


END USER LICENSE AGREEMENT (EULA)

NEXUS is defined as a packaged collection consisting of thiaul&/ser Guide and Nexus 3D Models.
USER is defined as anyone having obtained or possesstogy or portions of NEXUS.

Usersmay use NEXUS for both commercial and personal prejéee of charge. Credits* are not
required but would be greatly appreciated. Useag copy, share and distribute unmodified copies
of only the complete NEXUS Package by any legal means.

Usersmay notlevy charges to others for copies of NEXUS undwer @rcumstances, including but
not limited to reproduction costs and download fedsersmay notsell any of the content included
with NEXUS, in whole or in part, for any reason wdwever. Usergay notmodify, add to, or
remove items from any portion of the NEXUS Packaddsersmay not claim any portion of
NEXUS as their own work. Usemsay notuse any part of NEXUS to create derivative wor&seul
upon any portion of NEXUS to publish, copy, sellase or distribute as their own works for any
purpose whatsoever.

The NEXUS Package must always be provided fredafge.

* Credits help generate support for artists whatand freely share work with the 3D community.
If desired, donations can be made to the creattigjsausing the following web link:
http://www.shareit.com/product.html?cart=1&proddet800486455
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The NEXUS package includes this User Guide and\ieus 3D models/textures. The NEXUS
package is a collaborative effort of the artiSsoWinand RoLoW. and contains original text &

graphics images by both artists. The Nexus 3D Miedwre files and Nexus User Guide are
copyrighted works of the artisgcoWinandRoLoW.

CO N

Copyright (c) 2009-2011, ScoWin / RoLoW.
All Rights Reserved.
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‘ What Is Nexus? I

Nexus was created for use with Poser (PS) and Daz S8ioto quickly aid in the location of the center poift o
3D space and has been tested with PS 6,7,8 & DS 2,3,4. Fagargem the various versions of Poser/DazStudio.

The Nexus tools have an origin at location 0,0,0 (three zerosach of the X, Y, and Z axis which is the center of
the 3D work space. The center point isn't always easypdobiecause it is usually invisible. Nexus is a visual
reference to aid the artist in placing and manipulating tbjecrelation to the origin and can be hidden when no
longer needed.

2D 3D
A A
Y-axis Y-axis N E U S
Z-axis X-axis
0,0 X-axis
- $
X-axis XY
Y-axis Y-axis
v

Nexus was created for with two basic purposes in mindst Eican be used to assist in positioning or relocating
props that are hard to adjust within a scene like a gun ardstivat needs to be placed in the hand or clothing that
needs to be worn properly. Second it can aid the artseating a pivot point to manipulate custom objects in the
3D space like rotating the hands of a clock or translatrap@et drawer to open and close it.
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‘ Color Scheme I

Nexus colors consist of the universal color scheme Her3D coordinate system whelrED is the "X" axis,
GREEN is the "Y" axis andBLUE is for the "Z" axis. The color of each Nexus elemead heen designed to
contrast those for other Nexus elements to improve litgilvhere the user has chosen to display more than one

Nexus element in the scene.
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‘ Elements Of Nexus I

Nexus is composed of four elements designed to fit almosy eeed. There IBIEXUS which is the heart of all
the Nexus elements and is a pixel-sized cube centerdukasrigin/center of the 3D workspace; there is a set of
lines pointing to the origin called Nexd#OINT; there is a sphere around the origin called Ne&AkL ; and
lastly there is a set of planes cutting through the oaglled Nexud®LANE. Users can choose to use any or all of
the elements in combination to best suit the 3D modeiaw peing manipulated in the scene or project.

