
MouthQ
MouthP
MouthR
MouthTH
Mouthl

Mouthw

Tonguel
4

Phoneme morphs work with the Talk Designer.
Posing Eyes

To pose eyes, select them using either the Editing tools or the Current Actor pop-up menu
and position them by clicking and dragging, or by using the parameter dials.

Many Poser figures also have additional morph dials for the eyes, which can vary the shape of
the iris and pupil, or which move the eyes up, down, right, or left.

¥ rEye

Parameters Properties

Tr m
zRotate

Side-Side

=

Up-Down

Scale
‘

k100 %
k100 %

k100 %

T
]
T
T
T

L L

Eye morphs often size or position the Eyeball, Iris, Cornea, and Pupil.
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La Femme and L'Homme also have Eye Controls in the Head actor. We suggest using these dials
to pose the eyes, instead of selecting each eye and posing them individually. When using these
dials, we recommend that you start with both eyes in their default (zeroed) position.

The Eye Control dials allow you to pose both eyes at the same time. The dials in the Eyes + Lids
group will also pose the eyelids realistically as you pose the eyes up, down, or side to side. The
dials in the Eyelids group will pose the lids by themselves, and the dials in the Eyes group will
pose the eyes by themselves.

Eyes+Lids Up-Down

Eyelids

Blink

Eves Blink Right

Eyes Blink Left

Eye
Ey

Eye Control dials in La Femme and L'Homme..

Posing Faces with Bones

The Poser 12 Male and Female (LHomme and La Femme) utilize several bones in the face that
allow you to create expressions and change facial features. You control the bones through the
use of several control props which can be created and assigned in Poser (see Using Control
Props).Bones and associated control props allow you to pose the following areas in the La
Femme and L'Homme faces (here listed from the top of the head to the bottom):

The control props shown in the following figure and table are visible by
default. You can hide them by selecting La Femme or L'Homme's BODY actor,
and expanding the Controls parameter group. Then, set the Hide <--
Control Handles --> Show parameter dial to zero to hide them, or to 1 to

display them.
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Facial chips for Paul and Pauline are similar to those for La Femme and
L'Homme except they have no earlobe chips. The face chips are hidden in
these two figures until you hover over the area that the bone controls.

Locations of facial expression control props.

Ref No Controls
1 Forehead Center

2 Brow Center

3,4 | Right and Left Outer Brow \

56 Right and Left Inner Brow

7,8 \ Right and Left Upper Eyelid \

9,10 Right and Left Lower Eyelid

11, 12 Right and Left Nostril |
13 Nose Tip

\ 14, 15 ‘Right and Left Upper Cheek {
16, 17 Right and Left Lower Cheek

118, 19 Right and Left Upper Lip
20, 21 Right and Left Lower Lip
\22, 23 \Center Upper and Lower Lip\
24 Jaw

\25, 26 ‘Right Ear, Left Ear \
27, 28 |Right Earlobe, Left Earlobe

At that point, you can click the bone and use the editing tools (such as the Direct Manipulation
tool) or the parameter dials to rotate the bone in the desired direction.

¢ To undo your most recent change, press Ctrl/Cmd+Z. Use multiple undos to repeat as
necessary to undo more than one change.
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« To restore a facial control prop to its default orientation, click to select the facial control
prop and press Ctrl/Cmd+E. This will reset the X, Y, and Z rotate dials (Twist, Side-Side,
Up-Down, etc) to zero.

e Asymmetical expressions are usually more realistic than symmetrical ones. However, if you
want to use symmetry in your facial expressions, make changes to one side of the face
first, and then use the Figure > Pose Symmetry > Custom commands to apply the
settings to the opposite side of the face. Then add some asymmetry where needed by
adjusting individual control props.

* You can also use the Scale and Translate tools or parameter dials to affect the areas of the
face. For example, you can scale the eyes larger or smaller, and move them farther apart
or closer together, or scale the nostrils and the nose tip to create a bigger nose. Translate
the nose tip to create a pert nose.

Expressions made with face chips can be very expressive!

Saving Face Poses Made with Bones

The thing to remember about creating expressions with the facial control chips is that they are
not morphs. They basically work the same as any other bone in the figure.

When you save face poses made with bones, select or create a folder in the Expressions library.
Then click the Plus sign (Save to Library) at the bottom of the Library window.

i

Save to Library button.

The New Set dialog appears. Enter a name for your expression in the Set Name field. Then click
the Select Subset button to display the Select Objects dialog. By default, all morph parameters
and control chips in the Head will be selected.

Page 211



Poser Reference Manual Posing Hands

If you want to create a partial face pose, or if you want to exclude any character-specific morphs
from your facial expression, uncheck the items that you do not want to include in the expression.
There are Select All or Select None buttons in the window that will check or uncheck
everything in the list.

Select objects

Selectitems to include

©@ @® Eyes Blink
® @ Eyes Side-Side
"B ® Eyes Up-Down
"B ® Eyes+Lids Side-Side
© ® Eyes+Lids Up-Down
© ® Eyes Cross
B ® Eyes Wince
"B ® Eyes Blink Right
® @ Eyes Blink Left

E € Right Eye

E € Left Eye

v @ €Jaw

@ € Lower Lip
& € Right Lower Lip
& € Left Lower Lip %

b & € Lower Teeth

b @ € Tonguel

b [ € Upper Teeth
B € Mid Brow
E € Right Inner Brow

SelectAl

Cancel oK

Select morphs and face controls to include in the expression.

After you make your selections, choose OK to return to the New Set dialog, and then OK again
to save the expression to your library.

When the Save Frames dialog appears, choose Single Frame to save only the current frame in
your expression. To save an animated face pose, check Multi-Frame Animation and enter the
frame numbers of the animated pose that you want to save. Then click OK to save the pose to
the library. A thumbnail for the pose will automatically be generated based on the preview in the
document window.

Posing Hands

Many Poser figures have fully articulated hands. When you move a finger, the appropriate
knuckle(s) bend. You can pose hands for both these figures and older Poser figures without
articulated hand joints by applying hand poses from the Library palette.

The Left Hand and Right Hand cameras use the hand as their centers of rotation, making it
easier to create precise hand poses.

Use the Editing tools to pose hands as you would any other body part. Please refer to The
Editing Tools for information on using the Editing tools. You can also apply preset hand poses to
any Poser figure using the Hands category in the Library palette, just as you would any other
pose.
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When you select the main portion of a hand (labeled Left Hand and Right Hand in the Item
Select menu) on some Poser figures, you may also see a special set of hand parameter dials in
the Parameters palette. These dials are as follows:

e Grasp: The Grasp parameter dial controls how tightly the hand/fist is clenched.

e Thumb: The Thumb parameter dial moves the thumb. Higher values move the thumb in
towards the hand, and vice versa.

e Spread: The Spread parameter dial controls the amount of hand spread. Higher values
spread the hand out, and vice versa.

In addition, many Poser figures include several additional controls that provide extremely fine
control over hand poses. These additional options, coupled with the extra joints in their hands,
provide fine enough control to pose your hands holding chopsticks or other eating utensils:
These additional dials are usually found in the Hand Controls section in the Parameters palette
when you choose the hand actor for the figure.

¢ Using the Hand Model

¢ Using Preset Hands

Using the Hand Model

The Figures > Included > Additional Figures > Hands subfolder includes disembodied
hands that include extra joints that allow you to create hand poses that bend in a more realistic
manner. Use the Left Hand or Right Hand in this subfolder to create hand poses that are
compatible with Alyson and Ryan. Then save the poses to the Hand library for future use.

These hands do not include the metatarsal bones that are used in La Femme
and L’'Homme, so poses created with these hands may not appear exactly the
same when applied to those figures.

Using Preset Hands

When you're done posing a hand, you can save it to the Hands category in the Library. Hand
poses are a subset of a figure pose, meaning that figure poses include the hands but hands
don't include figures.

Library

TLo®

h Fa
M= a5
> All n, A

Use Hand poses to pose a character’s hand and fingers.
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The Hands library folder includes various subcategories. When selecting
preset hand poses for your figure(s), pay attention to the subcategory from
which you choose them, as You can only apply specific hands to the
corresponding figures. For example, you can only apply Poser 2 Fig. Hands to
Poser 2 figures.

To use a preset hand pose:

1. Click a figure to select it.
2. Open the Library palette, then open the Hands category and your desired subcategory.

3. Double-click the pose you want to use. A dialog appears asking if you wish to apply the
preset to the left or right hand. Make your selection and click OK.

Pose Dots

You can save up to nine pose configurations using the Memory dots (described in Memory
Dots). Each Memory dot retains all of your selected figure’s pose. This feature is specific to your
current scene, meaning that Pose dots cannot be transferred to different scenes.

To save pose settings and have them accessible in any Poser scene, you need
to add pose sets to the Library palette.

Pose Dots.

