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Object Categories

Let’'s begin with an over view of what the differenteggdries of content are called.

FIGURES (Characters)

aaaaa

LLLLL

These are the models of “living” creatures whether oedlctional.
This category includes people, animals, fish, demons anck.mor
These models are typically the focus of your scene oraiarmns.
These models can be designed with invisible bone strucanés
other mechanics used to create realistic movements fmaéaons.

= This category is self-explanatory, but for those who maly st

wondering poses are positioning the arms, legs, body, etc of d mode
in different positions to simulate actions like waving, dieag or
sitting. Poses can apply to more than just Figures. Ftanos, a
sword can have a pose that places it into the hand ofcyauacter.

FACES / HAIR / HANDS:

<>
&
&
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you will find

PROPS:

<>
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&
~ ]

LLLLL

cccccc

This category includes, as you guessed it, faces, haihamnds. For
the most part, all Figure characters will already hafaza and hands
but they usually do not include hair. You can attach dffestyles

and colors of hair. Why a faces and hands category®@ulfyjyessed
to create different looks for characters, you are carrdtany times

these included in Morph files to change kbek of your character.

= In my experience, this is the most often used categaryncludes

almost every object that is added to your scene or animétion
enhance and fit your desires. It includes plants, tools)itlire,
clothing and more. You may even occasionally find objectshiie
or characters in this category.

LIGHTS / CAMERAS

<[>
&
&
&
[~}
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You guessed it! These are the things that add lighting dfiedeafit
ways of viewing to your creation. Just like in lightsmesia, action
(without the action of course). These categories ame mdvanced,
but you will find that lighting is an important part of yquiojects.

w w
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Content, Content, content

Did anyone notice that most of these categories shayednder the “content”
folder? Remember that “Content” can be an activity,dalolder. Each one is
pointed out below and will be referred to as Content Agtivitontent Tab and
Content Folder.

Shape Animate Materialz Render Scripting

- h

B

( T~ Content - The Activity

Content

Content

+| +
DAZ Buit-in Cont » aniBlocl
content i
E‘ Presets Environments bi

»

\ Content - The Tab

E‘ Scenes E‘ Materials [ i
Scenes People » i
 conert. i - Content - The Folder
QuickStart S
Scripts »
Shader Mixer P » B
o) ]

T
il

| will try to clearly distinguish which “Content” | amfesring to, but if | slip and
say something like “go to your content to find an item” thesil almost certainly
be referring to the content folder under the Content tab.

As we progress throughout this series, don’'t worry if fblelers under your
Content Tab are different than those in my figures. Wkomily be using objects
from content folders you should have already installethfthe previous guides in
this series.
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Adjusting Tab Area

Let's get started! | know you are as excited a® t@abegin using all this stuff.

For now, let's go to the Pose Activity and minimize the $awalb. | hope you
remembered the 2- or 3- dots that are used for minimizestore a panel. Just in
case it slipped your mind, the figure shows you exactly evtiezy should be.

T onten » —
DAz Buttn cont » () Figures v
S

Studio3 » @) roses »| %
Presets QO races Fel
Scenes © e P
Scenes € rancs
e @
et Pose Activity
| /

W @ s
Lights "
0 )

@ camers e
Tool tab minimize

If you have a widescreen monitor set at a high enoughutesg you can widen
the area of DS3 showing your content to alleviate usindpohnizontal scroll bar as
much. Just move your mouse over the framed borderketthe tabs and the 3D
Viewport. But for most of us, the horizontal scroll Imjust going to have to do.

