What Project Evolution ONE can do!

In the last few months I've seen that not everyone understands what
certain dials in PE do, so here is a detailed summary about some of
the most important dials and some extra information about her JCMs
and her hair.
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Basic Poser tips

Before we begin, here are some very useful keyboard shortcuts that not everyone knows:

Ctrl+E = Restores bodypart (or selected prop/object) (use this while testing her bending)

Ctrl+Shift+F = Restores the whole (selected) figure

You can also memorize a certain configuration of dials in a figure by pressing Ctrl+Alt+F. This
way every time you press Ctrl+Shift+F (restore) you get that exact same figure back (watch
out, this not only includes all the dials, but also includes the pose). It does translate to the
individual bodyparts, so if you press Ctrl+E on some bodypart, it will restore to whatever it
was set at when you memorized the whole figure.

Press Alt+LMB on a dial to reset it back to its zero (or memorized) position.
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Dials in the body

We will kick this off with looking at all the
important dials and dial groups in the body.

As a rule, ALL morphs are to be accessed through F e
the body. Since Poser splits the mesh into different e
bodyparts, and a morph like 'big breasts' is spread
out over chest, abdomen and the two collars, there = el
needs to be one dial (called 'big breasts') to control
them all as one.

Since all morphs in PE were made using GoZ
(zBrush), Poser by default stores the main dial of all GoZ
results in the body, and therefore all morph controls are
in the body. That's how it is.

There is mastersync which allows you to control all
morphs of one name from any bodypart, but mastersync
has its own issues. Its a long story. Therefore I've
switched that all off in the P11 version.

There are some dials in the hands, feet and head, but
those are not morphs. Those are controller dials that
drive either rotations of bodyparts, or morph dials in the
body, or both.




Height and translations

PE has a dial set in metric meters and you
can set the figure's height here. Just
below it there's a dial that does the same
thing but then in feet.

Below that are the usual translate dials.
You know the deal there probably.

Transform and Movement
Scale c
o (TN e 4
* Figure Height (m} 1.000
L * 1.000
Figure Height (ft)
i LI

Separate Scalars
Turn Around (yRot)
4 | [T p £y =

Tip Owver (xRot)
q (TTTITTITT ¢ g =

Roll Sideways (zRot)
4 [Ty gp =

Move Side-Side (xTran)
4 (TR o 744

Mowve Up-Down (yTran)
4 | [T ¢ g g

Move Fw-Back (zTran)
4 ([T » g pog




Callbacks

The Callbacks group is empty. The idea there is to make a
dial to kick off a python script that updates the figure's
JCMs when posing in IK. Poser doesn't do this itself
(Poser Pro 2012 could for some reason...), so it needs
reminding that a figure needs to look realistic.
Unfortunately | haven't yet been able to implement this
yet. | have the script ready, but | still need to think about
how to implement it properly.

It would be great if SM fixes the IK/JCM issue so that this
is not needed.

o T 0.000
K Callbacks
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Rig Controls

Face Camera

In the group Rig Controls you can hide all your
handles which is useful for if you want to
render in Superfly. The handles are invisible in
Firefly, but Superfly for some reason ignores
Poser's settings and renders beautiful little
pink and blue cubes for you. This way you can
avoid that.

Rig Controls
* RIG - Hide Body Controls
4 (TTTTTHIINIIITITY & 4 g
RIG - Large Controls
L T » 0000
RIG - No Eye Magnets (000
4 [T » o gog
RIG - Eye Magnet Size
Y | LU
RIG - Zero Rigging Effects
4 [T e g gog
Face Camera

The “large controls” dial
makes all the handles

Rig Controls
RIG - Hide Body Controls

. . . o T v g g
larger. This is useful for if * RIG- Large Controls
] a TTTTERRSNITTI 1SS
yOU are WOFkIng Oon a RIG - No Eye Magnet:
CRLILLUL LT

distant scene and you e P e |
o[ TTTTTARRT 00

cannot see the handles RIG - Zero Rigging Effects
4 (TTTHINNTITT

clearly.



Eye magnets

Face Camgsa Face Camesd
PE uses magnets to simulate the
bulging effect of the cornea on the
eyelid. This effect can be removed by
dialing the magnets to zero with the
“No Eye Magnets” dial.

Rig Contr

UG - Zero Rigging E

* 0.000
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Eye Magnet Size

Similarly the eye magnet's effects can
be amplified if you need them to do
so. This can be useful if you make an
eye morph with a large bulge perhaps.