NEXUS
Origin

Nexus Nexus Nexus
POINT BALL PLANE

Throughout this guide, the teriEXUS, POINT, BALL andPLANE will refer to respective elements above.
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Nexus will show up in your content library after it ioperly installed with an icon similar to one of these:

MNexus

POSER DAZ STUDIO

By default, when Nexus is loaded into your scene, only NexuslPP@nd BALL will be visible. These are the
most commonly used elements; however, NEXUS (Origin) and N&XANE are readily available. For Poser
and Daz Studio, an Active/Open Eye means the prop isleviaiftd a Subdued/Closed Eye means it is invisible.
Shown below are the lists of elements as seen in tiezatit versions of Poser and Daz Studio:

Hierarchy

| v @ ® UNIVERSE v @ § UNIVERSE
o [ GROUND o () GROUND
b a (E Simonc:2 b ap (E Andy
= o ([ NEXUS_1 -+ o ([ NEXUS_1
aw [ Mexus POINT 1 2 [ Nexus POINT_1
ap [ Mesus BALL_1 ap 1) Mexus BALL_1
o (@ Mexus PLAME 1 2 ({0 Mexus PLANE_1

PS7 PS8

B NExUs e By R ¥ @ NeEXUs
@ Nexus PLANE -y @ Nexus PLANE -y ¥ & Nexus PONT
& Nexus BALL o Ry &) Nexus BALL o Ry Re & Nexus BALL
&8 Nexus POINT ot Ry & Nexus POINT s Ry [ ¥ & Nexus PLANE

DS2 DS3 DS4
NOTE: Poser adds a suffix number to each instance of a prepeaghDazStudio starts appending numbers with
the second instance of a prop.
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‘ Primary Uses I

You will find that the primary uses for Nexus are ratatand translation. You will find Nexus most useful for
changing the pivot point of objects within a scene, butntadao be used to group items together to move around
within a scene. When the Circe sword shown below is braoghthe scene and rotated in any direction, it pivots
on the tip of the blade. This could make it difficult foravice to manipulate the sword into a character’s hand.
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Nexus is used as a visual aid to adjust the pivot point aadidm of your objects. By parenting your objects to
Nexus, it becomes the focal point for any rotation, tetr and scaling within the scene. If you do not know

what parenting is, don’t worry as it will be explained shyort

Before parenting your object to Nexus, translate it (mweithin the scene so that the desired pivot point of the
object is centered on the Nexus element you are usimntpis example, we are using the default elementsexull
and want the Circe sword to pivot on the cross-guard bettireegrip and blade.

Original Location Desired Location

You can either move Nexus to the desired pivot point oolbfect, or you can move the object onto Nexus.
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‘ Parenting Objects I

There are several terms you should be familiar witheiaChild, Parenting and Unparenting. Parenting is¢he a
of making one object become the Child of another object whitien deemed the Parent.

Just like in real life, Children follow their Parent®and and do exactly what they do. In 3D, whatever adsion
performed on a Parent object is also performed on its Childtsbj#f you Translate, Rotate or Scale an object that
is a Parent, all it's Children objects are likewisedlated, rotated or scaled.

When children reach adult hood in real life they are nmdo subject to the whims of the Parents. In 3D,

Unparenting releases this bond between the Parent objécChild object so that they are now completely
independent of each other.

By default, all objects are children of the Universe)(l®8 the Scene (DS). We will demonstrate how to

Parent/Unparent and determine Parenting for users of Paaatt Baz Studio 3, but this applies similarly to all
versions of PS/DS.
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POSER

PARENTING : With the desired Child object selected, you can clickhen'Set Parent" button under the
Properties tab or choose "Set Figure Parent" from Figurkeoklain Menu bar. Now scroll
through the list of objects and select the Parent fordgsired Child object.

Figure | Object Display Render Animatic
Figure Height 3

Set Figure Parent...
Conform Te..