Scens Content s Content
- > &
DAZ Buitn Cont»- () Figures
(& s> . @
Presets O reces

5”““ g“"’ b Place your mouse cursor over the bar
) cenes e
S © . then click and drag it to the right to

. widen your scene/content areas.

b
an|

Click and drag to resize the Viewport / Docking Area(s). Use the toggle to expand / collapse the Docking Area. |

Your cursor will look like this: <>

The right side shows how | have expanded my
scene/content tab area to navigate it easier.
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You will want at least 2 columns showing so go ahead arkk raay necessary
adjustments so your scene/content tab area looks like bekny. folders and

categories that have more sub-content will show k& Itght-arrow to the right
side. If the category you are searching has the right-aaftav it then use the
horizontal scroll bar to move to the right and view itteois.

e gy SR
+ | r'S
DAZ Buitt-in Conte »
Studio3 8 PO *
Presets 0 Faces
Senes @ e > Right-arrows P»
Scenes e Hands
Q Lions .
ecméa " - Horizontal Scroll Bar

If you did not download and install the following items, pkeds so now. These
will be the items used for the rest of this guide for bnddyour first scene.

Victoria Michael Dystopian
4.2 4 Console Station
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Finding Your Characters

We will now need to find our Michael 4 (called M4) and Victo4i.2 (called V4).
For now, we will be working in the Pose Activity. So if yeusn’t selected, click
on the Pose tab now.

Shape \ Animate \ Iaterialz \ Render \ Seripting \

You should remember that most human characters will bedfaurthe Figures
sub-folder. Click the content folder which shows the Figuwas-folder on the
next column. | just happen to have two content foldersdwhust adds to the
confusion so don’t worry about the technical reasons @w)n We are just
interested in finding the Figures sub-folder where our M4 addcWaracters
should be stored.

Sceng Content »

||+ +

[ 047 Buit-in Content » Figures >

[ studio3 3 %m_g

B Preses @ Frovs > Click the content folder which
(& Dazstudiod > o Lights >

shows the Figures sub-folder
in the next column.

E‘ Scenes
ﬁ Scenes
[ Scenes
E‘ content >

This would be a good time to let you know that since the Eggaub-folder has a
right-arrow after it (meaning yet even more sub-foldéra) when you click it will
slide to the left to show more content.

Scene Content »

||+ +

[ D27 Buit-in Content = !

(& studio3 »| | @) roses ,

(@5 Presets G Props. \

EWS‘““‘“ || @ o g Click Figures to show more content.
Scenes il

E‘ Scenes

[ Scenss

E‘ content >

B 4@
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The human character M4 & V4 are appropriately stored in PAdple sub-folder.

> Environment
GlamourHair
W4-Trainers

“) Pozes »
Q Props > DAZ's Victoria 4 Clodag

\Click here to see the content stored
in the DAZ People sub-folder.

The left figure below shows the content tab in default sigd 2 columns of

folders. The right figure shows it in 3 columns of foldefss easy to see how a
widescreen display could be beneficial.

- 7 Content %, 3

-+ 4+
ClassicCasualvd
e
» i@l 0AZ's Vicioria 4 Clothing
» (@l Environment
1 [ GlamourHair
i (@ v4-Trainers

P 3
&

mueu_l Victoria 42

) 3
&

Victoria 4.2

@) Foses
& Proos
° Lights.

3

- >
DAZ Built-in Content  » _ [l ClassicCasualv/é

Studio3 »| | g roses >

Presets @ rroos » (@l DAZ's Victoria 4 Clothing
DAZStudiod > o Lights » (@ Environmen it

Scenes i (@ GlamourHair

Scenes [y "4-Trainers.

Scenes

content »

CEC

L3

3P 3 ) 3
& &
_I Victoria 42 _vm-u

Michael 4

QuickStart

i

4

_|

E - 'E‘ I.

% _
& &
Victoia42  Victoria 42

Did you notice the QuickStart version of the V4 modelhis one comes pre-
installed and can be used for quickly setting up and adgustiher items in DS3.
Let's find our Dystopian Console Station before we laagthing into our scene.

w
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Finding Your Props

Now let’s find the Dystopian Console Station. We will &t working in the Pose
Activity. It should still be selected, but if not pleasielclon the Pose tab now.

Shape \ Animate \ Iaterialz \ Render \ Seripting \

This time we will be looking for the Props sub-folder undex tontent folder.
Click the content folder which shows the Props sub-foldethe next column.
Again, | have two content folders but we are justregéed in finding the Props
sub-folder where the Dystopian Console Station shouktdred.