Rig Controls
RIG - Hide Body Controls
i RLLLL LI

RIG - Large Controls
4 (TTTNNNNE 00
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Zero Rig

Zero rig is a dial that basically undoes
any rotation or morph that might
deform the mesh from its original shape.
PE's mouth is actually permanently open
in the base mesh, but the figure is
programmed to keep it closed by

default. This dial sets that to zero. It
could be useful for morphing, or if you
have dials that you'd want to have set to
a value at the figure's zero pose, you can
use this dial to program them back to
zero.

Rig Controls

RIG - Hide Body Controls
« (T b o0

RIS - Large Controls
o [T v gog

RIG - No Eyve Magnets
T

F‘IG - Eye Magnet Size
T

¥

* RIG - Zero Rigging Effect=
1 TN v 4 gog
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Head and body controls

These controls should speak for themselves.
Watch out though, even though these types
of controls have been around for a decade,
Poser still does not include them in certain
fundamental calculations such as when you
cycle IK. Don't ask.

Head Controls
Head - Look Left-Right
4 (T p g 495

Head - Look Down-Up
o (T » 0 300

T -1.000

Head - Arrogant Side
o (T v 0 pog

Head - Back and forth
4 (TN g

Body Controls
Torso Bend
4 (1T TRTHRRRNTINTE 0.130
Torso Side-Side
+ 'TTTNTRRERSNIITITIT » ) 750

Torso Twist
4 (TTITATRINRINTIITE 0.550

Stand Right
1 [T

1.000
Stand Left
4 [TTITIHRNNTITY 0.000

Chest Back-Fw
I 0.000

0.000
* Hips Back-Fw
« | TTTTTTTRRRERTINTY 0.620
Hip Swing
4 ITITTANNNNNRNTY 0.000
Bend Over
4TI 0.000

Bend Backwards
4 [T g gog




Cool body controls

The last two dials in the body controls are
more just to show off how bendy PE can be.
I'm not sure if they would be of any use to
anyone really.

Body
Torse e
4 (TTTITET 0.000
Torso Side-Side
SRR 0.000
Torso _E_"'.'-'iSt
A (T NITENNIT 0.000
Stand Right
i 0.000
Stand Left
A (TR 0.000
Chest Back-Fw
4 TTTITIT 0.000
Chest Side-Side
4 TTTTITEENT 0.000
Hips Back-Fw
4 TTTTANRNT 0.000

0.000
Bend Over
4/ TTTAIIRRTIRTT 0.000
Bend Backwards
T

1.000

One
evolution



Arm Controls

If you've checked the Intro Scene
(DEMO) and read the manual, you'll
know I've bashed you over the head
with this a few times. Posing arms with
PE is not like V4 but more like a human.
Dial it in and check the individual
bodyparts for the values I've set them
at to understand how that works. The
manual also explains a bit.

Limb Controls
Arm Up Right
4 [T e g poo
.ﬁ'..rm Up Left
TN g 520
Arm Up Right Aternative
4 TETI ¢ 4 pog

Arm Up Left Aternative
4 T ¢ g goo

Arm Down R
4TI e g poo
Arm Down L
4 TN ¢ g goo

Reach Back-Forward R
4TI e g poo

Reach Back-Forward L
4 TN ¢ g goo

Reach E|a| k-Forward

k0000

capula Out R

LB

BODY - Scapula Out L

« TR ¥ 0.000

One
evolution



e SN

Sy

Breast Controls

This should speak for itself.........

Breast Controls
Breasts Side-Si
4TIV

Breasts Down-Up
UL L

L] |

k- 1.000
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Adjustments

The Knee Back Space dial can be used to
correct for the mesh collapsing the back
of the knee with a fat morph, or maybe
if you want to add space between the
leg parts for dynamic clothing.

Adjustments and Utility
ADJ - Knee back space (.54(
« TN b g 540

ADJ - Nipples under Clothes
VLU LR Ty
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Character dials

The character dials each dial a bunch
of either unique morphs or
combinations of the standard morphs,
and they also get dialed in by the
character files in the library. Character
dials could also be used in
combination with each other to create
unique characters, like the Combo
Characters do.

