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Revision History
Revision Description Date
A Release for v1.7 09/28/07
B Release for v2.0 - Includes the following changes: 03/03/08
1. Conversion to RoboHelp format
2. Updates to text & formatting as needed
3. Addition of images & text as needed
4. Addition of Index
5. Addition of the following new tools/functionality:
e Pane Auto-Hide
e Drag-and-Drop
e Level of Detail
e  Multiple UVs
e  Sub-Division Surfaces
DCN 001 Release for v2.0.0.21 - Includes the following changes: 03/24/08
1. Addition of pages for File > Save As options
2. Addition of new Hexagon Bridge functionality
DCN 002 Release for v2.1.1.13 - Includes the following changes: 04/02/08
1. Addition or updates for the following new tools/functionality:
e  Startup Wizard changes
e  Quick Start Tab/Tutorials
e Content Manager Database
e  Auto Magnetize
e Add and Replace
e Save UV set in Material Preset
e LOD level export
2. Update to saving light and camera presets to reference correct
instructions and images.
3. Addition of Ctrl option when zeroing out a figure.
4. Clarification of selecting all morphs when exporting a pose preset.
5. Addition of creating a custom action.
DCN 003 Includes the following changes: 04/16/08
1. Updated index
2. Corrected filename for backing up the content manager database
3. Corrected several spelling errors
DCN 004 Release for v2.2.14 - Includes the following changes: 06/03/08
1. Addition or updates of the following new tools/functionality:
e LipSync
e LOD Support in Hexagon Bridge
e  Morph Panel
e  Multi-UV Save Preset
e  Open scene on New document
e Power Loader
e Smoothing Angle
e  Support for 3D mice
2. Changes to Content options menu to move items to new Content
Manager tab in Preferences dialog.
3. Move of Auto-Magnetize on/off to Content Manager Preferences tab.
4. Updates to Collada and FBX exporters to handle LOD Levels and UV
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Revision History
Sets.
DCN 005 Release for v2.3.3.9 - Includes the following changes: 07/01/08
1. Addition of new Load Cancel functionality.
DCN 006 Release for v2.3.3.11 and 2.3.3.15 - Includes the following changes: 07/10/08
1. Addition of option to adjust timeline to match audio file.
2. Addition of option to turn on subdivision during figure manipulation.
DCN 007 Release for v2.3.3.83 - Includes the following changes: 10/13/08
1. Incorporation of documentation for the Dynamic Clothing Basic plug-in.
2. Minor changes to figures/text for changes to Content Manager.
DCN 008 Release for v2.3.3.146 - Includes the following changes: 02/08/09
1. Changes deletion of applied D-Formers when spawning morphs.
2. Stability of undo/redo when creating D-Formers.
3. Addition of ability to cancel optimization of images when rendering.
4. Addition of ability to attempt to try to save a rendered image/animation
when the first attempt fails.
5. Changes to OBJ exporter to correct whitespaces in group name entries.
6. Changes to PZ3 importer to correctly read and set strength values for
ambient, diffuse, and specular.
7. VBO optimizations re-enabled.
8. Change on Scene tab where setting a node as visible/invisible or
selectable/non-selectable does not change node selected in scene.
9. Change to Mac installations to allow spaces.
10. Change to default content view to folder view.
C Release for v3 - Includes the following changes: 05/26/09
1. Addition of the following plug-ins:
e  Figure Mixer
e Map Transfer
e Morph Follower
e Render Album
e Shader Baker
e Shader Mixer
2. Numerous Preference updates for new features.
3. Updates to main menu options.
4. Addition of camera and light wireframe options.
5. Updates to exporting OBJ presets.
6. Addition of a DAZ COLLADA import/export options.
7. Addition of Smoothing, Displacement, and Normal Mapping to the
Surfaces tab.
8. Additional options to the Render Settings tab.
9. Replaced Render Level with Edge Interpolation for Sub-D.
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Introduction

Welcome

"I found I could say things with color and shapes that | couldn’t say any other way... things | had no words
for.” -Georgia O’Keeffe

We would like to take a moment and thank you for acquiring DAZ Studio; a powerful, friendly tool built for
people who love and work with 3D artwork. If you are new to 3D artwork, DAZ Studio helps make things
easier for you to plunge in. If you are a professional looking for solid and easy-to-adapt software, you will
find the flexibility and extensibility of DAZ Studio to be a powerful addition to your workflow. DAZ Studio
makes it easy for you to create high quality images.

What is DAZ Studio?

Think of DAZ Studio as a complete virtual photo studio. Lights, cameras, makeup, wardrobe, props, and
more are at your fingertips. You create scenes by placing virtual actors (called figures), props, and other
elements in the studio. Adjust your lighting, position your cameras, and you have a complete image.

The Surfaces Tab in DAZ Studio allows you to change any object’s color, opacity, roughness, and many
other attributes. You can change an actor’s skin color, make any surface into a mirror, make water
transparent, turn a rough wool into shimmering silk or lace, and even give a smooth tree trunk a rough
bark texture.