Posing Animals

You can pose animals using the same techniques used to pose humans. Animals have their own
set of IK settings, bend zones, and limits. On the Horse model, for example, moving the hip
down toward the ground does not make the animal sit, unlike a human figure. Editing tools,
parameter dials, menus, etc. all work the same with animals as they do with humans. Technically
speaking, animals and human figures are identical, and Poser makes no distinction between
them.
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Animals do not work with the Walk Designer, which is primarily designed for
two-legged (bipedal) figures. However, animals can work with the Talk
Designer if the animal includes phoneme morphs that support it.

Animal figures are poseable as well, but do not work with the Walk Designer.

The stock animal figures shipping with Poser use the same limb names as
humans, that is, front legs and paws are labeled Shoulder, Arm, Hand, etc.
This means that animal figures will not work in the Walk Designer, which was
created for use with two-legged figures. To animate an animal walking or
running, you need to keyframe its strides manually.

Posing Animal Heads

Several animal models have fully articulated heads. For example, you can pose the dog’s mouth
and ears. Use the parameter dials just as you would for a human figure. The available parameter
dials for a given animal’s head will vary depending on the animal.

Saving Poses in the Library

All parameters are saved along with body part positions when you save a pose to the Library
palette. To save a pose to the Library palette:
1. Open the Library palette.
2. Select the Pose category and your desired subcategory.
3. Click the + button at the bottom of the Library palette. The New Set dialog appears.
4. Enter a name for the pose in the Set Name field.

5. Check the Include Graphs option if your pose includes graphs.
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6. If you only want to include specific body parts in the pose, check the Select Subset button
at the bottom of the New Set dialog. Check only the parts you want to include in the pose.
Then choose OK to return to the New Set dialog.

7. Choose OK to continue. You are asked if you want to include morph channels, body
transformations, or scales in the saved pose. Scales is selected by default. After you
choose your options, click OK.

8. The Save Frames dialog has two options:
¢ Single Frame: Saves your currently selected frame as a still pose.

e Multi-Frame Animation: Check this option to save an animated pose, and enter the
start frame and end frame of the animation to save in your pose.

9. Click OK to save the pose to your library.
Other Posing and Figure Aids

Lock Object

Selecting Object > Lock Object locks the currently selected element (body part, prop, etc.). To
lock your desired actor, select it, then select Object > Lock Object. The currently selected
actor will be locked, meaning that it will not move relative to its parent. For example, if the
elbow is bent 45 degrees relative to the upper arm, it will hold that position. Locking actors is a
great way to protect your work once you‘ve perfected a portion of your figure.

To unlock a locked actor, select it and Object > Lock Object. A checkbox appears next to this
menu item when the selected actor is locked, and reselecting this option clears the checkbox
and unlocks the actor.

Point At

You can aim body parts, cameras, props, lights, etc. at other scene elements using the Point At
command. This works in numerous situations, such as having a figure’s eyes track a moving
object, keeping a camera focused on the action, etc. This is different than parenting in that no
hierarchical relationship is created. One object simply points at another. By contrast, parented
objects retain their exact position and orientation relative to their parent actors.

To point an actor at another actor:

1. Select the element you want to aim using the Select Item pop-up menu.

2. Select Object > Point At to open a dialog box listing the actors in the scene.
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Choose point-at target for ‘RightEye’
{Object currently has no target)

- (% UNIERSE 1
@ construct_1 I
- @ Light1
& shadow Cam Lite 1
- @ Light4
& shadow Cam Lite 4
= @ Light2
& shadow Cam Lite 2
- @ Light3
& shadow Cam Lite 3
ﬁ Main Camera
ﬁ Aux Camera
ﬁ Posing Camera

33 Dolly Camera
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Choosing an object to point toward.

3. Select the object to aim at and click OK. The selected element points at the object and a
Point At parameter dial appears in that element’s Parameters palette. Selecting 1 points
the element directly at its selected target, and 0 points the element away from the target.

When selecting only a single item from the Object Parent hierarchy window,
you can simply double-click on that item to make your selection and close the
window.

To disable pointing for an element:

1. Select the element.
2. Select Object > Point At.
3. Select None in the dialog that appears and click OK.

Auto Balance

The Auto Balance feature is a valuable tool for helping create realistic poses. When enabled,
Poser calculates a figure’s mathematical “weight” and maintains it. In the following example,
there is more weight in the figure’s hip or center portion than in the torso. As you pose a figure,
Auto Balance adjusts body parts to maintain the original weight distribution, resulting in more
natural-looking poses without having to use several position adjustments.

To further affect the weight distribution and compensation calculations, you can reposition the
Center of Mass Control Object (the outlined ball) at the base of the figure. This control
object is adjustable along the X and Z axes in the ground plane. Moving the Center of Mass
Control Object also adjusts the Center of Mass Indicator, which appears as a shaded sphere in
the XZ (ground) plane under the figure. This Indicator shows the position above which the
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current center of mass is located, as calculated from the body part weights and the position of
the Control Object.

Using Auto Balancing.

When using Auto Balance, use small subtle motions to achieve the best
results. Large motions may create drastic results. If this occurs, use Edit >
Restore (o restore the figure as described Restore. You may also want to
select Figure > Use Limits while working with the Auto Balance feature, to
help maintain realistic body positioning.

Selecting Figure > Auto Balance toggles Auto Balance on and off for the selected figure.
When enabled, the Center of Mass controls will be visible at the figure’s base. A check mark
appears next to this option in the menu when it's enabled. Reselecting this option clears the
check mark and disables Auto Balance for the selected figure.

Lock Figure

Selecting Figure > Lock Figure locks the figure in its current position. You cannot pose or
move a locked figure. This is a great way of protecting your work in complex scenes where you
have finished posing a figure and don’t want it to move accidentally. A check mark appears next
to this option when the currently selected figure is locked. Reselecting this option removes the
check mark and unlocks the figure.

Lock Hand Parts

Selecting Figure > Lock Hand Parts locks the selected hand in position, protecting it against
accidental position changes while you pose the rest of your figure. To use this option:

1. Select the hand to lock.

2. Select Figure > Lock Hand Parts. The hand is now locked. This command is not
available for all Poser figures.
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Please refer to Posing Hands for information on posing hands.

Drop to Floor

You can place a figure in any position, such as in the middle of a flying leap. You can leave your
figure in the air, or you can lower it to the ground depending on your needs. Selecting Figure >
Drop to Floor brings the lowest part of the selected figure or prop into contact with the
workspace floor.

To display the floor, refer to Ground Plane.

Pose Symmetry

The Pose Symmetry commands in Poser allow you to copy pose characteristics from one side of
the body to another, which can save you time when creating scenes in the Pose room. Pose an
arm and/or leg, and use this command to instantly apply the same position to the other side.
You can also swap entire poses from side to side and straighten the currently selected figure’s
torso.

Start pose (left); Right to Left (center); Swap Right and Left (right).

Selecting Figure > Pose Symmetry opens the Symmetry menu, which contains the following
options for your currently selected figure:

o Left to Right: Selecting Left to Right applies the position of the bones on the left side of
the figure to the right side.

¢ Right to Left: Selecting Right to Left applies the position of the bones on the right side of
the figure to the left side.

e Swap Right and Left: Selecting Swap Right and Left swaps the positions of the bones
on the right and left sides of the figure.

e Left Arm to Right Arm: Selecting Left Arm to Right Arm positions the right arm bones in
the same position as the left arm.

e Right Arm to Left Arm: Selecting Right Arm to Left Arm positions the left arm bones in
the same position as the right arm.

e Swap Right and Left Arms: Selecting Swap Right and Left Arms swaps the positions of
the bones on the right and left arms of the figure.
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o Left Leg to Right Leg: Selecting Left Leg to Right Leg positions the right leg bones in
the same position as the left leg.

e Right Leg to Left Leg: Selecting Right Leg to Left Leg positions the left leg bones in the
same position as the right leg.

e Swap Right and Left Legs: Selecting Swap Right and Left Legs swaps the positions of
the bones on the right and left legs of the figure.

o Straighten Torso: Selecting Straighten Torso straightens the torso area (Hip, Abdomen,
Chest).

e Custom: Opens the Apply Custom Figure Symmetry dialog, which allows you to set up a
custom symmetry configuration. See Applying Custom Symmetry.

Symmetry also copies element settings (morph targets, deformers,
parameters, etc.) from one side to the other. For example, if you scale the Left
Hand to 200% and apply Left to Right symmetry, the other hand will scale as
well. Do not use this command if you want to use asymmetrical settings.

The Figure > Rig Symmetry commands in Poser perform symmetry
functions on the rig of the figure. For more information, see
Positioning_Bones_Using_Rig_Symmetry.

Applying Custom Symmetry

Built in commands in the Pose Symmetry menu allow you to quickly apply symmetry to arms,
legs, and torso. However, the built-in Symmetry commands allow you to operate on arms only,
legs only, or an entire side of the body The Custom Symmetry dialog allows you to selectively
apply symmetry on any body part, and to apply symmetry across a specified number of frames
in an animation.