CHARACTERS
* Character - Smexy Layday
+ TVENNERRRRRRRRTITIT » 4. )

A little side note on the name
'Smexy Layday'. I've received
only one complaint about the

Character - Bantu Lady
4 (T g g

name so far, but there might be Crarmces _Bore it -
U “haracter - Yamato Lady
more, I.don t know. ch was not Sheencks_ Somiioenty
meant in a bad way, in fact Character - Aino Girl
A (T g g
smexy layday actually means Character - Lucia

« (TN » g goo

'Smart and Sexy' which | would
assume is a good thing. I've had
several women agree with me so [T
0 . A (T g g
I'll go along with that. In any T

. . . « T g gog
case, its just light-hearted fun.

Character - Reqular girl
4TIy g g

Character - Night EIf
« [ ITII g g

Character - Anna
A (T g g

Character - Shona Girl
o [T g gog

Character - Samaira
A (T b g g0

One
evolution




Proportions

The two proportions dials just make
the legs and arms and a little of the
abdomen longer/shorter.

| received an odd complaint that it
made her fatter thinner. This is not
the case here. Stocky is not the
same as fat. My girlfriend has the
same underwear size as my ex-
girlfriend who is nearly two feet
taller. The difference between the
two is almost literally what you see
in the picture here >

BTW: the figure does also scale

in response to the Iength of PROFPORTIONS and Size
the legs, just to maintain the T';:'j:ﬂ;g T
height a little. Its handy if you « TIVSSITT » 00
want to create a character that P 00
is 5.5foot but you want to PRESET - Big Gl 0.000
adjust the leg length without T
having to adjust the height all « I g 000
the time. F'F'.FE-ET—"‘r"nJung

[T 0.000
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Big girls

But if you want true voluminous ladies, then
you can use either the 'big girl' dial, or the
'‘chubby variant'. Chubby is almost the same as
'big girl' except it adds a bit more rolls and
folds to her shape.

These morphs are actually complex compound
morphs designed to work with the rig. The
morphs they dial in are called 'profiles' and
you'll see them later. But basically they
displace vertices away from the areas that
usually collapse in on itself when bent, thereby
reducing mesh intersection.

It also has its own JCM that correct the side-
side rotations of the thighs. Its been designed
to dial away some of the chubbiness as the skin
is 'stretched'.

ONE
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Young morph

For obvious reasons | did not want to
add this option to the Early Edition
since this kind of thing has no
business needing an entire

reproductive system working in it.
Therefore this morph ONLY works in
PE ONE and NOT in the ONE X
Addon. Please, | beg you, do NOT ask
me to add this to ONE X. | will flat out
ignore that request.

Total Body
Proportions. Mini
UL

Proportions.Long
4 [TTARTHNNENATT]

PRESET - Big Girl
4 JENE

PRESET - Chubby Variant
A (T g o0

PRESET - Young
1 T ¢ 5 000
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Torso and Head scaling

The scaling options in PE are a little
tricky, so experiment with them a
little first. Pay attention to how the
limbs bend of you start scaling the
figure and make sure no massive
spaced develop under the armpits
or at the back of the knees.
Remember the 'back of the knee'
dial that can help there btw.

BODY - Thin Neck

4 ITTTAET

RIG - Neck Length
q T

RIG - Thin Waist

4 TTTTANENT

RIG - Abdomen Lengt
1 T

RIS - Chest Size
1 ITTTI
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Arm and leg length

Same as with the proportion dials, the leg
lengths also adjust the overall size of the
figure to maintain some kind of height. Its
not entirely foolproof though. But it kinda
works.

Leg and Feet
RIG - Leg Length
« (TR

RIG - Foot Size
1 T
Arms and Hands

RIG - Arms Length
i

RIG - Hand Size
]

RIG - Finger Length

b

RIG - Thin-Fat Fingers
q T“_““: 1] |:|_|

RIG - Taper Fingers
4 (T b 1 g

RIG - Arm Size
] ]
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Smile Replacers

Ok so a lot of folks don't know what the
smile replacer does. They don't seem to
work, right? Well they won't work until you
make the girl smile, then you see what they
do: they replace the smile!