In contrast, real-world photo or film projects pose challenges. These begin with scouting for places to
shoot, and end when you have all of the images or footage you need and then some. Scheduling is a
tricky and costly affair that can go wrong for any number of reasons.

The challenges multiply once the work begins with the crew and models. In order to adjust the lighting,
you stop shooting while the crew adjusts, meters, and tests the lights. If you want to change a pine table
to a mahogany table, you either get a new table or spend hours refinishing the existing one. If the focus is
all wrong, you have to re-shoot the entire scene. We have not even touched on the required paperwork -
model releases, copyright research, royalty schedules. Of course, there are other ways to express your
art in real life - such as through sketches, oils, and sculpture. Less scheduling and expensive equipment
is required, until you make a mistake or find a flaw in the base material. This usually means starting over
or living with imperfect results. Let’s face it: real-world art can be unforgiving.

However, what if you could accomplish the following tasks:
e Schedule studio time whenever you want
e Have actors who are always ready when you are
e Move cameras, lights, actors, and props easily
e Control and change the appearance of every item in the scene instantly?
o Achieve excellent results in hours or even minutes instead of days, weeks, or months

DAZ Studio makes all of this and more, not only possible, but easy, cost-effective, and fun.

© 2008-2009 DAZ 3D, Inc. 1
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Create

DAZ Studio unleashes creativity in artists, photographers, filmmakers, animators, illustrators, and more.
Hobbyists and professionals alike can create impressive images for just about any purpose. With DAZ
Studio, you concentrate on your art, not on extensive (and expensive) setup. Here are just a few of the
things you can do with DAZ Studio:

Add as many people to a scene as you like.
Pose and animate human, animal, alien, and even inanimate figures, down to the smallest detail.

Dress up your figures by adding custom hair and clothing. Further, many hair and clothing items
have additional built-in customization.

Place furniture, backgrounds, and other objects in your scene. The variety is almost limitless -
your own living room with its usual props (detailed right down to the remote control), or the engine
room of a spaceship orbiting Proxima Centauri, or anything in-between. These props add context,
realism, and interest to your results.

Place and adjust lights. You can customize brightness, area of illumination, location, direction,
color, and gels to achieve the exact effect you're looking for.

Place and adjust multiple cameras and see your scene from up to four points of view at once.
You can select from a variety of viewport layouts and choose from a complete assortment of
orthographic and perspective cameras. This gives you great flexibility and control as you build
and adjust your scene.

Change the appearance of any character, prop, or other item in your scene.

Express

DAZ Studio’s features give you the power to express your creativity in a very practical way. Here are a
few examples of ways you can use DAZ Studio, both personally and professionally:

Hobbyists can create images in any genre - from medieval to contemporary to futuristic.
Book designers and authors can create compelling cover images that capture the book’s essence.

Engineers can test for size, proportion, fit, and ergonomics, all without having to build a single
physical prototype or mock-up.

Law enforcement and legal specialists can recreate crime scenes and/or re-enact events for
forensic, civil or criminal trial purposes.

Public safety personnel, the military, and adventurers alike can simulate potentially dangerous
procedures for training purposes, or for testing, all without putting anyone at risk.

Architects can include people in their concept art, to illustrate how the structures they design
interact with occupants and with each other.

Filmmakers and animators can create more compelling storyboards during preproduction in less
time.

Advertising agencies can build high-quality clip art banks and custom images for their clients’
print ads at a far lower production cost... and without the need for paying royalties or residuals.

Photographers and filmmakers can create professional results that can be composited with their
physical scenes, or replace them entirely as imagination and desires warrant. Those who create
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documentaries can illustrate places and events that no longer exist, or physical concepts
otherwise impossible to explain.

Sculptors and graphic artists can conceptualize their work in virtual space, and even use it as part
of their bid for contract. They can then use it as a three-dimensional guide while they translate
their concepts onto canvas, stone, metal, plaster, and more.

As you can see, DAZ Studio can do more than just make pretty pictures.

Key Features

DAZ Studio includes these powerful features:

PC and MAC Support: DAZ Studio runs on Windows 98SE/2000/Me/XP, and Mac OSX 10.3 and
above.

Fully Optimized: DAZ Studio supports OpenGL acceleration in 3D views, which gives you high-
quality real-time lighting, textures, transparency, anti-aliasing, and depth-of-field. Smart memory
optimizations save system resources and boosts performance. The highly flexible Content Tab
allows you to handle large amounts of content effortlessly. By taking advantage of the latest
technologies, DAZ Studio gives you amazing power, speed, and ease of use.

Multiple 3D Views: Select one of several included viewport layouts that let you see your scene
from up to four angles at once. Change any view to suit your needs at any time using intuitive
camera controls. Try that in any real-world studio!