3 Scene Content >
+| > 4+

Scene Content
+ Iy

(@5 DAZ Buit-in Content » | | @ Fovres

WHAT A DILEMNA!!! s gL ? EE
[ Presets
[ DAZStudio3
2 content folders and each @ Soencs
with a Props sub-folder. (@ Scenes
[l scenes

(@8 DAZ Buit-in Content » 1 )
[#5r studio3
(@5 Presets
(85 DAZStudi3

Did you notice that one of the Props sub-folders had a aigbtv after it to show
that there were more sub-folders? Since no thumbwaite showing below my
folders, this was a good indicator at to which | needed towol

As you can see, we now have two thumbnails beneath oterddolders showing
the Dystopian Console Station. There are two versitlsone on the left is NEW
and the one on the right is USED. Time to load on¢hese sets in the next

section.
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Loading Your Models

From this point forward, when we discuss loading a mode} pr other item, |
will show the complete path to where it should be fouiiggou did not install it in
the default locations, you will have to navigate to thaation.

FOLDER ---> FOLDER ---> FOLDER ---> FOLDER
ICON

Let's start with the Dystopian Console Station showfowe Navigate to the
correct content folders then double-click on the icon mmatiches the one shown to
load the model into your scene:

Content

o

The Dystopian Console Station should appear in the 3vpGe. Don't worry
about the position of the Console for now. We will reageaeverything later.

-
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OK, now that you know how to find and load your modelsslel’scuss some
basics about loading items into your scenes. Did you ntitateyour first model
loaded centered in your scene (3D Viewport)? Mostdtfall) models/props will
load in the center of the scene. Exceptions to tlolsidie things like clothing that
will load onto your selected figures, which we will discussmore detail in an
upcoming guide. Because of this, you will have to make adprgs to each
model after they are all loaded. Normally, you would meaeh model out of the
way for the next model to be loaded.

Go ahead and load both Michael 4 (M4) and Victoria 4.2 (V4) iato gcene.

Content

Content

Don’t worry about any overlapping of M4, V4 and the Consdlée are going to
fix all that soon, but for now we want to save our scevieu can save it anywhere
you like using any filename, but it'll be easier to fiagkin if you use DS3 default
location. A filename like “M4_V4 Dystopian_Console” will basy to recall.

_id DAZ Studio3.1

dit adiew Render Create Iools Connect Help i DAZ Studio ==
Writing data.

FILE / SAVE AS / SCENE

Suggested Filename:
M4_V4_Dystopian_Console

D-Form Preset,

D) mpot. | PuppeteerPreset
Pose Preset.

Shader Preset,

I Materials Preset.
Send to Hexagon. i Save File =
Character Preset.

—~ D
Send to Bryce. U @ SEmn ]) oz s:a% = [ 44| [ Search DAZ Scenes 2| Mininize History >>

Exit Ctri+Q

Cameras) Preset. File name]|| M4_V4_Dystopian_Console ||
UV Preset.

)

Save as type: | DAZ Studio Scene (* daz)

> Browse Folders Save Cancel
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Different Ways Of Looking At Things

I’'m not sure if your screen looks like mine below, buhibsld be almost the same.

M4 and V4 together look a little bit creepy to me. Weiarthe Perspective View
right now. Let's go ahead and use the drop box to switcbrte slifferent views.

E,[Perspect'n.'e\-’iew ﬂ @ LA - E Perspective View
E Front Wiew
<

+*

E Left View
0 Rignt view
Current View Mode is shown here. B Back View
E Top View

Try some of the other viewing angles. B Bottom View

o B« Default Camera

& uvview

o
=

? %

e
-4
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Let's focus on the “Top” view as shown here. If you ao¢ using the Top view,
go ahead and change it now. You can see the M4 and V4yotlmigame space
in the 3D scene. If you look closely, you will also netthat the console keyboard
intersects with their buttocks.