So what you can do is for example set the
smile replacer to 1, nothing will happen, but
its ready to react once you make the girl
smile. This way you can make different
characters have their own unique et UL
. . . Smile Replacers (to replace rig smile)
smile, but activated using the same IEEIESITTERERE
rig handle ! ! ! SMILE - Wide F-‘.E!:-IEE:E 0.000

The trick is that they're programmed to sit
at -1 by the smile handle (but Poser's limits !
stops it at zero), and when the smile handle — - :
is pulled up, the smile replacer goes to 0. 4’ ,
But if you set the smile replacer dial to 1, 'J ¥ a
then the value goes to zero instead of -1. -
Then when the smile handle goes up, now it Rp—
also goes to 1, thereby replacing the smile.

il
If I have time I'll try to make more ,
I I Smile Replacers (to replace rig smile)
Sml e rep acers' ® SMILE - Lucia Replace 1000 e n
l._ ﬂ“l-llll Ciged .I

b 1.000

SMILE - Wide Replace (. 000
1 * 0.000



Face presets

* Face - Emma
q T

Face - Anna

Most of the face presets are just complex dials
that dial in a bunch of other dials. The presets are
used in the character dials too.

But you can change them if you want. Say for
example you don't want Emma to have EIf Ears,
you can open the dependency editor by clicking
the dot at the end of the parameter dial box, find 1
the elf ear references and then press remove.

Face - Bantu Lady
4 (ATTTNWEHRT

Face - Nordic Girl 1
o (ITTTHTEY
Face - Yamato Lady

CTTRTARRTT

1

Face - Aino Girl
1 | |l

FACE - Lucia Head 0

4 (TN e g 000
Face - Might EIf

CRRRLILL L LR

Face - Lil Pudgy EIf

4 (T e g

* Face - Emma

I | P

Face - Anna
4 TTITHRENETTT

Shona Girl Face

Master Parameter. Face - Emma
[ Start Teaching « (T » 1,000

Dependent Parameters
Body:-FACE - Chin and Jaw Fw-Bk
Body::FACE - Earlobes Thick
Body:.FACE - Earlobes long
Body:-FACE - EIf Ears Woodland
Body::FACE - Eyes Separation
Body:.FACE - Nose Round Tip
Body:-FACE - Lacrimal Painty

[ Remove Selected
Type: Delta Add

L 0760000




Shaping the face

So now we start going into the shaping dials, and this
is where I'll leave you to do your artist thing.

Face and head shapes should speak for themselves.

Face General shapes

FACE - Long Face

| T

FACE - Pointy Face
TN

L b

FACE - Round Face
o | TTTTARMINEERTTTAT

FACE - Full Face
4 (TTTTINERNIOTLY

SHAPING - Body and Face
FACE - Face and Head 5
Smile Replacers (to replace rig smile)
Face Presets

FAC] sinny Face
o (T

FACE - Pudgy Face
4 [TTTTTTRRINTITTY

*

FACE - Pudgy Lower Face |
i T

E » 0 .o00
seneral shapes
Ethnic

FACE - Sculpted Realism (g oo0
A [T Y 0.0

FACE - Enhance Gent
o [T T

FACE - Enhance Strong
o | TTTTANNT

FACE - Lucia Addon
4 [T

FACE - Lower Face U
o (TITTHTT

FACE - Lower Face Up
o [ TTTIRERNNNNTITIT )

i FACE - Lower Face F
Mastril ]
Philtrum

Cheek

FACE - Face Up-Down
A [T [

Scale Face
I

FACE - Face Fw-Back
G L

FACE - Elven Sculpt
4 TTTTTI

FACE - Lower Fac
4 TTTITTNIENNTTIT

Dental Shapes
Chin and J
Age and Gravity

FACE - Lower F:
QL




The chaos of Development

Fantasy Variations

Face Type 7 - EIf 0.000
o ([T v g goo

Face Type 9 - EIf

Before we continue, | need to address

some of the weird dial names that you 4 TSI+ 0.000

. FAE.E EIf Original Morph
might see here and there. WAL 3 () 00

Eye .iEllrE i and frrahoad

. . FACE - Eye Size

Things got pretty uncertain and
q 0 FACE - Eye Scale

chaotic during several development . i , 0000

i i FACE - Eye Sockets Scale 004 )
episodes since 2015, and | often he?d LT S o sl
to change my approach when making FACE - Slanted Eyes Rigged 0,000

this figure. Some dials, like the
proportions dials are from the very beginning, and some
of the face shape dials come from the beginning of 2017.
| didn't always follow a strict naming scheme because
some of these dials were experiments, and others
weren't even supposed to stay. But a lot of dials were
made in great haste and by the time | realized that | had
spelled something wrong (like Nazal), or still had an
experimental number attached to it, it was too late and
the project had already gone commercial.