A Highly Flexible User Interface: The user interface allows you to customize layouts, menus,
toolbars, shortcuts, and more. Move, shape, change, and manage the Ul layout (and behavior) to
optimize your workflow.

Dual-monitor support: Users will especially appreciate the ability to spread the application out
across both monitors.

Native File Formats: The new .daz, .dsb, and .ds file formats allows both flexibility and built-in
encryption to aid in the protection of content creators’ copyright. It allows for a high degree of
flexibility but a high amount of speed as well. Built-in on-the-fly zlib compression also makes it
easier on your hard drive space.

Import Popular File Formats: DAZ Studio can import the popular Wavefront Object (*.obj) file
format, and all Poser 4 file formats - scenes (.pz3), characters (.cr2) , props (.pp2) , camera
(-pp2), light (.It2), hands (.hd2), hair (.hr2), facial expressions (.fc2), pose presets (.pz2), and their
compressed (.**Z) counterparts.

Powerful Rendering Engine: DAZ Studio uses the RenderMan®-compliant 3Delight renderer
(www.3delight.com).

Direct Select: Select any object or material by clicking it directly inside a viewport.

Scene Tab: View your scene hierarchy, select and edit bones or objects, and apply clothing and
other properties using this tab.

Parameter Tab: Pose figures and manipulate cameras, props, and scenes as easily as turning
the dials in this tab.

Surfaces Tab: Edit any material in your scene, including color, highlight, opacity, reflection, and
texture using this tab.

3D Manipulation: Pose figures using intuitive on-screen controls. Set movement limits to define
custom ranges of motion.
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Multiple Undo/Redo: Move back or forward several steps to correct errors or make changes.
The results will always be right where you left them before, so go ahead, experiment! You can
always decide to do something different later on.

What's New

The following new features have been added to DAZ Studio 3.0:

© 2008-2009 DAZ 3D, Inc.

Figure Mixer -The Figure Mixer allows you to load similar generation figures and create new
blended figures. This is accomplished by adjusting sliders to blend the figures as a percentage of
each figure loaded. Once the figures are blended, the final figure can be frozen, then exported as
a CR2 file or saved as a Studio scene file.

Map Transfer - The Map Transfer tool is used to transfer maps from one figure to another, if the
figures have the same number of vertices, etc., for example, Victoria 4 and Michael 4. This allows
you to convert a V4 texture to one that either M4 can use or V4 with the M4 UV Set applied.

Morph Follower - The Morph Follower is used to move active morphs from a base figure to any
other item that has been fit to the base figure. This allows a conformed item, such as clothing or
hair, to approximate the effects of the morph on the base figure in its own geometry. While the
process is not perfect, it can solve many poke through issues and in many cases leave minor, or
no, poke through to be corrected.

Render Album - While this is not a new feature, it is now included as an integral part of DAZ
Studio and no longer available as a stand-alone product. The Render Album provides a means of
storing recent image renders in an album format which can then be loaded into the Render Editor
to perform various editing functions on the image. The editor provides options for blending two
images, color adjustment, image comparison, and applying filters without having to open a
separate paint program.

Shader Baker - The Shader Baker makes it possible to bake many of the properties of a shader
down to a texture map. While the results will not always look exactly like the original shader, this
feature will allow you to roughly see what the content will look like in its final render. If the baked
textures are good enough, they can also be exported for use in other applications, such as for
games, with no visible loss in quality.

Shader Builder - The Shader Builder is a plug-in for DAZ Studio 3.x that provides a data flow
diagram (aka shader graph) type of visual development environment for generating RenderMan®
Shading Language (RSL) shaders. The intended audience for this tool is a [aspiring] shader
developer, being someone who is familiar with or wants to become familiar with RSL and the
shader development process. The goal of Shader Builder is to make the process of creating RSL
shaders and the scripts that build the interface between them and DAZ Studio, easier and less
prone to syntactical errors.

Shader Mixer - The Shader Mixer uses predefined bricks like a node network. Connecting the
various bricks will create differing results in the new shader. Shader Mixer includes a range of
basic bricks like: [image] map, math, noise, random, lighting models, and volumes.

aniMate+Lite - This is a light version of the aniMate Plus version available in the DAZ Online
Store. It increases the capabilities of the DAZ Studio animation timeline.

64-Bit - Availability of a 64-bit version of DAZ Studios Advanced for Windows. The Mac version is
still under development. Not available in the free version.

Normal Maps - The ability to render with normal maps which are more defined than bump maps
allowing bump settings to render more accurately.



DAZ Studio 3 26 May 2009

o 3Delight Update - This update allows improved performance, memory management
improvements, and opens additional capabilities such as for area lights, glow applied to objects,
and advanced shaders.

¢ Selection/Bounding Box Display - Addition of preference settings allowing changes to how
bounding boxes are displayed.

o Visual Helpers for Cameras and Lights - Addition of tools from Dreamlights allowing users to
set options for displaying the camera and light wireframes which provides visual cues for placing
objects within the view of the camera or influence of the light.

o DAZ COLLADA Import/Export - Addition of a DAZ COLLADA import/export option which
includes specific information about the scene which provides a more accurate exchange of
scenes between DAZ Studio and Carrara.