Choose Figure > Pose Symmetry > Custom to open the Apply Custom Figure Symmetry
dialog. This dialog allows you to select body parts on which symmetry can be applied. The
options in the Apply Custom Figure Symmetry dialog are as follows:
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Apply Custom Figure Symmetry
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Apply Custom Figure Symmetry dialog.

o Left to Right: Choose this option to apply the values from the left side of the figure to its
right side.

¢ Right to Left: Choose this option to apply the values from the right side of the figure to
its left side.

e Swap: Swaps the values from the left side to the right side, and vice versa.

e Apply Symmetry To: Allows you to specify which frame or frames to apply the symmetry
command to.

e Current Frame: Applies the custom symmetry settings to the frame that you are
currently viewing in the document window.

e Frame Range: Applies the custom symmetry settings to a specified range of frames. All
frames in your current project are entered by default. For a specific range of frames, enter
the start frame and end frame in the fields provided.

e Hierarchy Window: Check or uncheck the body parts that you want to include in your
Custom Symmetry action.

¢ Select All: Selects all items in the hierarchy list.

e Select None: Deselects all items in the hierarchy list. Allows you to ensure that all items
are deselected before you select specific items to include.

e Cancel: Exits the Apply Custom Figure Symmetry dialog without applying the settings.
» OK: Click to apply your choices to the selected figure.
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Delete Figure

Selecting Figure > Delete Figure deletes the currently selected figure. A confirmation dialog
appears. Click OK to proceed with the deletion or Cancel to abort. Windows users can also
delete a figure by selecting it and pressing [DEL].

If your figure is wearing conforming clothing or has other attached figures, you can check the
Delete attached figures option to delete them in addition to the figure that you are deleting.

Hide Figure

Selecting Figure > Hide Figure hides the currently selected figure if you have more than one
figure in your scene. This is helpful when you work with complex scenes, especially where a
figure is getting in your way. You can also hide a figure by selecting the figure to hide by
selecting Body using the Select Element pull-down menu and clearing the Visible checkbox in
the Properties palette as described in Properties.

Collision detection settings do not apply to hidden objects.

Show All Figures

Selecting Figure > Show All Figures makes all hidden figures in your scene visible. You can
also make hidden figures visible by selecting them and checking the Visible checkbox in the
Properties palette. If one or more body parts are set to invisible, these will remain invisible
when the selected figure is shown.
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Working with Props

Poser lets you add props to your scene. Props are three-dimensional objects that your figures
can interact with or that simply add interest to your scene. Props can be accessories to add to
your figure’s character such as a wig, a mustache, a pair of sunglasses, a cigar, or a briefcase.
Or, your figure could base its pose on a prop, such as leaning on a cane, climbing a ladder, or
tossing a ball. This chapter covers hair, conforming (figure-based) clothing, and miscellaneous
props not fitting into these categories. Poser treats conforming clothing items like figures,
however we will treat conforming clothing as props in this chapter for the sake of discussion.

About Props

You can manipulate props just as you would any other element, which is why you see the term
body part/prop used throughout this manual. You can change a prop’s color, shape, deformation,
material, and maps. Props can even cast shadows.

Poser’s replaceable geometry feature (see Replacing a Body Part with a Prop) lets you replace
body parts with props, making the prop actually part of the figure. You can also parent a prop to
a body part or another prop or scene element, such as a briefcase in a hand. Please refer to
Poser Figures Hierarchy for information about hierarchies in general, and to The Hierarchy Editor
for information on creating hierarchies within Poser. Props also add general interest and meaning
to your scenes, such as a mushroom for a frog to perch on.

Props add interest to your scene.

You can select props from the Props category in the Library palette, or import props in a
variety of popular 3D formats. You can also create your own props in your favorite 3D modeling
application (provided that application exports to one or more formats supported by Poser’s
Import function).

Props function like other scene elements, meaning you can use the Editing tools and parameter
dials and can specify properties in the Properties palette. You can also create groups using the
Group Editor palette (see The Group Editor).
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Clothing

Poser’s Cloth room (see The Cloth Room) adds a whole new dimension to adding realistic
clothing to your figures and cloth objects to your scenes. You can even add realistic motion to
clothes that will react as the character moves (such as a skirt on a walking woman) and can be
windblown using wind force fields (described in Wind Force Fields). Of course, Poser supports
prop-based clothing and ships with both dynamic and conforming (figure-based) clothing.

Conforming Clothing

In addition to cloth objects, Poser includes libraries of figure-based clothing that you can use on
nude figures, which are located in the Figures category of the Library palette and includes
shirts, pants, shoes, dresses, skirts, etc. Conforming clothing attaches to a figure and
automatically moves with the figure’s poses. See Adding Conforming Clothing: Manual
Conforming and Adding Conforming Clothing: Automatic Conforming for more information on
using automatic and manual conforming methods to attach clothing to your figures.

Clothing after conforming.

Dynamic Clothing

Please refer to Adding Dynamic Clothing for information about adding dynamic cloth to a figure
or scene.
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Adding & Importing Props

There are several ways to bring props into Poser. Props can be added to the document window
from the Props library, or you can also import props from other 3D applications.

The Props Library

You can add props from the Library palette’s Props category as described in The Props
Category.

Using 3D Objects as Props

You can import 3D objects created in other 3D applications to use as props. Poser’s Import
functionality is described in Importing Content.

Poser places props in the workspace with your specified origin point. If you do not specify an
origin point, the prop will appear in the center of the workspace. If you import a prop and can't
see it, the prop may be too large and/or your currently selected camera may be zoomed in too
close to see it. Try zooming out and/or switching cameras. You will probably have to scale and
translate props to get them where you want them in your scene, using either the Editing tools
or the prop’s Parameter dials.

Creating New Props

You can use the Grouping tool to select specific polygons on a figure or prop, as discussed in
The Group Editor. This feature allows you to create new props. For example, this graphic shows
an example of a face mask created to fit the figure by selecting polygons in the figure’s face and
creating a prop, which was then exported to a 3D modeling application for finalizing.
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The Group Editor can be helpful in creating a prop (such as a mask) from a figure.
To create a prop:
1. Select the prop or body part you want to base the prop on.
2. Select the Grouping tool to open the Group Editor palette.

3. Select polygons for a new group and create and name the prop.

4. The new prop is now listed in the Current Actor pull-down menu and can be moved,
shaped, and edited like any other prop.

You can save your new prop to the Library palette as described in Adding Items to the Library.

Creating Prop Parameters

You can use morph targets to create new parameters for your props. Please refer to Modifying
Figures & Props for more information about morph targets.

The Prop Origin

A prop’s origin appears in the Document window as 3D crosshairs. This is the center of that
prop’s rotation and scale. When you rotate a prop, it rotates about its origin. It grows or shrinks
from the origin point when scaled. You can display a prop’s origin by selecting the desired prop
and checking the Display Origin checkbox in the Properties palette.

You can move a prop’s origin using the originXYZ parameter dials. Moving the origin alters the
prop’s rotation and scale points. When adjusting the origin parameters, remember that you are
making these adjustments based on the prop’s original origin location, not its current position.
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The Prop Origin (shown as 3D crosshairs) is turned on and off in the Properties palette.

Prop Parameters

Props have the following parameters:

e Scale: The Scale parameter dial increases or decreases the size of the prop in all axes.

e XYZScale: The xScale, yScale, and zScale parameter dials increase or decrease the size
of the prop in the selected axis.

e XYZRotate: The xRotate, yRotate, and zRotate parameter dials rotate the prop around
the selected axis.

e XYZTran: The xTran, yTran, and zTran parameter dials move the prop along the selected
axis.

xTran

yTran

»
»
»
»
»
»
»
»
»
»

ZTran

Morph
OpenBag

v

Prop parameters.

Prop Properties

Props have the following properties:
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Internal name:  BagOfChips
Name. BagOfChips_1

a

Prop properties.

e Internal Name: The Internal Name field displays the prop’s internal (hidden) name,
which Poser uses to track that part. You cannot edit a prop’s internal name within Poser.

You can animate the prop visibility by clicking the key icon next to the

Visibility option. Key will be white when animation is on, and gray when
animation is off.

e Name: The Name field displays the prop hame. Enter a new name in this field if you
desire.

¢ Visible: Checking the Visible checkbox makes the prop visible and vice versa. Invisible
props are not included in any render calculations, and do not appear in the rendered
scene. See Figure Properties for information on animating the Visible property.

e Visible in Raytracing: Checking the Visible in Raytracing checkbox makes the prop
visible in raytraced reflections, such as if the figure is in front of a mirror. Clearing this
checkbox makes the figure not appear in reflections.

e Casts Shadows: Checking the Casts Shadows checkbox forces the selected prop to cast

a shadow, which will be visible in your scene. Clearing this box means the selected body
part casts no shadow.

e Visible in Camera: When checked, the object is visible in the camera and render. When

unchecked, the object does not render. Used in conjunction with Light Emitter, described
next, to create light-casting objects.