Once a project goes commercial, its best not to change
any dial names because it might endanger compatibility
with existing content made for PE, or even scenes by
individual artists.

So you might see some weird dials and numbering. But

O
that's ok, because art is not an exact science, isn't it? ;) eVOI Utl

e



Control placement

These dials provide a means to let you rE——
) . COMNTROL Placement
adjust the position of the face handles for CNTRL-UpperLip Up 0,000

. 4 (T
if you make your own FBM that has a Cr-l'l-'F'.L-I_Ip-p-erLip- =

unique face shape. It allows you to make TR )
[.HIF'L Low F'-r|_|F||F

them follow the shape so that they don't
disappear into the mesh, for example. e

i L]
CH |I-'-'L—Ilppn=rL|p Sides Up
T+ g poo

E.HTF-'L—I JpperLip Sides Fw
LU

CNTRL-Lip Sides Up
A (T » g o0

CHTRL-Lip Sides F»..
LU L
E.H TRL-Lowerlip Sides Up

Other Morphs etc TN s goo

CHTRL-LowerLip Side:
TTTTIEITITT |

The 'large eyes inner adjust' is used by
anOther dlal as a correction. |tS nhot llkely Other Morphs and dependency group

you'll use it. Same goes for the other two. SMILE - Lucia Smile Open
A (VT v g g

ADJ - Large Eyes Inner adjust § goo
4 [T v g oo

ADJ - Cartoon Eyes Smooth
o (TN e g opoo
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Body Profiles

Body Profiles

PRESET - Hip Size
The body profile dials is what | was talking ED‘D___F_"'H':""Fm't o
about when discussing the 'Big Girl' dial. These o TTRITT ). § g
allow you to adjust some basic proportions in [sg=L=—as
such a way that the rig is not affected too
much. They come in pairs that complement BODY - Bely Side Profie. 1,000
each other in the Z and X directions, and also B ED'D_,T_,m:m'p;ﬁlzt' o
have a dial that operates the two of them e

BODY - Thick Chest
together. e

For example, if you dial the “Belly Side
Profile”, the profile of the belly from
the side grows larger, but from the
front it stays the same. This can be
used to show a pregnant lady. But
when you dial in the “Belly front
profile” too, now it looks more like a
pot belly.

Same with the hips, you can either have wide hips, big
glutes, or just a big bum in general.



Buttock morphs

The bum morphs have two styles of
morphs, one set like the typical stuff
you get in figures, but another set that
actually is split into two sides, of which
either side gets automatically dialed
away when the thigh is bent. This way
the butt morphs don't interfere with the
JCMs too much. You can combine the
two if you prefer the butt morph to
affect the bend too. Your choice.

Butt morphs

And btw you might notice that | haven't
really gone for the traditional butt "
morphs with the crease built into it,
because that ends up looking ugly
when you bend the leg. Creases
obviously uncrease when the thigh is
bent, which is why the crease is a
separate smart morph, which also
undials itself in response to the thigh
rotation.



Genitalia!

In the PE ONE base, the gens are relatively
gynecologically featureless compared to
the Early Edition and the ONE X Addon.
Even so there's enough polygons down
there to get some detail going if you really
want, and might be enough to be used with
some basic sex education if needed. But
that's your choice.

But the whole point of ONE is to make it
‘family friendly', so whatever is going on
there should not be of importance.

GENS - Definition
_ . 1 T
Howeverl to keep thlngs Compatlble GENS - Hood Thick

« ITTTTTRRRERRRRRRYEYYY) )

with the Early Edition and addons, |
had no choice but to leave the basic y [T
bodyparts and their names there, but o — |

at least its not so 'porny".

GENS - Labia Kaj Thici
T

k 1.000
1.000

But yeah, this area becomes much busier with the ONE X
Addon.
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JCMs!

JCMs

I've said things about this before in the I_E_;:_“ﬂ__Fl“” e

manual but I've seen that there are some

people that still don't get the importance, JCMs Shoulders
q q ans - . JCMs Foot

and inevitability, of JCMs in Poser figures. JCM Knees

Let me try explain with pictures why we JCMs Thighs
really need to start embracing JCMs and get s
Smith Micro to refine Poser to work better JCMs Face

with them.