Of course, you will discover many other subtle improvements as you peek under the hood ... and we'll
show you where to find them in this manual.

\&

)’-‘NOTE! Some of these features may not be available in the free version of DAZ Studio.

Included Documentation

DAZ Studio includes a full suite of documentation to make learning and using the program easy and
enjoyable.

Artist Guide

The very document you're reading right now. DAZ'’s goal is to ensure that all of our documentation is
complete, accurate, and friendly. We welcome all constructive feedback and suggestions for future
improvements. Please email tech@daz3d.com at any time.

Conventions

Ordered Procedures

When you need to follow steps in a specific order, it will have numbers next to each step, as shown here:
1. Do this first...

2. Next, you have to do this...

Keyboard Entries

If you need to press a specific key on your keyboard, you will see the key label in bold letters (for example,
Ctrl.) If you need to press two more keys simultaneously, the notation will appear as Key1+Key2 (for
example Ctri+V).

© 2008-2009 DAZ 3D, Inc. 5
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Commands and Prompts

Screen prompts, menu and window names, fields, buttons, boxes, etc. appear in bold type. The syntax
used to demonstrate accessing a palette or submenu is Menu > Submenu. For example Edit >
Preferences means that you should open the Edit pull-down menu and then select Preferences to open
the Preferences dialog box.

Tips, Cautions, and Notes

\&

)’ TIP! Tips contain helpful advice and other information that makes the software easier and more
enjoyable to use.

\&

)r" CAUTION! Cautions warn of potential problems that you will want to avoid.

\&

)"'-‘NOTE! Notes contain other points worth mentioning.

ReadMe

At the end of the DAZ Studio installation process, the Readme file will automatically appear. This file
includes late-breaking developments and other information that were too recent to be included in the
Artist Guide or Install Notes. Please take a few moments to read this information carefully as it may affect
how you use DAZ Studio.

System Requirements

In order to install and run DAZ Studio, you must have either a Windows PC or Macintosh that meets or
exceeds the minimum requirements listed below. Computers that exceed the following specifications will
be able to process scenes faster and/or store more content. For processing speed, RAM is the largest
contributing factor followed by your processor speed, then your graphics card (for OpenGL renders, but
not 3Delight). To store more raw content and/or finished scenes, add hard drive space.

The above recommendations are valid for both Windows PCs and Macintoshes.

Windows

To run DAZ Studio on a Windows PC, your computer must meet the following minimum requirements.
Check them in Windows’ Device Manager -Control Panel > System > Hardware > Device Manager.

Minimum Requirements

¢ Pentium® IV/AMD Athlon Dual-Core Processor running at 1.3 GHz dual
e Windows XP or Vista
e 1GBRAM
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DAZ Studio 3 26 May 2009

e 200 MB free hard drive space for installation

e 500MB Video Card

e OpenGL 1.3 or higher compatible graphics card with at least 256 MB of onboard memory
e compatible Video RAM 128MB

e DirectX 9 or above

Recommended Requirements

¢ Pentium® IV/AMD Athlon Dual-Core Processor running at 2 GHz

e Windows® XP or Vista

e 2GBRAM

e 500 MB free hard drive space for installation

e OpenGL 2.2 or higher compatible graphics card with at least 512 MB of onboard memory
e DirectX 10

Macintosh

To run DAZ Studio on a Macintosh, your computer must meet the following minimum requirements -
check them via (Apple Menu) > About This Mac > More Info, which opens the System Profiler.

*** Note: DAZ Studio will not function installed on a UNIX partition under Mac OS X.***
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Minimum Requirements

e 1.25GHz CPU

¢ Mac® OS X 10.4

¢ 1GBRAM

e 200 MB free hard drive space for installation

e OpenGL 1.3 or higher compatible graphics card with at least 128 MB of onboard memory

Recommended Requirements

e 1.8GHz CPU

e Mac® OS X 10.4 or above

e 2GBRAM

e 500 MB free hard drive space for installation

e OpenGL 1.3 or higher compatible graphics card with at least 256 MB of onboard memory

Support

This manual addresses as many questions about DAZ Studio as possible. Should you need it, there are
several ways to get additional help.

Contacting Technical Support

Need support? Please contact DAZ as follows:
e Toll Free Phone: (800) 267-5170

e Local Phone: (801) 495-1777 (Our technical support hours are Monday through Friday, from 9:00
a.m. to 5:00 p.m. Mountain Standard/Daylight Time).

e Fax: (801) 495-1787
e Online Direct: http://www.daz3d.com/support/contact support.php
e US Mail: 12637 South 265 West, #300, Draper, UT 84020

Please note that DAZ Technical Support cannot provide assistance on changing settings on your
computer.