¢ Light Emitter: When checked, allows the object to be included in indirect lighting

calculations so that light will bounce off the object. When unchecked, indirect lighting
calculations are skipped for the object.
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e Collision detection: Checking the Collision Detection checkbox enables collision
detection for the currently selected prop. Please refer to Collisions for more information
about collision detection.

e Apply Collision Setting to Children: Clicking the Apply Collision Setting to Children
button applies the currently selected prop’s collision detection setting to that part’s
children parts (if any).

e Load Morph Target: Clicking the Load Morph Target button displays the Load Morph
Target dialog, allowing you to load a custom morph target for the selected prop (which is
then editable using the Morphing Tool). Please refer to Modifying Figures & Props for more
information about loading morph targets.

e Set Parent: Clicking the Set Parent button allows you to make the prop a child of another
element in your scene. Please refer to Changing a Parent for information on setting prop
parents.

¢ Displacement Bounds: The Displacement Bounds property determines the prop’s
displacement boundary. Please refer to Using The FireFly Render Engine for more
information about displacement bounds.

» Shading Rate: The Shading Rate allows you to specify the desired shading rate for the
currently selected prop. Lowering the shading rate improves your render quality but
consumes computer resources. Please refer to Using The FireFly Render Engine for more
information about shading rates.

e Smooth Polygons: Checking the Smooth Polygons checkbox causes Poser to smooth the
prop’s polygons at render time to eliminate or reduce a “faceted” appearance caused by
flat polygons. This option can cause sharp corners to appear round. If the affected prop
has sharp angles, you should experiment with disabling this option for optimum results.

e Crease Angle: The Crease Angle setting establishes a threshold up to which creases
between adjoining polygons will be smoothed. Polygons with crease angles over this
threshold will not be smoothed, and will be rendered as hard edges. See Smoothing
Geometry for more information about using the Crease Angle setting to apply smooth
shading.

¢ Display Origin: Checking the Display Origin checkbox displays the prop’s origin. Please
refer to The Prop Origin for more information about prop origins.

e Subdivision Levels: Allows you to subdivide the selected prop. See Working with
Subdivision Surfaces for more information.

* Remove Backfacing Polygons: Determines how backfacing polygons are displayed on
the selected prop:

e Obey Global Setting: Uses the setting that is configured in the Render Settings
dialog.

* Force Show Backfacing Polys: Backfacing Polys will always be shown in the
currently selected figure.

» Force Hide Backfacing Polys: Backfacing Polys will always be hidden in the
currently selected figure.
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Replacing a Body Part with a Prop

Poser lets you replace a body part with a prop, such as a hook on a pirate’s hand or a mask for a
man’s head. This example was created by importing a model of a mask, then replacing the
figure’s head with that mask.

You should replace body parts with props before posing figures to make
positioning and aligning easier.

A mask prop replaces the figure’s head.
To replace a body part with a prop:
1. Add or import the desired prop.

2. Position and deform the prop as desired using the Editing tools, deformers, and/or
parameter dials. Be sure that the prop’s position overlaps the body a little (in most cases)
to avoid a “break” where the body meets the prop. You might also want to make the body
part being replaced invisible using the Properties palette as described in Properties.

3. Select Object > Replace Body Part with Prop to open the Replace Part dialog.

4. Choose the prop to swap using the Prop pull-down menu and click OK. The prop assumes
the name of the body part being replaced.

If the replaced body part doesn’t look right, try disabling bending by selecting the replaced body
part and clearing the Bend checkbox in the Properties palette. You can also use the Joint
Editor palette to make adjustments. This is an advanced feature and should be used with care.
Please refer to Working with Joints and Weights for information on using the Joint Editor

Page 230



Changing Figures with Replaced
Geometry

palette. The prop retains its material groups that are configured in the OBJ file you can apply

shaders to it as you can with any other material groups in your scene.

Poser Reference Manual

Props turned into body parts retain their current positions relative to the
figure that they had prior to being converted. Be sure to place props in their
desired locations before turning them into body parts.

Changing Figures with Replaced Geometry

If you try to change a figure that has a prop for a body part using the Change function in the
Library palette, a warning will appear asking if you want to keep the replaced geometry on the
new figure replacing the old.

» To keep the props that have replaced body parts, check the Keep modified geometries
button. To keep the props attached to their parents on the new figure, check the Keeps
props attached to figure checkbox. Click OK when ready.

* To undo a geometry change and restore a figure's default geometry, simply reload the
original figure from the Library palette.

Changing a Parent

You can attach props to body parts, body parts to each other, figures to props, figures to figures,
cameras to body parts, etc. Setting a parent creates a hierarchical relationship, as described in
Poser Figures Hierarchy. You can even control whether parented props bend along with their
parent body part. Some items like sunglasses, etc. should not bend. However, other items such
as elbow pads on a roller blader should bend with the parent. You should change parent props
before posing your figures, since it may be harder to align props with figures once the figures
have been posed (such as a sword in a warrior’s hand).

Here's an example of a ball parented to a figure’s right hand.

A ball follows a figure’s hand when it is parented to the hand.

You could also parent a chair to a figure’s hip and make the chair inherit the figure’s bend.
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When selecting only a single item from the Object Parent hierarchy window,
you can simply double-click on that item to make your selection and close the
window.

While IK is set “on” for a figure, you can use the Change Parent command on
a body part actor to parent it to something else (such as another figure body
part or prop).

Your parenting choices are virtually unlimited. For example, how about parenting a camera to a
figure’s head? This could create some interesting effects.

To set a parent for an element:

1. Select the object you wish to parent (make the child of another object).

2. If necessary, use the Editing tools, deformers, and/or parameter dials to position and
shape the object. Ensure the correct positioning using either a detailed preview style (such
as Lit Wireframe), zooming in close, or a test render. You can also enable Collision
Detection to prevent the selected object from penetrating its parent object, or vice versa.
Please refer to Collisions for more information about the Collision Detection feature.

3. Select Object > Change Parent (or click the Set Parent button in the Properties
palette) to open the Object Parent dialog.

Object Parent

Choose parent for 'ball_1"
{Current parent is "'UNIVERSE")

= & Left Shoulder
= & Left ForeArm
- €& Left Hand J
+ & Left Thumb1
= @& Left Thumb2
€ Left Thumb3
= & Left ndex0
= & Left Index1
= & Left Index2
€ Left Index3
= & Left Mid0
= & Left Mid1

Inherit bends of parent

You choose the parent object in the Object Parent dialog.

4. Select the desired parent object (the object to which the currently selected object will be
attached).

5. If you want the prop to bend like its parent, check the Inherit bends of parent
checkbox.

6. Click OK.
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Set Figure Parent

You can also change a prop’s parent in the Hierarchy Editor. Simply drag and
drop the prop that you want to change, and drop it onto the new parent in

the scene.

In the preceding examples, we parented the ball to the figure’s right hand and the chair to the
figure’s hip. To set parents for an entire figure, select Figure > Set Figure Parent as described

in Set Figure Parent.

Set Figure Parent

You can attach props to body parts, body parts to each other, figures to props, figures to figures,
cameras to body parts- the list goes on and on. Setting a parent creates a hierarchical
relationship, as described in Establishing Hierarchal Relationships. You can parent entire figures
to various other scene elements. For example, you can parent a character to the bench that it
sits on, and when you move the bench to another location in the scene, the figure will go with it.

To set a parent for a figure:

1. Select the figure you wish to parent (make the child of another object).

2. Select Figure > Set Figure Parent to open the Object Parent dialog.

3. Select the desired parent object and click OK. To parent props, camera, etc., select

Object > Change Parent as described in Changing a Parent.

Object Parent

Choose parent for ‘ball_1"
{Current parent is "'UNIVERSE")

= & Left Shoulder
= & Left ForeArm
= & Left Hand
- & Left Thumb1
= €& Left Thumb2
€ Left Thumb3
- € Left ndex0
- €& Left Index!
- € Left Index2
€ Left Index3
- €& Left Mido
- €& Left Mid1

Inherit bends of parent

Choosing a parent for a figure

Grouping Objects

A grouping object is a container that can act as a parent to two or more objects. A grouping
object allows you to perform the same action to more than one object at a time. For example,
when several objects are assigned to the same grouping object as a parent, you will be able to
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move or rotate the grouping object to do the same to all of its children; or you could turn off
visibility for all of the children of the grouping object.

To demonstrate how grouping works:

1. Create a new project.
2. Add a few primitives (a box, a ball, and a bowl! are shown here).
3. Also add a Square Groundplane HR from the Props > Primitives category.

4. With the Square Groundplane selected go into the Material room and click the Add
Reflection Wacro. The ground plane will turn into a reflective surface.

If you are starting from the default scene that ships with Poser 12, you can
apply the Add Reflection Wacro to the Contruct 1 ground plane to accomplish
the same thing).

5. Change the colors of the props to add more variety to the scene.

Reflective
ground

Four objects in a scene.