But before | start:

-
—
—
Com—

—m
—

|
—
—
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Thigh JCMs 0-90

Here's a simple example of how a JCM
works. When the right thigh is rotated
from 0 to -90 degrees, somewhere in

the BODY a dial follows it from 0 to 1.

All the “ICM_Th_Bnd_90_Sd0_R”
morph does is improve the shape of Jcus =
the thigh as it bends. It stops doing that A
at -90 degrees.

JCM_Th_Bnd90_5:
it LEEE
JCM_Th_Bnd90_Sdo
T —
JCM_Th_Bnd9 i
+ TN
JCM_Th_Bnd135_5d0
1 T
JCM_Th_Bnd135_
JCM_Th_Bnd0_Sd

4
JCM_Th_Bnd0_Sd

‘
JCM_Th_Bnd90_S

o T
JCM_Th_Bnd9

4

JCM_Th_Bnd135_S¢
.

JCM_Th_Bnd135_!
.

JCM_Th_Bndd
TTIIIT

JCM_Th_Bnd
, >
JCM_Th_Bnd135_5S
« TOTITERE

JCM_Th_Bnd135
r




Thigh JCMs 90-135

But if you continue from -90 to -135,
another JCM takes over,
“JCM_Th_Bnd_135 _SdO_R” leaving the
“Bnd_90” at 1.

Why? Because what happens to the shape
of the leg after 90 degrees, is different from
what happens to it before it arrives at 90
degrees: it starts to squash up against the
hip and abdomen, compressing tissue and
fat outwards around the fold, and the
buttock now gets stretched over the hip
bones (as opposed to just uncreasing
from the 0 position).

JCMs Thighs

There is simply no way you can do that
using Poser's Weight Mapping only.

JCM_Th_Bnd135 Sd0 R 1 000
(] [T

Why? Read on: ._ICM-_Th_E!n::IIII_E-;-u:I'E-.EF
[ITHTNNIT
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Poser's Weight Mapping and Bulging

Poser's rigging does provide an option
to add bulges to your Weight Maps for
rotations, and these bulges either push
away, or pull back vertices to and from
the center of the joint. That's all they
do... and that is the problem. No
sideways movement, no fw-back, just
back and forth from the center... and
this gets awkward when you want to
do some deformations down the Rt
length of the thigh... HAcve  wRepce @

[* Add. [ Delete..

Joint Editor [ Affected Actors

¥ Bend

Display: ] Deformer ] Vertices

In simple joints like the jaw and perhaps the breasts, soitangls:
bulging can come in handy, but for complex joints you 632 | 160589 |

Dyn B: Dyn C:

simply cannot rely on bulges BB 262543 | 231170 |

alone.

Main Camera

Bulge Settings:

It is theoretically possible to D3 Aaply Buiges:

emulate realistic fat compression v e e
using ghost bones, and in fact the g S S

first prototype of PE did work like g et reg « (TN » 0000000

that fairly well, but that opened a T | s

whole can of worms with regards B e e
to scaling., and just having a Sz =
boatload of extra bones in your = (e Foiiors

figure.



JCMs can solve a load of problems in one go

T
If we now look at what JCMs can do, you're ki

[
)

free to move the vertices in any direction
you want, and you see that in PE's JCMs.
The vertices retract free of any center or
axis, can push out in any direction and can
even be modeled to make contact when
compressed.

Any lover of the shape and form of a
moving human being can not afford to
ignore, or even downtalk JCMs.

Unless Poser comes up with a new rigging
method, which is highly unlikely considering
the things they need to do to catch up, JCMs is the ONLY way to achieve this kind
of realism in an efficient way at the moment. I'm just being honest here.

Yes, transferring JCM data to clothing is complicated, but resorting to WM-only
because of that is really unacceptable. We go on and on about shaders in the
forums, but stop dead at JCMs. That makes no sense. It becomes P4 quality art.
CGI has moved on since then. Poser need to as well. Please help urge SM to
refine Poser for this purpose a.s.a.p.

Theoretically you could try this with soft body dynamics... good luck though. In any case it
would be entirely impractical for most artists, especially in comics where you need to repeat @m@
(m}

scenes in short succession of each other. eVO| Utl O n




One more example of the knee

Here is one more example of why JCMs are much better
for Poser figures at the moment.

Like shown with the thigh, JCMs allow you to make limbs
behave differently at certain angles. The knee JCMs show
this perfectly.