Other DAZ Resources

e Web site: http://www.daz3d.com

e Support database: http://www.daz3d.com/support

e Community Forums: http://forum.daz3d.com

e Tutorials: http://artzone.daz3d.com/wiki/doku.php/pub/tutorials/start
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http://www.daz3d.com/support/contact_support.php
http://www.daz3d.com/
http://www.daz3d.com/support
http://forum.daz3d.com/
http://artzone.daz3d.com/wiki/doku.php/pub/tutorials/start

DAZ Studio 3 26 May 2009

Memory Issues

On a 32-bit system, you can set your configuration to use up to approximately 3GB of RAM, leaving the
OS at least 1GB of RAM. These values can be adjusted as needed to insure optimal performance and
compatibility, but the RAM can never be greater than 3GB. If run on a 64-bit system, DAZ Studio will be
able to access up to 4GB of RAM.

For information on adjusting your configuration, links to Microsoft's support site are given below where
you can find the most accurate information and instructions for making these changes yourself.

e WinXP Pro: http://www.microsoft.com/whdc/system/platform/server/PAE/PAEmMem.mspx

e Also look at: http://support.microsoft.com/default.aspx?scid=kb:;en-us;319043

e Vista: http://msdn.microsoft.com/en-us/library/aa906211.aspx

Installation

Before installing DAZ Studio, you must read, understand, and agree to the End User License Agreement
("EULA") and learn how DAZ Studio protects artists’ copyrights. The EULA appears during DAZ Studio
installation. For your convenience, we have included a print version in the appendices.

To install DAZ Studio on either a Macintosh or Windows system:
1. Make sure DAZ Studio is closed before installing the update.
2. (Macintosh only) Unpack the zip file to access the installer.
3. Double-click on the DAZ Studio installer icon to start the installation.
4

If a previous version of the program is already installed, you will be prompted to remove the
current version to prevent possible conflicts. Click on Yes to continue.

Read the Welcome screen and click on Next.

Read the Software License Agreement and click on the radio button next to | accept the
agreement, then click on Next to continue.

7. Read the Tell-Ware Agreement and click on the radio button next to | accept the agreement,
then click on Next to continue.

8. (Windows only) The next dialog informs you that the Microsoft Visual C++ 2005 Shared Libraries
need to be installed. Click on Yes to install the files or No if you already have them installed. Click
on Next to continue.

9. Select the Destination Directory in the next dialog or accept the default location. Click on Next to
continue.
Please note that Macintosh installations can now use spaces in the pathnames.

10. The next dialog asks whether you would like to use the previous content or to perform a content
search on the next launch of DAZ Studio. If you have previously installed DAZ Studio, make sure
the radio button next to the previous content option is selected. Click on Next to continue.

11. Next, you'll be asked if you want to create a desktop shortcut to the software. Select the radio
button next to Yes to create the shortcut or next to No to not create the shortcut.. Click on Next.

12. Read the Ready fo Install text and click on Next.

13. Once the software has been installed, read the Important notes and click on Next.

© 2008-2009 DAZ 3D, Inc. 9
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14. In the Completing install dialog, click on the checkbox next to Launch DAZ Studio if you want to

use the program immediately; click on the checkbox next to View the DAZ Studio Readme then

on Finish to close the installer and view the readme.

Running DAZ Studio

When you start DAZ Studio for the first time, the DAZ Studio Startup Wizard comes up followed by the
View Tutorials dialog. The startup wizard prompts you to select a Quick Start option, search for content,
and view some tutorials.

Complete the wizard as follows:

1.

New Users only: If you have never installed DAZ Studio, a Quick Start scene will be loaded prior
to the Setup Wizard starting.

If you have never registered DAZ Studio, the first screen of the DAZ Studio Setup Wizard will
prompt you to register your copy of DAZ Studio online. It only requires that you have an active,
verified account at the DAZ Web site (http://www.daz3d.com).

L

DAL i Sty e

Thank you far downloading DAZ Studiol

In order to activate this product, you need to register online st v DA T30 com.
Registration for DAZ Studia iz free and only requires that you have an active, verified
Faccaunt.

“ou may register anline by pressing the "Click Here to Register Online” button belowe. If you
have already registered and knoww your serial number, you may enter it inthe field provided
below the online registration button.

Click Here to Register Onling

Enter Serial Mumber: |

To register the software online, click the Click Here to Register Online button.

e To sign in to an existing account, enter your registered e-mail address and password,
and click the Sign In button.

o To register a new account, enter a valid e-mail address in the New Customers section
and click Register. You will be prompted to enter additional registration information, such
as a password, first and last names, community user name, and date of birth. Additional
options ask if you'd like to receive the DAZ newsletters and whether you would like users
to search for your wishlist. After you enter the information, click Create Account.

\

)-"‘NOTE! DAZ Studio will not run without the serial number.
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3. After you sign in or create an account, you will be directed to the Software Serial Numbers page
in your account screen. If the computer with DAZ Studio installed is not connected to the Internet,
write down the serial number from the browser.