Create Full Body Morph

Use Inverse Kinematics 3
Use Limits

Genitalia

Auto Balance

Lock Figure

Lock Hand Parts

Drop to Floor Ctrl+D
Symmetry 3

Delete Figure
Hide Figure Ctrl+H

Show All Figures

Create Walk Path

Main Menu

Properties
Internal name: NEXUS

Name: NEXUS 1

[ wisible == M visible in Raytracing
| [ Display origin

O collisio etection

. Apply Collision Setting to Children

. Load Morph Target . Set Parent

Displacement Bounds:

+ (TN ¢ 0,000000

Shading rate: 0.20

Properties Tab

Object Parent

Choose parent for 'WEXUS_ 1"

G Aux Camera
@ Posing Camera
Dolly Camera
@ Left Camera
53 Right Camera
53 Top camera
G Bottom Camera
@ Front Camera
s Back Camera
@ Face Camera
G LHand Camera
{53 RHand Camera
b & Andy

E‘ Inherit bends of parent

Select Parent

UNPARENT: This simple, just repeat the steps for Parentingélect "UNIVERSE" as the new Parent.

DETERMINE : To determine if an item is a parent or child object, yeadnto analyze the Hierarchy Editor
window. Items that are Child objects will be indented toritpet under another object. Objects
that are Parent objects will be have an arrow matkére left of them pointing either to the right

or downwards if the list is already opened for viewing.
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DAZ STUDIO

PARENTING: In the Scene Tab, Click-Hold left mouse button andhsired Child object then drag-and-drop it
onto the desired Parent and release button. The Child ewjeciow show up indented to the
right and underneath its Parent in the objects listinghisneixample, the Circe sword will need to
be parented to Nexus. For Daz Studio, simply drag and drop iitee €&ord onto the NEXUS in
the Scene tab.

A Scene ™, A Scene ™, A Scene ™,
@oree wk| [T@ee 0w [E@eos e
BRI NEXUS e R BRI NEXUS e R
& Nexus PLANE e & Nexus PLANE e &) Nexus PLANE -
@ Nexus BALL oy B @ Nexus BALL oy B @ Nexus BALL oy B
&) Nexus POINT o R &) Nexus POINT o R &) Nexus POINT o R
Scene Tab Select Desired Child Drop on Parent

UNPARENT: This simple, just Right-Click on Child object and seléthfdarent Item" from action list.

S Soene s,
@nEXUS ey

Pm— -

@ Me  Remove tem from Scene ity i
) Nexiis PONT o R

DETERMINE : As shown in the Parenting section above, Children tbjedl now show up underneath its

Parent object in the objects listing and will be slightiganted to the right.
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‘ Positioning Objects I

We will now demonstrate the use of Nexus using Daz StBidiothe following sections. For Nexus to properly
control the placement of objects, it is necessartHerobjects to be parented to Nexus. When Nexus is sklecte
both Parent and Child can be easily rotated, translated @dsadlen manipulated by the user. With Nexus in
control, Children objects like the Circe sword shown i 8tene Tab can easily be maneuvered as desired.

@nexus e R
@ Circe ity R
{@Nexus PLAMNE e
@ Nexus BALL iy B
&) Nexus POINT o R

We will begin by demonstrating how to place Circe from®word Set into the hand of Michael4 (M4) character.

Circe —— L «—— Michael4
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First we start with a new scene and load the Nexus mamied avith a sword. If you do not have the Circe Sword
from the Seasoned Warrior Sword Set, you can use any mbgel that is similar in design or search the interne
using "free 3d sword model" for free sword models for you tg wigh and learn how to use the Nexus product.

At the time of this writing, the Michael4 characteraigilable free from Daz Productions (www.daz3d.com) but
any character figure will suffice while you are learniagise Nexus.

By design, when the Circe Sword is loaded into the s¢es@bove ground level. So we go ahead and load Nexus
into our scene. Before parenting the sword, we mustlaten@nove) it into position over Nexus. Hide the Nexus
BALL then adjust the sword into position aligned with theXs (red) of Nexus POINT. Now parent the sword to
Nexus.