Even though you can see portions of the console in theagems around the 3D
Viewing panel, only what shows up in the white area will beny genders or
animations you create.
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Here are the Corner Bar controls again to refreshryemnories:

Did anyone notice the “grayed out” controls on the Corne? b&hat's because
you cannot use these in the Top or other views. Anytirbeten or control is
grayed out then you cannot use it in the current configuratio

These are “Viewing Controls” and only move the anglemfighich we view our
scene. They do not move any items like characters/pooips! in our scenes. Go
to Perspective View so we can play around with each oftwrol Bar buttons.
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Don’t worry about how your scene ends up after using eatorbbecause that
will be easily undone with the Reset Camera buttdse the Reset Camera button
to restore your scene right after each button you testispage.

Left-Click and Hold on the Rotate Camera button to spuryscene around in the
3D Viewport. Release your left button when done.

Left-Click and Hold on the Pan Camera button to move woane left-to-right,
right-to-left, top-to-bottom and bottom-to-top. Release youbletfton when done.

Left-Click and Hold on the Zoom Camera button to zoomafuyour scene by
moving your mouse to the right or upward, and zoom-in by moving yowse to
the left or downward. Release your left button when done

Left-Click and Hold on the Bank Camera button to bank orwyalir scene to the
left or right by moving your mouse to the left or right. |ddse your left button
when done.

This is one very special button control on the Corner Gédis control will center

the Viewport on the selected item in your scene and zooar- zoom-out as

required displaying the complete item as close as posaiitefitting into the

scene. On the Scene tab, click M4 then click FrameeCatmutton. Now repeat
for V4 and the Console. When you are done, reset theraanew.
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TRANSLATE - Moving Objects

Your scene is like a very, very large stage where gam place characters and
props. You can think of the place where objects load by defatttenter stage”.

Let's get our Viewport set up to move things around axthim.

Your scene should look like this:

Now we have some decisions to make, do we move M4, V4 @dheole?

Lucky for you we will be moving all three! How else areuygoing to get any
experience? The more you work with DS3, the more contfierigou will be.
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The 3D space in your virtual world consists of an axis facheof the three
dimensions (3d). They are called the X, Y and Z axis aadused to define the
coordinate system by which you place, rotate and measuiek{stretch) items in

your scene/animations. It all may sound confusing now, fbeit @ while the light

will turn on and you will catch yourself saying “Aah!”

Whenever an item or items are selected in your sgenewill see a set of arrows
appear on them. What arrow set you see will depend orhwieeving mode you
are in. When we start moving, rotating and scaling iteims,will begin to realize
the importance of using an X, Y and Z coordinate systerodr scenes

You should still be looking down on all the items we hanaded into our scene.
Before you can move, rotate or scale an item, you miesttdbat item. There are
several ways in which to do this. The obvious is that yaudick directly on the
item in the scene. The other method, which is also theywa ensure you have
selected the correct item, is to click on the itenedisin the Scene tab. Selected
items will be highlighted in the Scene tab but as you sksvbaone are selected.
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Let's begin by moving Michael 4 (M4). However, in this casmay be difficult
to distinguish M4 from V4. So the first method of clickingtbe item, M4 in this
case, would prove too difficult. So go ahead and click oretitey for M4 in the
Scene tab to highlight it and you will notice XYZ directemows appear on M4,

Like selecting an item in a scene, there are two waysmfing items around in
your scene. You can click-and-drag the XYZ arrows onstiected item or you
can change settings in the Parameters tab (on the mighie$ the screen) for
xTranslate, yTranslate and zTranslate of the seleaed it

Using your mouse, click-hold on the BLUE arrow and dtag move M4 forward
(downward on the screen) to expose V4 completely. Relda@senouse button
when done. Did you notice that the value (previously 0f60)the zTranslate
value in the Parameters tab changed? It now showsuimerical equivalent of
where M4 is located in the 3D space on the Z-axis. Gae'tyour Parameters tab?
Just keep reading and we’ll revisit how to show it.
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Both figures below show what you might see if there is no Pdeasntab on the
right-side of the DS3 application screen. Follow thedations that apply to yours.