Congratulations on registering DAZ Studio

D517CRD<=

When you return to the DAZ Studio Setup Wizard, the serial number will be entered into the field
on the registration screen. If DAZ Studio is installed on a computer not connected to the Internet,
enter the serial number manually and click on Next.

Enter Serial Mumber: DS 7CRD- m o *

New users: Wizard will skip to step 7.

If you have previously registered DAZ Studio, the next dialog will ask if you would like to load the
Quick Start layout or keep your previous layout. If you select to load the Quick Start layout, the
wizard will skip to step 7 and load the Quick Start default scene. If you choose not to load the
Quick Start layout, the wizard will continue to step 6.

\&

)’-‘NOTE! If you select to use the Quick Start layout, the default scene will load each time you
load DAZ Studio, until you select a different default scene in your preferences (or no scene at all).

6. The Category View dialog will come up next with details on the Content Manager feature and
what it provides. If you do not want to use the manager, click in the checkbox next to Turn off
this feature. Click on Finish to exit the setup wizard.
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7.

DAL Geidiy Sty Wizl

Category Wiew

DAZ Studio has a new Content Manager OData BaseO feature. This newy feature improves
yaur swarkflowy and makes it easier to find and swark with your installed cortent. Mewly installed
cortent will be placed in web store-based categories and then highlighted to help you find the
neswy data. You then will have the abilty to open content or move it to a location that makes
zense to you, not us. The category will remain highlighted until you have looked st the new
cortent. *

Organizes content based on the DA web store

Highlights neswly installed content until viewed

Uzer customizable database (move and arganize data independent of hard
drive location)

Zearch tool ta guickly find content

iy

[0 Turn off this feature *

= Back Finizh Cancel

If you did not turn off the Content Manager feature, the Scan for Content dialog will come up
asking if you'd like to have DAZ Studio scan your content directories. If you have a lot of content
and don't want to wait for the scan to complete or if you have not set any content directories in
your preferences, click on No. Otherwise, click on Yes to begin the scan.

Seiin fur Cuppiagg

Wiould you like to scan for newy content to add to the databasze’
This may take some time, depending on the number of files to be added.

[J Do not show this dislog when opening the Categary view

@ Yes [

&

)/‘TIP! When you change views in the Content tab to the Category view, this dialog will come
up asking to search for new content. To turn this off when changing to Category view, click in the
box next to Do not show this dialog when opening the Category view before clicking on Yes
or No.

If you clicked on Yes, the scan will begin and, depending on how much content you have, can
take quite a while. You will see a progress dialog showing how many files have been found and
added to the database. If you would like to see how many files are added at the end of the scan,
click in the checkbox next to Close this dialog when completed to deselect it. Click on Cancel
to cancel the scan.
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LA ey

Scanning for content...

Files scanned : 378
Files added to the database | 375
[#] Close this dialog when completed

bdinitnize: Cancel

Once the scan is completed, the dialog will show how many were scanned and added to the
database. Click on OK to exit the dialog.

RS 1
Finizhed.

Filez scanned : 60748
Files added to the database : BO7T4E

Ok

9. If you selected not to scan for content or once the scan completes, the Tutorial Listing dialog will
come up asking if you'd like to see a listing of installed tutorials for DAZ Studio. If you do not want
this dialog to come up each time DAZ Studio is loaded, click in the checkbox next to Do not
show this dialog again. Click on Yes to view the list or on No to continue without viewing the list.

+

DAL G dio Tuiorial Disiing
Wiould you like to viewy a listing of installed tutorialz for DAL Studio?

[0 Do not show this dislog sogain

@ Yes M

\ &

)f" NOTE! You must be connected to the Internet in order to view these tutorials.

10. If you clicked on Yes, the dialog will change to show a listing of the available tutorials.
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DA Genelu Tutorial LSy

rview

ove

| 6 || Browese &l Tutorials || Wieny || Close

Click on a tutorial to select it then click on View or on Close to close the dialog without viewing
any tutorials. If you clicked on View, the selected tutorial located on the ArtZone Wiki will open up

in your browser.

article N aprit this page ol revighondg

DAZ Studio 3D Basics: Overview

A briaf oversiew of the layout and functions of DAZ Studio with Josh Daring and Ryan Bouche.

o | |Downlaad the vidao (larger varsian).
& Click on the thurmbnail below to starl the wdes on Y ouTube (E users may need 1o chek bwce)
——

- - .
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11. Click on Close to close the dialog after viewing the tutorials. The Startup Wizard will close and

the main DAZ Studio viewport will be available.

e If you selected to use the Quick Start setup, a default scene will be loaded and you will
see a simplified Quick Start layout as shown below:

26 May 2009

| onthe prop and it will be sdded automaticaly,
‘| or singis-chck on the bem and drag R into your