Now, you can create the grouping. Choose Object > Create Grouping. A container named
Grouping n (where n represents a numerical value automatically assigned by Poser) appears in
the scene. It will appear at the zero position in the scene (on the floor, at the origin point of the
scene). It appears as a cube in wireframe display mode, and will not be rendered in your scene.
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A grouping object at the origin point of the scene.
There are several ways that you can attach children to the Grouping object:

 Select an object in your scene that you want to attach to the Grouping object. Choose
Object > Change Parent, and use the Change Parent dialog to select the Grouping
Object in the hierarchy.

« Right-click in the Document on the object you want to attach. A context menu appears,
and included is a Change Parent to command. Expand the menu and select Groupings >
Grouping n (with n being the number of the grouping you want to attach).

» Open the Hierarchy Editor, and select the item you want to attach to the grouping object.
Drag and drop it on the grouping object so that it becomes its child.

Use any of the above methods to attach the box and the ball.

Leave the bowl and ground as they are (do not assign the Grouping object to them as the
parent). Notice now, that when you move the grouping object, the box and ball will move, but
the bowl and ground plane stay put.
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Object Parent

‘Choose parent for Bowl_1"
(Current parent is ‘UNIVERSE)

& Doly camera

& Top Camera
& Bottom Camera
& Front Camera
W& Back Camera
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|0l Inherit bends of parent

Frame Object

Object Style >
Duplicate

Props Change 'ball_1" Parent to >
EEiplize Camera View >
Cameras

Lights

+  UNIVERSE

Parent with the Object > Change Parent command (top) or with the Document context
menu (bottom).

The Box and Ball move with the Grouping object. The bowl and ground (not attached) stay put.

A Grouping object allows you to do more than translate or rotate objects together.

For example, you can toggle the Visibility of a grouping object to show or hide all of its children
at once.

When a Grouping object is invisible, the Hierarchy Window will display the
visibility icon slightly differently for its children. A blue outline will appear
around the visibility icons for children of a grouping object, indicating that
they have inherited the Invisible setting from the grouping object.

You can also toggle the Visible in Raytracing property of a Grouping object. Let’s say that you
have several objects on a reflective surface. If Visible in Raytracing is turned on for the
grouping object, reflections will be calculated and rendered for the child object. If Visible in
Raytracing is turned off for the object, reflections will not be calculated. This can help speed
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up rendering, but there may also be times when you intentionally want some objects to be
reflected and others not.

Grouping object Visibility off (top); Visible in Raytracing off (bottom).
Using Grouping Objects with Figures

When you create a grouping that includes a body part on a figure, the order that you select
items can affect how the figure relates to the grouping object:

o If you start by adding a figure to your scene (such as Andy, or Alyson or Ryan), and then
use the Object > Create Grouping command, the grouping object will appear in the
scene. Next, you select one of the body parts on the character (such as the right forearm)
and right-click to choose Change Figure (figure name) parent to from the context
menu that appears. The grouping object becomes a parent of the entire figure, and not
just the selected body part.

o If you create your group first (for example, you assign a grouping object as a parent to a
table, chair, and dishes on the table) and then you assign the figure’s hand as a parent to
the grouping object, you can still have some freedom over the hand.

Using Constraint Channels

Constraint channels allow you to animate one object based on the position of another object. To
explain, visualize a scene where a football is being tossed to a football player, and then he
catches it and runs with it. If you create this type of scene in Poser, you can use a constraint
channel to help with this animation. The figure’s hand can be a target for the football. You
animate the pass of the football, and when the football gets close to the catcher you can set the
value of the Constraint object to 1 so that the ball moves with the figure’s hand.
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You can delete the Constraint channel and the Constraint object will still
appear in the scene and act as a grouping object, as described in Grouping
Objects.

Here is a simple example to illustrate how this works. Create a simple scene that has three
primitive props, such as a box, a bowl, and a ball (or similar).

With one of the props selected (the box in this example), choose Object > Add Constraint.
The Add Constraint dialog appears and prompts you to select a constraint target. You can then
select the ball as the target.

Choose a Constraint target from the Add Constraint dialog.

After you click OK, you will see that the box moves to the same position held by the ball, so that
they are now in the same space. A Constraint dial appears in the Parameters Palette, and is set
to 1. When you move this dial back toward the 0 value, you will see the box move back toward

its original position.
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The box moves toward its original position when the Constraint object value is between 0 and 1.

A wireframe box appears at the origin of the ball (the target), but may be hidden within the
target object. This wireframe box is a container that will not render in your scene, but it assists
in animation. The Hierarchy Editor will show this box as Constraint Grouping n (where nis a
numerical value automatically assigned in Poser) and it will appear as a child to the ball.

Now, to see how a constraint channel works, move the Constraint parameter dial back toward 1,
so that the box moves closer to the ball. Then move the ball (not the Constraint object) with the
editing tools. You will notice that the box follows the ball. The amount of movement between the
two objects is determined by the value set by the Constraint parameter dial.
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When you move the ball, the box follows it, with the amount of movement dependent on the
Constraint value.
You can add more than one constraint object. For example, you can select the box and assign
the bowl as a second constrain target. An additional Constraint dial appears in the Parameters

window (and also in the Hierarchy window). When an object has two Constraint targets, it works
as follows:

o If both Constraint 1 and Constraint 2 for the box are set to 1, the box will be positioned
according to Constraint 2.

o If Constraint 1 is set to 0, and Constraint 2 is set to 1, the box will be positioned according
to Constraint 2.

o If Constraint 1 is set to 1, and Constraint 2 is set to 0, the box will be positioned according
to Constraint 1.

o If both Constraint 1 and Constraint 2 are set to values other than 0 or 1, the box will be
positioned in relation to both.
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When an object has two constraint targets, set each to a value between 0 and 1 for both to have
effect.

Creating Simulation Proxies

The Object > Spawn Prop from Convex Hull command allows you to quickly create lower-
resolution objects that you can use as a simulation proxy. They can be used for anything, such
as physics, hair, or cloth simulations. They help reduce resources when you are trying to
calculate simulations and collisions against high resolution geometry. Simulation proxies are also
useful when you are trying to visualize where collisions against an object will occur, and for
proofing dynamics.

To create a simulation proxy, follow these steps:

1. Click the object in your scene for which you want to create a low-resolution proxy. This
can be a prop in your scene, or an actor on a poseable character (such as a character’s
head).

2. Choose Object > Spawn Prop from Convex Hull. A prop, named hull, appears in your
scene.

The first simulation proxy that you create will be named hull. The second, and
subsequent proxies will be named hull n, where n is a sequential number
(such as 1, 2, and so on).

3. Switch to the Properties palette, if desired, to assign a more descriptive name for the
proxy in the Name field.
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Examples of hull proxy objects.

Creating and Using Text Props

You can use text props to add labels to items in your scene.

Text props can also be used as control props (discussed further in Using Control Props). Text
objects do not appear in renders.

The text initially appears as a large object on the floor in the center of the scene. Use the
Parameter to scale and position the text object where desired.

The text object itself is not editable. You will need to delete the text object
and create a new one with the text that you want to display.

To create a text prop, follow these steps:

1. Choose Object > Create Text Prop.
2. Enter the text that you want to display as a text prop.
3. Choose OK.

4. If desired, change the name of the text prop in the Properties palette.

v 2

2

Rename the text object in the Properties palette.

5. You can also scale and position the prop in the Parameters Palette, and change the color
of the text prop in the Material room.
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Scale and position the text object in the Parameters palette.

Creating and Using Measurement Objects

Measurement objects allow you to determine distances between objects, or determine
measurements of objects that you might be assembling for scene reconstructions.

Measurements are a new type of prop in the scene. If you want to delete a
measurement prop, you will find them listed in the Current Actor menu at

the top left of the document window.

The Measurement Mode icon appears in the lower right corner of the document window. When
you click this icon you’ll see a number of commands listed in two sections.

Create Measurement - Line
Create Measurement - Angle
Create Measurement - Circle

Create Measurement - Polyline

Measurement Mode - Off

Measurement Mode - Display

Measurement Mode - Edit

BreastsPerk

BreastsCle:

Measurement Modes.

In Poser, the top section allows you to create four types of measurements: Line, Angle, Circle,
and Polyline, which are described in the following sections. The bottom section displays the

following additional options:
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¢ Measurement Mode - Off: Click to turn measurement mode off. The measurement text
will not be displayed in your document window.

e Measurement Mode - Display: If measurement mode is on, you can turn off the
display of numbers using this command.

e Measurement Node - Edit: Select this item if you want to edit the placement of an
existing measurement point.

When you use the measurement tool to select a point on which to base a measurement, the tool
will snap to the nearest vertex that you click and a red dot will be displayed at that point.

After you set your measurement points, you can later hover your mouse cursor over a
measurement point to edit it. The cursor turns into a bullseye and you can move the
measurement point to snap it to another vertex in your scene. The measurement text will
update as you move the measurement points.