When the knee bends from 0 to 160 degrees, it activates
four different JCMs from 0-90, 90-120, 120-140 and 140-
160. What they do is simulate how the knee bends freely
without flesh compression from 0-90, and the other
three JCMs simulate how the calf and thigh gradually
start squashing into each other from the pit of the knee
downwards.

You can not do this with WM. We cannot afford to ignore
this if we are serious about our art.

I've sent my 1CH Knee_bend 90_R_pr
recommendations to SM JCH_nee_bend_
regarding this need for S ot
improvement. S

JCH_Knee bend
1 BULLLLLCLLLLEE

JCM_Knee bend_
. =

Ok moving on.

JCM_Knee_bend_
4 [T

JCM_Knee bend 160
4 (TTTTENRENIIRTY




'Hidden' groups

When | was working with V4, Hidden
| hated all those hidden dials. Other
| am a power user of Poser,
and | want to have access to everything, and its
particularly annoying if you cannot edit a morph if its
hidden for example. So rather than actually hiding them,
I've dumped all dials that you don't essentially need into
these 'Hidden' folders. But they're accessible if you need
them.
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The face dials!

Many of the face dials just tell the actual face
handle to do stuff, so also take time to get to
know the face rig handles too (more on that
later).

itrols (also use the handles)

Open KMouth (Rig)
o (TN v o 00

Rig Smile Closed
o TN v o 000

Rig Smile Open
o (TN v o 000

SMILE - Lucia Smile Open
4 (TN v 0 000

Closed Smile

o (TN v 0 000
Purse - Kiss

LRI 0.000

Squint
PRI (1L 0.000

Lips Sexy Relax
4 [TATVANEETY 0.000

Eyes Open-Close
4 [T » g gog

Eyebrows - Raise-Fri
» 0.000

4 000
Look Left-Right
4| TN

Tongue Out
4TI

Tongue Length
4 1T

HEE » 0000

Tongue Out Naughty
4 [T L




Expressions

Although the expression dials should speak for
themselves, some folks might not have noticed that
there are dials that can go all the way to 3, and
they have some simple inbuilt animations in them,
like 'Eating’.

Other dials like sticking out the tongue actually
animate the tongue and lips as she proceeds to
stick out her tongue, never letting the tongue

Preset

Expression - OMG
4 [T

Expression
4 [T

Expression

Expression - Ha
4 (TTTHI

Expression - Polite
4 [T

Expression - Oops
T

Expression - Sarce
4 [T

* Expression - Ea
4TI

Expression - Naugh
1

Expression - Cry (
TR

Preset Bxj

Expressio
o Tty g 000

Expression - Sel
T

Expression
o [T
Expreszion - OMG _

« (T » g gog ExE-reslsn:ln
Expression - LOL

Expression - Evil
4 T » g 000

Expression
o [T

Expression - rap
o T » g 000

intersect the mouth. ot s 3 300

o T & g0
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The ear controls

The ear controls control actual ear bones
(the reason they don't have any handles is
because | added them at a very late stage).

Some of the rotations were more specifically
designed for elf ears like in the picture.

And since they are bones you can also parent
an earring to the bone in the hierarchy

editor, and it will follow the rotations. : ) 5 |'
ar |
Ears Up-Down
4 & Left Ear 4 [TTTRTHNRTT 0.000
= g & Right Ear Ears Fw-Back
o ([l earring R 4 (TR 0.000

4 & Eye Direction * Ears Twist
4 (TN v g 720

am & upoerlaw
Ears Scale
4 (T 0.000

Ear Controls
Ears Up-Doy
1 b 0.000
Ears Fw-Back 0
8 (TN * 0.000
Ears Twist
o [T g g0

Ears Scale
o TV y 0 o0

Ear Individual Contro
Right Ear Twist [
4 [TITTITE § ¢
Left Ear Twist
4 (TTTTTTARRNENTTIY
Right Ear Up-Down |
4 [TITTITI §

Left Ear Up-Down |
« (TR e

* Right E_;ar
4 [T

; al  one




Face rig

Face Camera

Like with the expressions, the face rig should be simple
to use, but | I've seen that some folks have missed the
scaling trick.

So for example with the eye control between the eyes,
you can rotate it around and the eyes follow, but if you
press S (or select scaling in the toolbar), now you can
open and close them. If you scale further, they close
tight. .

Editing Tools.