Step 1 Load and Customize a Figure

A figure: (ictoria), some clothing and props
are alreach loaded inthe viewport for you,
Mo you can easiy begin customizing your
figure. For exampie, to change Victoria's
ciothing, coubla-click on Victoria to “Salect”
her, ard then coubla-Chck on the clothing e

P Content %

i
inhe conterttee, LI LE]

To mekd props to your scene, either double-clck

scane while holding the "AL" key. Releasa tha
duse button 1o drop the e, To rémdvs an

ftem, double chick on & or select 1 from g
_nwmi;-ﬂum. j
Step 1: Load and Customize s Figune: v|
:Stnp‘.‘.PmuFl;n I
[Step 3 Add a Scene or Backdrop

|step 4: Appy Lighting

|Step 5: Render and Save Your Hage

[Sten & N Steps

); NOTE! If you did not do a search for content prior to starting the tutorials, you will

get some file not found messages while loading items into the scene. Click on OK to
close the dialogs as the files DAZ Studio cannot find are created as part of the content

search process.

The layout includes the following:

e Menu Bar

o Toolbar with default file operations, Active Pose, Rotation/Translation, Render,

and Help icons.

¢ Content tab with either the Quick Start category view (as shown above) or the

content not found text if a content search was not done. See "Content Manager"

for more on using the Content Manager.

e Main viewport with controls

e Quick Start tab with tutorials for getting started. See "QuickStart Tutorials" for

basic information on using the tutorials.

e New at DAZ tab with links to new releases at the DAZ store.

e |If you selected to not scan for content and did not turn off the database feature, the

Content tab will show that no content was found.

© 2008-2009 DAZ 3D, Inc.
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Mo Cortent was

To perfarm &
directory search for
Contert, click here.

To perform a =can to
find and categqorize
Contert, click here.

/ CDMEMW >

Rl v
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You can have DAZ Studio perform a directory search for content by clicking on
the first link. Select which directories to be scanned from the dialog that comes
up then click on Do Search. Click on Cancel to close the dialog and cancel the

directory search.

SaEifef) fur et diraeiupias

-y

DAF Studio can search for directories that
may contain content from other programs

that DAZ Studio can read. Pleasze indicate
which drives you wwant DAZ Studio to zearch.
MOTE: On large drives or network drives

this opetation can take several minutes.

| Do Search |

Drrives
[+ AF
[ =
[#] D:d

Cancel

When you are ready to have DAZ Studio search for content (after adding content

directories), click on the second link to begin the scan.

Getting Updates

DAZ will continue to evolve and improve DAZ Studio and release periodic updates. You can check for
updates in one of two ways.

e Watch for news and updates at the DAZ forums (http://forum.daz3d.com).

e Allow DAZ Studio to do all of the checking for you. Choose Edit > Preferences and select the
General tab. Two buttons appear near the bottom of the dialog. The first button allows you to
check automatically for updates Daily, Weekly, Monthly, or Never. To check for updates

© 2008-2009 DAZ 3D, Inc.
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immediately, click Check for Updates Now. If there are updates, DAZ Studio presents you with
the option to install them. Otherwise, you will get a note that there are no available updates at this
time.

Getting Started
QuickStart Tutorials

If you are new to DAZ Studio, the QuickStart tutorials will give you a brief overview of loading and
posing a figure, adding props and lighting, and rendering and saving your scene. Content to use during
the tutorials is provided with DAZ Studio and, if you chose to search for content, it will be available in the
QuickStart Category View.

To view the tutorials, click on the toggle buttons at the bottom of the QuickStart tab. As each button is
clicked, the corresponding tutorial will come up and the matching button will show a checkmark to indicate
that the tutorial has been viewed. You can come back to these tutorials at any time by choosing to view
the QuickStart tab from the View > Tabs menu.
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Step 1 Load and Customize a Figure

A figure (Victaria), some clothing and props
are already [oaded in the viewwport for you.
Mawy you can easily begin customizing yaur
figure. Far example, to change Victoria's
clothing, double-click on %ictaria to “select"
her, and then double-click on the clothing tem

¥ Content ™%

’ L ik K 3
inthe Contert tab.

To add props to your scene, ether double-click

.| onthe prop and it will be added automatically,

| or single-click on the tem and drad it into your
zcene wwhile holding the "AR" key. Release the
mouze button to drop the tem. To remove an |
item, doukle click on it or select it from é

Scene
the "Scens"tabh ———and hit =Delete=.
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[TRRITATS

: Step 1; Load and Customize a Figure
J | | Step 2 Pose a Figure

Step 3 Add a Scene or Backdrop
Step 4: Apply Lighting

Step 20 Render and Save Your Image

Step 6 Mext Steps
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)"“NOTE! If you did not do a search for content prior to starting the tutorials, you will get some file not
found messages while loading items into the scene. Click on OK to close the dialogs as the files DAZ
Studio cannot find are created as part of the content search process.