You can use the Figure > Copy Measurements From command in Poser to
copy measurement objects from one figure to another. For example, if you
create some line and polyline measurements on Rex to determine various
measurements like height, shoulder width, waist measurement, and arm
length, you can copy the same measurement objects to Roxie and they will be
placed in similar positions on her body

Measurements are not automatically deleted when you delete a figure to
which they are attached. Select the measurement indicators by clicking them,
or use the Current Actor dropdown to select the measurement you want to
delete. Then click the Delete key to delete the measurement.

Line Measurements

A line measurement object a straight line measurement. Simply click two points in the scene to
display the distance between those two points.

To create a Line Measurement object, follow these steps:

1. Choose Object > Create Measurement > Create Line, or click the Measurement
Mode icon in the bottom right corner of the document window and select Create
Measurement - Line. An initial measurement of zero will appear at the center of the scene.

2. The Properties palette displays the following options which can be set before or after you
define your measurement points:
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¥ [Measurement 1 <

Parameters Properties

Internal name:  Measurement 1
Mame: Measurement 1

Visible Visible in Rayt
B casts shadows Wisible in Cam
. Light emitter

Alignment. w None

Callout Style: % No Background

Copy to Clipboard

Shading rate: 0.20

Line measurement properties.

e Name: Enter a name that describes the measurement you are creating (for example,
AndyHeight). Note that if you enter a name that already exists for a figure or object in the
scene, the name that you enter will be appended by a number.

e Visible: Turns display of the measurement indicator on or off. Keep this option checked to
view the angle measurement while you are creating it.

e Vislble in Raytracing: Checking the Visible in Raytracing checkbox makes the
measurement object visible in raytraced reflections, such as when the figure is in front of a
mirror. Clear this checkbox to make the measurement object not appear in reflections.

e Casts Shadows: Checking the Cast Shadows checkbox forces the selected measurement
object to cast a shadow that is visible in your scene. Clear the checkbox to cast no
shadow.

e Vislble in Camera: When checked, the measurement object is visible in the camera and
in the final render. When unchecked, the object does not render.

e Light Emitter: When checked, allows the object to be included in indirect lighting
calculations so that light will bounce off the object. When unchecked, indirect lighting
calculations are skipped for the object.

¢ Alignment: By default, the line measurement will not be aligned to any axis (None).
Options in the Alignment menu allow you to align the measurement to the X, Y, or Z axis.

e Callout Style: Allows you to display measurement text without a background (default), or
against a black background.

e Copy to Clipboard: Click this button to copy the measurement dimension into your
clipboard to paste into another document.

3. Click at the first point that you want to measure. For example, if you want to determine
the height of a figure, click at the top of his head (point 1 in the following figure).
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4. Click the second point that you want to measure. For example, if you are measuring the
height of a figure, click the floor, or the lowest point of the character’s feet (point 2 in the
following figure).

Line measurement object.

5. After you click the second point, the measurement will display in text beside the figure.
The measurement will also appear in a tooltip in the lower left corner of the document
window. You can adjust the line measurement by hovering over the measurement points
as follows:

6. To adjust line measurements:

* Hover the mouse over point 1 or point 2, and drag to place the measurement point across
another vertex in the scene.

e You can adjust the length of the extension lines by moving either of the orange points at
the top or bottom of the measurement arrows, or by using the Extension Line Scale dial
in the Parameters Palette.

* Measurements will also change if you adjust scaling or the pose of a figure. In the case of
the figure in the above example, you could scale the figure until it reaches a specific
height.

Angle Measurements

Angle measurements allow you to determine an angle between two lines that meet at a center
point.

To create an angle measurement, follow these steps:

1. Choose Object > Create Measurement > Create Angle, or click the Measurement
Mode icon in the bottom right corner of the document window and select Create
Measurement - Angle.

2. Click the first point to set the end point of the first line in the angle (point 1 in the figure
below, which picks one of the back legs of the chair).

3. Click the second point to set the point at which the two lines in the angle will connect
(point 2 in the figure, which selects one of the points on the oil can).
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4. Click the third point to set the end point of the second line in the angle (point 3 in the
figure, which selects one of the corners of the cinder block).

Angle measurement object.
5. To adjust an angle measurement (reference the above figure):

o After your angle measurement is complete, the first point you clicked will be colored red,
the second will be yellow, and the third will be blue.

* Hover your mouse and then drag at points 1 (red) or 3 (blue) to adjust the measurement
point for each of the arms in the angle.

e Hover your mouse and then drag at point 2 (yellow) to select a new common point for the
angle.

e Hover your mouse and then drag at points 4 or 5 (orange) to adjust the distance that the
measurement extends from the measurement points. You can also control the scale of the
extension line using the Extension Line Scale dial in the Parameters Palette.

« If you move any of the objects that contain a measurement point, the text object will
update to display the new angle as you change the positions of the objects.

6. You can set the following properties for an angle measurement in the Properties palette:
¥ Measurement 2 <
Parameters Properties

Internal name:  Measurement 2
Mame:. Measurement 2

|

. Light emitter

Alignment. " None

Callout Style: ™ No Background

Copy to Clipboard

Shading rate: 020

Angle measurement properties.
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e Name: Enter a name that describes the measurement you are creating.

e Visible: Turns display of the measurement indicator on or off. Keep this option checked to
view the angle measurement while you are creating it.

e Visible in Raytracing: Checking the Visible in Raytracing checkbox makes the
measurement object visible in raytraced reflections, such as when the figure is in front of a
mirror. Clear this checkbox to make the measurement object not appear in reflections.

e Casts Shadows: Checking the Cast Shadows checkbox forces the selected measurement
object to cast a shadow that is visible in your scene. Clear the checkbox to cast no
shadow.

e Vislble in Camera: When checked, the measurement object is visible in the camera and
in the final render. When unchecked, the object does not render.

e Light Emitter: When checked, allows the object to be included in indirect lighting
calculations so that light will bounce off the object. When unchecked, indirect lighting
calculations are skipped for the object.

¢ Alignment: By default, the measurement will not be aligned to any axis (None). Options
in the Alignment menu allow you to align the measurement to the X, Y, or Z axis.

e Callout Style: Allows you to display measurement text without a background (default), or
against a black background.

e Copy to Clipboard: Click this button to copy the measurement dimension into your
clipboard to paste into another document.

Circle Measurements

The Circle measurement tool allows you to create a circle measurement in 3D space. You define
three points on an object to create a circle measurement. Follow these steps:

1. Choose Object > Create Measurement > Create Circle, or click the Measurement
Mode icon in the bottom right corner of the document window and select Create
Measurement - Circle.

2. Click three points on an object to form a circle. The measurement point will snap to the
nearest vertex that you click. All three points will lie on the circumference. The circle
indicator and measurement statistics will appear after you click the third measurement
point. After the measurement is complete, the first point you clicked will be red, the
second yellow, and the third blue. The tooltip for a circle indicator appears in the lower left
corner of the document window, and displays the circumference and radius of the circle.

Circle measurement object.
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3. You can set the following properties for a circle measurement in the Properties palette:
¥ Measurement 3 <
Parameters Properties

Internal name:  Measurement 3
Name: Measurement 3

Vigible Vigible in Rayt
B cast= shadows Vizible in Cam
. Light emitter

Copy to Clipboard

Shading rate: 0.20

Circle measurement properties.
e Name: Enter a name that describes the measurement you are creating.

e Visible: Turns display of the measurement indicator on or off. Keep this option checked to
view the angle measurement while you are creating it.

e Vislble in Raytracing: Checking the Visible in Raytracing checkbox makes the
measurement object visible in raytraced reflections, such as when the figure is in front of a
mirror. Clear this checkbox to make the measurement object not appear in reflections.

e Casts Shadows: Checking the Cast Shadows checkbox forces the selected measurement
object to cast a shadow that is visible in your scene. Clear the checkbox to cast no
shadow.

e Vislble in Camera: When checked, the measurement object is visible in the camera and
in the final render. When unchecked, the object does not render.

e Light Emitter: When checked, allows the object to be included in indirect lighting
calculations so that light will bounce off the object. When unchecked, indirect lighting
calculations are skipped for the object.

e Copy to Clipboard: Click this button to copy the measurement dimension into your
clipboard to paste into another document.

Polyline Measurements

The Polyline measurement tool allows you to determine precise opened or closed measurements
along a straight or splined path. In particular, the Polyline measurement tool is helpful in
determining and adjusting measurements of a body shape. This allows you to accurately
reproduce body measurements of a character.
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The following example shows how you can obtain an accurate measurement of a character’s
waist:

1. Load your character into Poser.

2. Set Document Display mode to the new Lined Texture Style (the last icon in the Document
Display palette). This displays the figure’s wireframe over the texture and helps you more
clearly view the flow of the figure’s geometry while you draw the polyline around the
waist.

3. Choose Object > Create Measurement > Create Polyline, or click the
Measurement Mode icon in the bottom right corner of the document window and select
Create Measurement - Polyline.