Circe Default Load Nexus & Circe Circe Adjusted and Parented
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Move Nexus around your scene and you can see how the swowsfdl

Load the M4 character into your scene and make adjustmeNesxtes to place the grip (handle) of the sword in
the right hand of M4. To finesse the sword further, hideNbrus component(s) you are using and zoom in for
detailed adjustments. Scaling Nexus up/down will scalented props also. If required, scale the sword now.
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Once the sword is adjusted to your satisfaction, unparersvwibrd from Nexus. You can now use Nexus to
maneuver other objects within the scene. If you are datheNexus, it can be removed from the scene.

Unparent Sword Remove Nexus

Now that we have gone to the trouble of getting the dwdp M4's right hand, the sword will need to be parented
to that hand so that any movement of the hand will daeysword with it. For instance, any poses applied to M4.

NOTE: Unless the artist has a pose for the hand tilatowrectly pose the hand into gripping the sword,
it will be necessary to pose the fingers of M4 around the grip

| Nexus3D User Guide 16 of 24 www.WINTERBROSE.con)




You can see how the sword has moved with M4 after this\wasepplied to the character.
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‘ Pivot-Points I

Center-Point Rotation is the easiest way to have movirtg payour props by rotating any moving portions along
one of the 3D axis' using the universal origin coordinatés@0 as the translation/rotation point.

Since Nexus is centered in the 3D space, locating X,Yiginoat coordinates 0,0,0 is as simple as loading Nexus
into your scene. You can then create and export objetfigpwot point(s) that rotate as you intended.

Hands On A Clock

What would you do if you were about to create a clock model? aFgod clock, the hands should be able to
rotate around the face of the clock. How do you do that?ll $#%ew you how. When most objects are created,
they are "resting" on the ground plane. Create oneedfidinds for the clock pointing downward. Now load Nexus
into the scene. Nexus BALL hides most, if not all, of¢leek hand so go ahead and hide Nexus BALL.

Clock Hand Nexus with Hand
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The point (tip) of the clock hand is at 0, 0, 0. And wekatlw that a clock hand does not rotate around its point.
Go ahead and translate (move) the clock hand down until thesla the origin at coordinates 0, 0, O.

Tip at Origin Butt at Origin

Now remove Nexus from the scene and export the clock h&hd.pivot point for the clock hand will now be at
the butt of the hand. Within the prop file, we only alldwe hands to rotate on the Z-axis. Here’s the firadkcl
prop with both hands adjusted. Now both the hour and minutes ltamdbe rotated to show time.
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Light Switch

For this light switch box prop, the switch is saved atoitigin coordinates of 0, 0, 0. Within the PP2 prop file, |
only allowed the object to be rotated on the X-axis.

\l/

~ IO

Switch ON

Switch OFF
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Lids and Covers

After making a rustic coffin for Halloween, we wanted tid to be able to be opened and closed. Once the lid was
constructed to fit the coffin, it was maneuvered untilltisg right-side was at y-0 and z-0. It opens/closes within
the PP2 prop file using rotation on the Z-axis.

Coffin Lids

Coffin Complete
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Here is a bench prop designed so the top opens/closes WweHRPR prop file using rotation on the X-axis.
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Blades and Propellers

In most places, Summers are hot! Who doesn’t neechansté cool air during these times? After designing the
blade assembly for the ceiling fan, Nexus was used td'geteinter point. It was configured to rotate within the
PP2 prop file using the Y-axis.
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‘ Winterbrose Products I

In addition to the Nexus 3D Models, images of wiéfving Winterbrose products are
shown or used for demonstrations in this User Guide

1) Circe Sword from SEASONED WARRIOR Set
2) Wall Clock from DECOR Series

3) Light Switch from DECOR series

4) Ceiling Fan from DECOR Series

5) Wooden Coffin

6) Workbench from Workshop

At the time of this writing, Winterbrose productaicalso be downloaded or purchased
from the following resellers/brokers:

ShareCG www.sharecg.com
Content Paradise  www.contentparadise.com
Renderosity  www.renderosity.com

Daz Productions  www.daz3d.com

This package is just one of many free products fYdmterbrose. Visit our website at
www.WINTERBROSE.com for a complete list of all of our product offersg
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