Personally, | do not like my PowerPose and Parameters tahv&-below each
other so | will show you how to quickly place them sidesime. You do not have
to do this and the choice is yours, but future guides will sthewpreferred config.

Let's get back to Michael 4! Here is how my screen loakesl moving M4.
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If you had wanted to move M4 in both arrow directions (Reand Blue Z), you
simply would have clicked and hold on the little Gray cowfeahe box formed by
a Red and Blue line to move along both axis at the sanee tiThis Gray corner
works for any combination of axis moves which depend on tea Vinode we are
using (ie Front, Top, Left etc).

We are now going to demonstrate how to use the Trarsaseand number fields
in the Parameters tab. Click-hold on the round bukshayton in the center of the
zTranslate bar and move it to different positions toridjet and to the left. Watch
M4 while you are doing this and you’ll see he moves withrydhanges to the bar.
Don’t worry about where he ends up, we are going to fikitha minute.

Now click directly on the number in the upper-right of tAeanslate bar and type
“0” (zero) and hit the Enter/Return key on your keyboard. Hake reset M4 back
to center stage which is 0,0,0 for the XYZ axis values.
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WOW, after all that work M4 is back where he startedaln€down, there’'s a
method to my madness. Let's move Victoria 4 (V4) now. yDo remember the
two methods to select her? We are going to click on V4lextsker. My gosh,
that M4 figure is too big and | can’t see through him to click/d.

Did anyone see the “eyes” to the right of each itemwlaat loaded into the scene?

These eyes are actually clickable and are used to hidehamditems in the scene.
An open eye means you can see the object and a clos&seays you cannot see
the object. Makes sense to me. Go ahead and click eyéhw the right of M4
to hide him from the scene.

Since M4 is in such close proximity to V4, you will haeunselect M4 before
trying to select V4. Simply clicking anywhere in the 3D Wjgrt whitespace that
iIs unoccupied will deselect everything. You should be ablse® V4 clearly
enough now to mouse over her head and click on her heactb lset. When you
pause your mouse over selectable body parts, the nameiptke shown below.
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WOW Again! What is all that stuff? Now I'm even mazenfused. Don’'t worry
about all those hands, thighs and other body parts. Thesalv# covered in the
guide for posing models.

Now would be a good time to discuss how to expand and collapsendiel
structure list in the Scene tab. It's as simplele on the “+” (plus sign) to the
left of the item to expand it and click on the “-” (mingign) to collapse it.

Collapse the V4 model structure list and so we can get toawlork. Since her
head is actually still selected, click on “Victoria 4iR"the Scene tab. Change her
X and Z location coordinates as shown below. Now, unhidesaledt M4 in the
Scene tab and change his X and Z location coordinate®was &ielow.
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OUCH! What did | do wrong? Just in case you may havesateup the view of
your scene like mine below, let's reset it so we ardoaking at the same thing.
Select the Dystopian Console in the Scene tab, makensuage using Top View,
and click on the Camera Frame reset button. Walla!
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Occasionally | will remind you to Save your work. The figirelow contains all
you need to get this done. If you forgot how to save youresaefer back to the
section entitled “Loading Your Models”. You can append a nurtdéne end of
the filename if you want to save the different stagkdevelopment (ie 1,2,3,etc).

Quick reference guides for Translate, Rotate and Scalecatedin the Appendix.
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ROTATE - Spinning Objects

Rotating your objects along each of the X, Y and Z axigliem twisting, turning
and flipping your object. On the right side in the Patansetab under
General/Transforms/Rotation, you will see three rotabars. Do you remember
which axis (X, Y, Z) goes which way for translation ooving an object? Well,
those are actually the directions which each axisfits@lels. Take a look at the
controls below. You will notice that when a rotation eals set back to the
default of zero, the number is grayed out.