4. In the Properties palette, you can set the following options before or after you create
your polyline:

¥ Measurement 4
Parameters Properties

Internal nams:  Measurement 4
Name: Measurement 4

Visible Visible in Rayt
. Casts .rsha::-::'.'.'s Vizible in Cam

. Light emitter

Spline
Slack:

.‘ '. 0000
Closed

Copy to Clipboard

Shading rate: 0.20

Polyline measurement properties.

e Name: Enter a name that describes the measurement you are creating (for example,
WaistMeasure). Note that if you enter a name that already exists for a figure or object in
the scene, the name that you enter will be appended by a humber.

e Visible: Turns display of the measurement indicator on or off. Keep this option checked to
view the angle measurement while you are creating it.

e Vislble in Raytracing: Checking the Visible in Raytracing checkbox makes the
measurement object visible in raytraced reflections, such as when the figure is in front of a
mirror. Clear this checkbox to make the measurement object not appear in reflections.

e Casts Shadows: Checking the Cast Shadows checkbox forces the selected measurement
object to cast a shadow that is visible in your scene. Clear the checkbox to cast no
shadow.

e Vislble in Camera: When checked, the measurement object is visible in the camera and
in the final render. When unchecked, the object does not render.
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¢ Light Emitter: When checked, allows the object to be included in indirect lighting
calculations so that light will bounce off the object. When unchecked, indirect lighting
calculations are skipped for the object.

¢ Spline: Check this option to create smooth curves between your polyline points. Uncheck
the option to create straight lines between the polyline points..

¢ Slack: Adjusts the amount of space between the figure and the segments in the polyline.

¢ Closed: Check this option to create a closed polyline that automatically connects the
current measurement point to the first point that you clicked. Uncheck the option if you
want to create an open polyline. (Check this option for this example).

e Copy to Clipboard: Click this button to copy the measurement to the clipboard. This is
basically the same information that is displayed in the tooltip in the lower portion of the
screen.

5. Click to set the starting point, and then draw your polyline around the figure. The
measurement points will snap to the figure, and if the Closed option is checked the current
point will connect to the starting point as you work your way around the figure. As you
draw your polyline you will notice a tooltip in the lower section of the document window
that displays the measurement of each segment, along with the total measurement of the
polyline.

6. After you set the last point, turn off the Edit Measurement mode, using one of the
following methods:

e Select another figure or object from the Current Figure/Current Actor menu on the
document window.

e Click the Measurement tool in the lower-right corner of the document window and choose
Measurement Mode - Display.

7. The total polyline length will be displayed in the lower left portion of the document
window. If you change the shape of the figure by dialing in a morph or changing the scale
of the waist, the measurement will update automatically to reflect the change,

aist Measurement (Polyline: spline lengtn = 2.58

Measurement of polyline.

Using Control Props

Control props are effective for adding additional control of the character through the use of
ghost bones. For example, many content creators assign the area from the hip to the hem of a
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dress to the hip group, and then use control props (or body handles) to control the movement of
the skirt.

Control props act as a UI proxy for another object. You can use any type of geometry as a
control prop, and can also assign a text prop that help identify the area that the control prop
affects. The control prop can be configured either directly over the part it is controlling, or set
remotely in another part of your scene.

The following example shows how to set up a text control prop to control Roxie’s jaw. After you
add Roxie to a scene, proceed as follows:

You can also select polygons on an object and spawn control props from. See
the example in Using Selected Polygons for Control Props.

1. Choose Object > Create Text Prop. The Create Text Prop dialog prompts you to enter a
name for your text prop. Enter RoxieJaw.

If you enter a name of a figure or object that already exists in your scene,
Poser will append a number to the name after the object is created.

2. The text prop initially appears in very large text in the center of your scene at ground
level. You can use the Scale, Rotate, and Translate dials in the Parameters Palette to
position and scale the text object as desired. Here, the text is reduced on size and moved
to the side of Roxie’s head.

Text object positioned near Roxie’s head.

3. Click the RoxieJaw text prop and choose Object > Convert Prop to Control Handle. A
dialog prompts you to select the actor to control. Drill down through the hierarchy tree
until you find Roxie’s Jaw.
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Create ControlHandle

Select actor to control:
w Jaw

Text object set to control Roxie’s jaw.

4. You should now be able to position your mouse over the text control prop and use it to
move Roxie’s jaw. Depending on the direction that you drag, the jaw will twist, move side

to side, or open/close.

Text prop controlling Roxie’s jaw.

By default, a control prop is set as a child of the UNIVERSE. The control prop
(text in this case) will remain stationery while you move your mouse over the
text to control the jaw. .

Using Selected Polygons for Control Props

You can also create control props that move along with the area that they control. For example,
the facial control props in Paul and Pauline, and La Femme and LHomme were created by using

the Group Editor to spawn selected polygons in the face as props.

The steps below are shown for Pauline, but will be similar for Paul, La Femme,
and L'Homme):

1. Add a figure that uses control chips to your scene, and open the Group Editor.

2. Create a new group, named for the control prop you want to create (for example, Jaw
Prop).
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Group Editor  (Polyg

¥ head

New Group Delete Group:

Mew Group Name

Jaw Prop

Cancel
W Hide other objects

Create a new group named for the bone you want to control.

3. Select the polygons that you want to use for the control chip. You will find it easier to
select the polygons if you use one of the lined display styles, as shown below.

Add some polygons to the new group.

4. Click Spawn Props.

Show non-grouped faces

Geometry Fu

Create Prop

AsSign hiu o
Aszign Smoothing Id...

Create Perspective UVs

Spawn a prop to create the control chip.

5. Poser will add two props to the scene. The first prop will be nhamed the same as the actor
that you created the control chip for (Head, in this case). You can delete this prop. The
second prop will be your control chip (Jaw Prop, in this case).
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Renders review Render Untitled

Body
Main Camer| Body Parts
GROUND Props
Cameras
JawProp Lights
head

Two props will be created. In this case, delete the head prop, and keep the JawProp prop.

6. With your new prop selected, choose Object > Convert Prop to Control Handle. The
Create Control Handle dialog prompts you to select the bone that you want to control. In
this example, you would choose Pauline’s Jaw bone.

Create ControlHandle

Select actor to control:
¥ Jaw

The JawProp is set to control Pauline’s Jaw.

7. You'll notice when you initially use the new JawProp to control the jaw, the JawProp itself
remains in its original position. This is because the new control props are parented to
UNIVERSE by default. To create a control prop that moves with bone that it is controlling,
right-click the JawProp and choose Change JawProp Parent to, and drill down to select
Pauline’s Jaw as the new parent.

To create a control prop that moves with the jaw, change the parent from UNIVERSE to Pauline’s
Jaw.
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Cameras

This section describes how Poser’s cameras work. As indicated previously, cameras aim at the
Poser workspace from different vantage points. Switching cameras allows you to view your scene
from up to four of these vantage points at once.

e Selecting Display > Camera View allows you to select one of the cameras available in
your scene.

e Selecting Display > Show Camera Names displays the name of the currently selected
camera in the top left corner of the Document’s scene preview area. Clicking this option
again disables this feature.

The sections that follow describe how to use Poser's cameras.

Camera Controls

The Camera controls allow you to quickly select and position cameras. Used in conjunction with
the available Document layouts, they allow you to quickly navigate your scene and/or set up
final shots for still or animated output. Remember that every view you see of your scene inside
the Document is done using one or more cameras. You can move cameras in any direction,
however positioning them can be a time-consuming process. Having multiple cameras allows you
to use preset camera positions to quickly navigate your scene, while the ability to position
cameras allows you to create custom still or moving shots for use either while working on your
scene or during rendering.

The Camera controls allow you to select and move one or more Poser cameras. There are two
types of camera controls: View and Position.

Face Camera
R Hand Camera Controls.
Hand
Animation
On/Off Flyaround
Move YZ q/ g Select Camera
w [
Move XY
Move XZ =. e =
L] - '10 ‘
Scale ~ "
Trackball
Focal Length
) Orbit Selected
Frame
Selected

The Camera Controls.
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To use the Camera controls, simply click and drag your desired control. Moving a camera does
not change the locations or poses of figures, props, and other elements in your scene. Please
refer to Cameras for complete information about the Camera controls.

e The topmost controls are the View controls. Clicking one of these controls activates the
Face, Left Hand, or Right Hand camera, as appropriate. You can also scroll through the
list of available cameras.

¢ The controls beneath the hand controls are used to turn camera animation on or off, or to
use the Flyaround camera.

e The Animation On/Off control allows you to enable or disable automatic keyframe
generation when you move or change rotation of a camera.

» The Flyaround camera view provides an animated view of your scene as a camera
rotates around it while pointed at the center origin.

* The Position controls appear below these controls and are used to move or rotate the
currently selected camera. The Camera Plane position controls move the camera along
the X, Y, and/or Z axis, while the Trackball rotates the currently selected camera without
changing its location in 3D space.