&
&2
&

Face Camera



RAW Poses

I've received a number of complaints about
my poses that some of them don't work. Let
me show you why some don't work:

Cute sexy unsure Hunch Fw lean on
pose PE knee

Firstly, they're mostly just there to give you a
head start and you refine the rest.

Secondly, PE comes with a load of characters with
different proportions, so most of these poses would
need adjusting anyway. Here's an example of loading
“hunch fw lean on knee” pose.

At first it looks bad, the hands poke through the legs. But
if you dial in 'Regular Girl', boom it looks much better.

But | will admit that this is one
area | principally don't want to
spend more time on, besides
helping you get the girl in the
relative position, because poses
can be useful and some poses are
definitely tougher than others.
But from thereon, this is where
you take over. This is after all
“Poser” we're talking about ;)

ol 3
@b
@b
@b
@b
@b
ol 3
@b
1o
aoh
@ p
@k
@b
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The hair

Now that she's posed like that, this is a small
reminder that you can adjust the hair to actually look
like its subject to gravity without going into the cloth
room. The dials basically rotate one of the ghost
bones in the hair piece. There's many more options
like that.

Caontrols
Fringe Controls

Fringe Bend
4 [T » 0.000

Fringe Side-Side
A T v g 000

Fringe Twist
L T

Reverse Head Twist
- TITTTNEE -
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Clothsim morphs

But there's more. | used clothsim to make
morphs to help with certain rotations. This
will be a little touch-and-go, they're not

perfect, but they can be fun, and a quick
option instead of going though the clothsim.
Here's an example.

The group names should tell you the
intended pose for the morph, like ‘head look

up' is what she's doing in the picture.

Head Look Up
Hangin.g Up1

X T

Hanging Up 2
CRRLLLLL

T

Hanging Up 3
l |

I

Hanging Up 4

] ]

Hang Back Head BackB g
4 [TITH ME » 0000

Hang Fw 5 -
] [T 0.000 (- .'

One
evolution




More hair fun

The 'head straight' group is obviously for
when the head and neck is straight relative
to the body, but maybe the body is at an
angle. There are some options for that.

As you can see its not entirely perfect,
there's a little poke-through at the top of her
head. That can easily be fixed by using the

“independent head scale” dial, of you could
even adjust it with your own morph if you
want?

* Hang Forward Sw

L T » 4 000
Hang Fw 1

+ [T g g0

Head Look Up
Head Look Down (lie back look fw)

Right Front Controls

Left Front Controls

Back Controls

Other Controls
L&ngth_ Front

Length Back
4 |

Volume Front
q |

* Independent Head S
4TI » g g20

Independent Head Bend
4 [T Ty 0.000

Independent Hea
4 [TITTINIIT



Combining the morphs

Here's an example of how you can combine
two morphs if the head is not at the exact
angle that the morph works with. Just
combine two until you get the right angle!

Head Look Up
Hanging Up 1
4 (TR

* Hanging Up 2
4 (TN

Hanging Up 3
o 1T

T
Hanging Up 4
L | | |l
Hang Back Head Bac
4 [T
Hang Forward Swi
AT
Hang Forw
o T
Hang Forw
4
Hang Forward Swv
4 (TTTTMTT

Hang Fw 5
4 [T v g 00

| [26] Pre-Sex
;I[s] Sidevways
__| [11] General
__| [10] Running
__|[s] Sneaking
__| [12] Undressing
__| [11] walking

__I [5] *oga

Power Step Roll
back

evolut

NG
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Extra hair morphs

the new hair piece comes with new
morphs, check them out!

Bang Center R
q
Bang Center L
4 | (VT
Bangs Middle Bk
4 (TTTTTIT
Bang Lower L
SR
Bang Lower R
S
Bang Lower L fw
SR
Bang Lower R fiw
4 T
Bang Widdle Bk L
4 | (T
Bang Middle Bk R
o [T b

Sirands Before Face R 1180
o (TR

ands Before Face L
4 | TN
ands Before f

o [T

Bangs Before Face
4 [T »

Bangs Before Face R
4 (T b

Bangs Before Face L
4 | (TTIIT
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Conclusion

That's it for now! Thank you for reading this, | hope it
helped. Sorry if | came across a little grumpy when
speaking of JICMs, but yeah, | feel its important to start
moving on from old times.

| hope more content will come along for this girl, and |
hope you have lots of fun!
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