Depending on how the object data file is written, you miagy ¥ariants in how the
Rotate and Translate controls are named. Compare déinsldtion controls for M4
and V4 (xTranslate, yTranslate and zTranslate) to thos¢h& Console (xtran,
ytran, ztran). The Console uses short names fdratsslation, Rotation and Scale
controls. They may appear in a variety of ways butaedl similar enough to
recognize. Now compare the Rotation and Scale controksatch object.
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Let's take a look at how M4 is rotated around each axis.

Changing values of xRotate (xrot) is like making M4 do a forwkpcof back flip.
Remember that the X-axis goes from left to right likevazontal bar.

Changing values of yRotate (yrot) is like making M4 spiruacb Remember that
the Y-axis goes up and down like a vertical bar.

Changing values of zRotate (zrot) is like making M4 do cartigheehe left or
right.
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Now we would like to rotate M4 around so that he is facingkthgoard that is
currently behind him. Click on Michael 4 (M4) in the Scerg then click the
Camera Frame button. This will center the view on M4.

Your scene should look similar to the one below. Don’t wobgua the Console
and Victoria 4 not being completely in the viewport. Wd ilall of this before
rendering our scene.

Even though we are looking down (top view) on M4, we just warpin him
around. Which axis do you think we will be using? (See apgpen@o ahead and
adjust yRotate to -145 degrees or just click/type it intovti®otation value field.
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Now let’'s turn V4 around so that she is facing her keybaard Click on Victoria
4 (V4) in the Scene tab; then click the Camera Fram@tutThis will center the
view on V4.

Your scene should look similar to the below. Go ahead ajdtatie yRotate to
148 degrees or just click and type it into the Y-Rotationevéikid.

You know the routine.....
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SCALE - Resizing Objects

Let's go ahead and change our view back to the front. W exa scene to be
centered on the Dystopian Console. Do you remembetdow that?

In our virtual, the women are of Amazonian descerd.séch, V4 will be larger in
size than M4. We're just having some fun here to dematestscaling, So
hopefully no one takes offense. The reason | wanted terceat viewport on the
Console was so that we could see M4 and V4 side-by-sidediimgtheir size.

Go ahead and select V4 in the Scene tab.
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Before we make any changes, let's go over the effecssalfng. Just like how
translating and rotating were focused on a particular &asX, Y or Z, scaling

works the same way. Adjusting the X-axis will affect theth; adjusting the Y-

axis will affect the height; and adjusting the Z-axis \aifflect the thickness of an
object (see Appendix). To keep an object proportional, so thdaeisn’'t look

deformed when resizing, you would have to adjust each gdisedbsame amount.
However, this has been simplified by the Scale (xyz) ©antr

Did you notice that the default Scaling is 100% for each o6htThis may not
always be the case when you load objects, but you wilh le@re about this as
you develop your 3D skills. | will show you the effedtisscaling for each axis,
but feel free to play around with the Scaling Controls \fdr because you can
always reset them back to 100% before continuing on.
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The xScale only affects the Width of an object. Thaxi6 runs from left to right
on an object that is center stage, so changes in thiegsoca the X-axis are used to
narrow or widen an object.

The yScale only affects the Height of an object. The %-amns from top to
bottom on an object that is center stage, so changes sté#ling on the Y-axis are
used to shorten or stretch an object.
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The zScale only affects the Thickness of an objecte Z4axis runs from front to
back on an object that is center stage, so changes icdhegson the Z-axis are
used to thin or thicken an object.

You can see in the previous examples how adjusting thmgam just one axis
can create some distorted objects. By knowing this, youusanthese to your
advantage for things like the crazy mirrors in a Fun Hatisen amusement park or
carnival. Other ideas include flattening a charactexr aartoon that has been run
over by a bus. The only limit is your own imagination #melproject storyline.

For the most part, scaling is used proportionally to adjustctshjbat we created
with modeling software but are either too small or tooddes is often the case) to
look realistic with a character figure. In the caseclothing or other “worn”
objects, scaling is required to fit properly on a charamtenodel.