» The Frame Selected button changes the camera view to fit around the currently selected
actor. See Frame_Selected.

¢ The Orbit Selected button rotates the camera around the currently selected actor.
See Orbit_Selected.

The Orbit Selected mode does not work with cameras that are already set to
orbit a specific body part (such as the Face, Left Hand, and Right Hand
cameras).

Camera Mini-Controls

The Mini Camera Controls located at the top right of the Preview tab contain a subset of the
total available Camera controls. From left to right, these are:

¢ Frame Selected Object: Allows you to pick a body part and then frame that body part in
the camera view. See Frame_Selected.

¢ Orbit Selected Mode: The Orbit Selected command rotates the camera around the
currently selected actor. See Orbit_Selected.

The Orbit Selected mode does not work with cameras that are already set to
orbit a specific body part (such as the Face, Left Hand, and Right Hand
cameras).

e Camera Rotation: The Camera Rotation trackball tilts and spins the currently selected
camera about all three axes.
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e Move XZ: Clicking and dragging the Move XZ control moves the currently selected camera
along the X and/or Z axes.

e Move XY: Clicking and dragging the Move XY control moves the currently selected
camera along the X and/or Y axes.

Please refer to Cameras for detailed information about the Camera controls.

Mini Camera Controls.
Camera Views
Select Camera Control

Clicking and dragging the cursor over the Select Camera control cycles through the available
camera views and changes the Document or currently active view pane to the newly selected
camera.

The Select Camera control.

Just above the main Select Camera control are three shortcut buttons for specific cameras. You
can replace an existing camera shortcut with your currently selected camera by pressing [OPT]/
[ALT] while clicking one of the Select Camera shortcut buttons. A shortcut for your currently
selected camera will replace the previously existing camera shortcut.

The Main, Auxiliary, and Posing Cameras

The Main, Auxiliary, and Posing cameras are revolving cameras, which means they rotate about
the center of the Poser workspace. By default, figures and props are placed at the center of the
workspace. Moving figures/props does not alter these camera’s positions. The Auxiliary camera
provides a secondary camera for your use, such as when you are deciding which shot to render
and want to explore possibilities without affecting your previous camera positioning/animation
work

Page 258



Poser Reference Manual Camera Views

The Posing camera is similar to the Main and Auxiliary Cameras except that it rotates about the
currently selected figure, not the workspace. If you select another figure, the Posing camera
moves to that figure/prop.

Main Auxiliary

Main, Auxiliary, and Posing cameras as displayed in the Camera Controls.

The Face Camera

The Face camera provides a close-up of the currently selected figure’s face, allowing you to
precisely adjust facial expressions and see your results in detail. This camera rotates around the
currently selected figure’s face and moves if you select another figure. This camera also works
with animal figures. To switch to the Face camera, select your desired figure and click the Face
Camera control.

Face

The Face camera displayed in the Camera Controls.

For the Face camera to work properly, be sure your figures” heads have the
internal name of "head" (with a small h) rather than Head (with a capital H).

Left and Right Hand Cameras

Like the Face camera, you can zoom in on the left or right hand of the currently selected figure
to fine-tune gestures and other hand positions. Hand cameras also focus on the currently
selected figure. If the figure is an animal, the Hand cameras will focus on the feet/paws/claws as
appropriate. To switch to a hand camera, click the Left hand or Right Hand icon as appropriate.
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Right Hand Left Hand

Left and Right Hand cameras as shown in the Camera Controls.

For the hand cameras to work properly, be sure your figures’ hands are all
named with internal names of IHand and rHand, preceded with lower-case
rather than upper-case letters.

The Dolly Camera

The Dolly camera rotates about its own center independently of scene contents, meaning it can
move around and between elements in the scene. If you want to emulate a motion picture
camera, the Dolly camera is your best choice.

Orthographic Cameras

The Left, Right, Top, Bottom, Front, and Back cameras are orthographic cameras, meaning that
they product orthographic projections. Orthographic projections makes objects appear flat (2D),
without the perspective of 3D views. Orthographic cameras cannot be rotated, since they are
permanently aligned to the X, Y, and Z axes in the Poser workspace. Because of this, they make
excellent references for viewing your scene.

Right

Bottom Front

Orthographic cameras as shown in the Camera controls.
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Shadow Light Cameras

Shadow light cameras are very useful for aiming lights and creating their shadows. Each light in
your scene has one Shadow Light camera. Each shadow camera shares both XYZ location and
aim direction with its assigned light. Poser uses these cameras to calculate shadows cast by the
objects in each light's path. Positioning these cameras and/or adjusting their parameters/
properties can affect how shadows appear in your rendered scenes. You can select these
cameras using the Select Actor pull-down menu. Shadow cameras have a reduced set of
properties/parameters (see Camera Properties & Parameters for more information).

If you see poor depth map shadows in a portrait shot, or if you see warping
or flickering shadows in animation, you can tweak the shadow cams to adjust
the field of view to the parts of the scene that really matter.

Renders

Preview Render

- IR Body

Main Cam Body Parts

Props

Cameras

Lights

Main Camera
Aux Camera
Posing Camera
Dolly Camera

Left Camera

Right Camera

Top Camera
Bottorn Camera
Front Camera

Back Camera

Face Camera
LHand Camera
RHand Camera
Shadow Cam Lite 1
Shadow Cam Lite 4
Shadow Cam Lite 2
Shadow Cam Lite 3

Shadow Light cameras displayed in the Select Actor drop down menu.

For more information about shadow light cameras, see .

Flyaround View

The Flyaround view places the currently selected camera on a virtual track above and away from
the center of the Poser workspace and orbits around your scene, displaying all elements within
view. This is an excellent way to quickly see how your scene looks in 3D space. Once activated,
this view remains active until toggled off. To toggle Flyaround on and off, click the control or
make the selection using the Cameras pull-down menu.
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The Flyaround Camera control.

Positioning Cameras

In addition to selecting cameras, the Camera controls allow you to position your currently
selected camera using one or more of the following controls. If you have more than one camera
active (multiple Document view panes), these controls will only affect the currently selected
camera.

Camera Plane Controls

The Camera Plane controls constrain camera motion to specific 3D planes (axes), helping you
move the camera with precision:

e Move YZ: The Move YZ control constrains camera motions to the up/down (Y) and front/
back (Z) axes.

e Move XY: The Move XY control constrains camera motions to the side/side (X) and up/
down (Y) axes.

e Move XZ: The Move XZ control constrains camera motions to the side/side (X) and front/
back (Z) axes.

¥ Camera Controls

Move Move

Y and 7 ¥ and Y
Move
Xand/?Z

Camera Plane controls.
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Rotation Trackball

The Rotation trackball tilts and spins the currently selected camera about all three axes. The
Main, Auxiliary, Posing, and Dolly cameras rotate about the center of the Poser workspace.
The Posing camera rotates around the currently selected figure. The Face and Hand cameras
rotate about the respective actors (body parts) of the selected figure. You can also use the
Rotation trackball by pressing [OPT]/[ALT] and dragging the cursor around the workspace
using the Document.

The Rotation Trackball.

Scale Control

The Scale Camera control works like a zoom lens. Click the control and drag right to zoom
towards the camera’s aim point (workspace, figure, or actor, depending on the camera). Clicking
and dragging left zooms out, and vice versa.

Focal Length Control

The Focal Length control increases or decreases the selected camera’s focal length. Clicking the
control and dragging right increases the focal length, while clicking and dragging to the left
reduces the focal length. You can also adjust the camera’s Focal Length parameter in the
Parameters palette.

Roll Control

The Roll Camera control banks the camera to the left or right, tilting your view of the Poser
workspace. Click the control and drag left or right to tilt the camera in the indicated direction.
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Camera Controls

Scale

Roll

Focal
Length

Scale, Roll, and Focal Length camera controls.

Frame Selected

The Frame Selected command changes the camera view to fit around the currently selected
actor. Pick a body part or actor, and then click the Frame Selected control to change the camera
view to fit around the selected actor.

Orbit Selected

The Orbit Selected command rotates the camera around the currently selected actor. This
command is a toggle. When toggled on, the camera will be centered on the selected object or
body part and you can rotate the camera so that it is always in the center.

The Orbit Selected mode does not work with cameras that are already set to
orbit a specific body part (such as the Face, Left Hand, and Right Hand
cameras).
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Camera Controls

Orbit
Selected

Frame
Selected

Frame Selected and Orbit Selected camera controls.

Changing Cameras

To change a camera, use any of the following methods:

* Right-click the camera label in any Document pane and choose one of the options in the
Camera View sub-menu.

e Click the Face, Left Hand, or Right Hand icon in the Camera controls (see Camera
Views).

¢ Click the Select Camera control in the Camera controls.

e Select Display > Camera View using the Menu Bar, then selecting your desired camera
in the Cameras pull-down menu.

Creating Cameras

You can create new revolving or dolly cameras using the Object > Create Camera menu
option.

You can specify the type of camera you wish to create by selecting either Rev