Now that you know all about scaling, do you have any gass® how we are

going to make V4 more Amazonian in size? Hopefully you guesghat we are
about to show you.
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Victoria 4 (V4) should still be selected in the Scene tHkyou have not reset the
Scaling controls on V4 back to the defaults (100%), please do so now

Now let's go ahead and proportionally scale V4 to 125% on thalg$ontrol.
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You may not immediately notice, but the feet for ouragiic V4 are now below
the horizon. So what? Well, once we put in a ground/ftowering, her feet will
be buried. Can't see what | am talking about? Try this.

You can clearly see how V4's feet are below the groundis 1B because when
you change the Scale on any/all of the 3D axis, the CeMt®©rigin does not

change and all scaling either expands away from or towargams. The Center

of Origin is where the artist who created the object h&éinattas the center of the
object. This is where the X, Y and Z axis for the objetgrsect for the object.

The Center of Origin for an object may be a point in thespBce that exists
outside the body of the object. Did that make any sense?

Let’'s quickly demonstrate this before moving on. Imageess that is designed to
be fitted to V4. Obviously there is not any material that be inside of V4
herself, but the Center of Origin will almost certaibly the same as the Center of
Origin for V4. Otherwise the dress may not fit on amave with V4 properly.

Don’t worry if this still seems confusing. As you conie to develop your skills

and knowledge of the 3D environment, the light upstairs isggtm turn on many
times ending with that well known sound of recognitioat tinainees make, “Aah”.
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In order to make it easier on us to move V4 so that sh&taisding on the
ground/floor instead of sinking into it, we will get the wgort to focus her feet.
In order to focus on her feet, we need to see that parfitime V4 object. Select
Victoria 4 and then go ahead and expand the component listrfor he

We will be moving all of V4 and not just her feet, but want to be able to easily
zoom in on her feet so we can see how much to raige lget above the floor. Go
ahead and select her right-foot (ik-rFoot) and change the vie¥gouois to that.

We can now see her feet, and if you look closely enougledéfthpicture, you can

see a gray colored horizontal line that is the grouadey It is difficult to see

where her feet are located in the 3D space. Select & &gt do not change the
focus. You can now see a gray line representing the giaand.
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Since we want to raise our Amazonian V4 upwards, do yoe maber which axis
will be translated?

If you guessed the Y-axis, then you are catching omotf don’t worry because
there has been much information to absorb. As you wotk 3@t more and more,
things like this become second nature and you won't evertlggve a thought. Go
ahead and reset the viewport focus to the Console.

Now everything seems to be resting on the ground plane. w knlooks a little
awkward with the arms of M4 and V4 sticking straight auinf their bodies.
However, this will be addressed in a later tutorial on pasesposing objects.
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Here we go again.....
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Ground Plane and Background

If your scene does not require any specific ground and baskgjr@olors, you can
quickly and simply set the complete Background to you eeésiolor. Just click
on the Viewport Options button and select Background idodon the dropdown.

You can choose your desired color in one of 3 ways.

This is good for a quick fix or to find suitable colors, but itlatiks like it is just
hanging in space. Change the Background Color back to Whiteeh@fareeding.
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To make our scene look more realistic, we will need arfllmderneath and wall
behind our objects. To do this we are going to add two Plan@tives using the
built-in primitive shapes provided by DS3. A Plane is nothingentban a big flat
square surface that you can resize, color or textdoel will see in just a moment.

Choose Create from the File Menu and click on New Pwmitilf the Type field is
not already Plane, click on the small down arrow andcsdtlane from the drop-
down list. In the Options section, change the Size t@l100. Now click on the
Accept button and repeat this process one more time faettend plane we need.

We have now created the two Plane objects we will asthé floor and back wall.
If you add duplicates of objects into your project, DS3 willomatically add a
numeric suffix to additional copies so that each has auamame.

Did anyone wonder how that would affect object names dlatady contain a
number? For instance, if you added another Michael 4 (MdQ)d the new object
be called Michael 4 2? Don't worry; this has been takea o&for you. New

copies of objects that have names ending with numbersawié the copy number
within a set of parenthesis.

40 of 52



www.WINTERBROSE.com

Once we have created the two planes to be used for ourdambwall, we will
want to rename these objects to make it easier to distinthesn. This technique
is a little tricky so just be patient when performing i¥ou will click on the
object’s name then wait about ¥2 second and then clickemwlject name again.
This should open the object’'s name so you can rename thet abjdesired.

Here we go. Click-pause-click on the item called “Plamethe object list on the
Scene tab. When the field has been changed to editawthite background,
delete the text “Plane” and type “Floor” then hit the ERetlirn key. Repeat this
process to change “Plane 2" to “Wall”.

Since both planes for Floor and Wall loaded center sthgg, dccupy the exact
same location in 3D space. By default, all planes wilcteated on the ground
plane in DS3. We all know that walls are structures &éne vertical in nature. We
are going to take our Wall plane and stand it up verticallgy guess on how?

Hopefully your guess was the we will be Rotating the Waledbpn the X-axis.
To use the Wall on the left/right side, we would have ehds rotate about Z-axis.

Let set the Viewport so we can better see the changes.
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Now select the Wall in the Scene tab and change theatdRadlue to 90.

The choppy look is attributed to the fact that the watiag/ going right through
our other objects. Because the wall is still white, gan't easily see it. We will
change the color later. How should we fix this problem?

Moving the wall back is the quickest way to address this probéhange it's
zTranslate to -175. We will see things more clearly ingae section.
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Switch to Perspective View and change the Focus to theo@on¥ou should be
able to see that the corner shown horizontally wherd-tbor and Wall meet.

Almost there, let's save what we have done again.....
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Minor Posing Adjustments

Michael 4 (M4) and Victoria 4 (V4) just look awkward witheir arms sticking
straight out from their sides. So we are going to takeoament to make some
minor Pose adjustments to M4 and V4. Let's start with \Malgead and set the
Focus on her.

Now click on the PowerPose tab on the right-side of t88.D Since our V4 is
facing away from us, just remember that the left-shouwdethe posing template is
the left-should on V4. The same goes for the right-shoulders

WARNING:
Use Extreme Caution when clicking on the Reset Poseitton; all posing and
location information for object will reset back to its origins at center stage.
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Move your mouse cursor over the left-shoulder on the pdsimglate. Left-click-
hold and position the left-shoulder for V4 to be down and asider Moving the
mouse left-and-right will move the arm front-to-back frtme shoulder. Moving
the mouse up-and-down will move the arm up-and-down ftben shoulder.
Repeat this process for her right-shoulder.

Select Michael 4 (M4) and change the Focus to him therhgadaand lower both
of his arms too.
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Now this looks much better!

However we still can’'t distinguish the back wall. We gping to rotate our view
of the scene before we render our project. Change sp&give View then set the
Focus on the Console.

Now Left-Click-Hold the Rotate Camera button on the CoiBar controls and
move it downward and to the right until your scene matches ours.
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Rendering Your Scene

When it comes to the final render of your project, thérggs will depend on your
personal tastes, the design and performance of your congygm, and the
purpose of the artwork or animation you render. Most optionesamake sense,
but you can play around to get what you like best.

47 of 52



www.WINTERBROSE.com

Your final render should have come up in a new window, andcpald watch it
as it was being painted or drawn in the new window. If yewmder output is
smaller than your display size, you can see all orenwdrit by maximizing the
Render output window. Or you can use the horizontal/\ar$icroll bars to view

it. If you don't like it, close the window and make angessary adjustments then
render your scene again.

Once you like the final Render window, you are readyat@ s/our artwork.
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Saving Your Render

Close the Render output window. Now use File / Save Rantler to save the
final rendered output of your project.

Here is my final render. Yours should have looked the sarsiendar.

| hope this guide was easy to follow and understandable to rgemtfofmed every
step in this guide from beginning to end trying not to overlook any tquésil
used. | hope you enjoyed and learned from this tutoriaRoLoW
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APPENDIX
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