The Basics

"Take the attitude of a student, never be too big to ask questions, never know too much to learn
something new." -Og Mandino

These tutorials will show you the very basics of DAZ Studio: how to take a basic set of content and turn it
into a bit of artwork. This very basic run-through of DAZ Studio and its tools will help familiarize you with
the interface and help you get comfortable with it. As you work through the tutorials, the concepts will
become more and more advanced and will build upon the work you have done previously. By the time
you finish, you have a pretty scene along with a basic but solid grasp of how to use DAZ Studio.

To begin, open DAZ Studio and see what is lurking in there.

Starting Your Project

DAZ Studio is like a virtual photo studio. The viewport appears in the center and is where you view and
manipulate your scene’s content. This is like viewing a room with limitless length, width, and height
through a camera lens. You can fill this empty universe with whatever you like. This is the Default Scene.

If you choose a layout other than the Classic layout, you may see Activity tabs appear directly beneath
the Menu bar. For example, if you choose the View > Interface Layout > Select Layout command, and
then choose the Basic layout, there are three tabs that appear as shown in the image below: Load,
Pose/Animate, and Save. The Content tab usually appears in the left pane of the interface layout.

\&

)PNOTE! DAZ Studio allows you to customize the interface from top to bottom, from layouts to menu
commands and shortcuts. This means you can create your own layouts, interface colors, and more.

To begin, launch DAZ Studio:
¢ In Windows, click Start > All Programs > DAZ Productions > DAZ Studio > DAZ Studio.

e In Mac OSX, double-click the DAZ Studio icon in the OSX dock, or go to the Finder and locate
Applications > DAZ Studio > DAZ Studio.

Step One: Add a Figure

The first time you start DAZ Studio, the Content tab appears in the left part of the screen when you
choose the Classic layout, or if you select the Load Activity tab in the Basic or Advanced layout.

The Content tab stores all of the content that you have available to use in your scenes. Think of the
Content tab as a virtual storeroom where you keep all of your things. The right pane in the Load Activity
tab displays the New at DAZ tab, which shows the newest weekly freebie and new content releases that
may be of interest to you.
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Use the Content tab to make your little universe not so empty. You should see a directory tree in the
Content tab. Select Studio > People > Victoria to locate the Victoria 3 RR LE figure.
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Parents, have no fear. This figure is about as anatomically correct as a little girl's plastic doll. To add the
figure to your scene, simply double-click the Victoria 3 RR LE icon. She appears in your scene as shown
below. However, we still need to give her some clothing.
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)f" NOTE! For sake of clarity for these screen shots, the background color is white. Don’t be alarmed
if you see a different color in your project file.

Step Two: Add Clothing

The DAZ Studio content folders include a Faerie Outfit that you can use in the following tutorial. This
dress is made specifically for Victoria 3 and perfectly fits her default body shape.

&

)’ATIP! As you become more familiar with DAZ Studio, you will eventually want to organize your
content. There are no set rules, but be sure that whatever you decide on, it makes sense to you. For
example, you can place base figures like people and animals in upper- level directories, and create
subdirectories beneath them to store their clothing. You may get some ideas if you examine how Victoria
and her content are organized.

To add the faerie dress to your scene, follow these steps:

1. Go back to the Content tab and expand the directory listings a little further. You want to navigate
to the Studio > People > Victoria > Clothing > Faerie Ouffit. In it, you’ll find the dress that is shown
below:
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Double-click the dress, and watch it load into the scene. Once you load it, you will notice that it
looks like it already fits. However, you are going to have to attach the dress to Victoria so that the
dress follows her when you change her position or pose. You will learn how to fit clothing later in

this section.

.ljmmcm ‘.@'in‘
.o.En

L

o

© 2008-2009 DAZ 3D, Inc.

21



DAZ Studio 3 26 May 2009

Step Three: Add Wings

When one imagines faeries, one usually pictures them with wings. The wings that you will use are also
poseable (like the figure and the clothing). You can find the wings in the Content tab, in the Studio >
People > Victoria > Clothing > Faerie Outfit folder, where you found your dress in the previous step.
Double-click the Wings2 icon to add the blue wings to your scene.
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Step Four: Add Hair

You have no doubt noticed that Victoria has no hair. This isn’t a fashion statement ... most figures come
without hair for reasons of flexibility. That way, you can give your figure short hair, long hair, curly hair,
dreadlocks, Medusa’s snakes, or no hair. No problem. You’ll add some hair right now.

By now, you should be familiar with the process of finding and adding content to your scene. There is a
hairstyle for Victoria 3 that will work just fine for this tutorial, shown below.
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To add the correct hair object for this tutorial, we will give you brief steps:

1. From the Content tab, find the Studio > People > Victoria > Hair folder. You should see an icon
for Updo V3.

2. Double-click the Updo V3 thumbnail in the lower portion of the Content tab. The selected hair will
appear on the figure’s head.

It's important to mention at this point that you shouldn'’t start posing your figure yet. DAZ Studio loads
figures and other content in their "default position", which is usually at the center of the stage. When a
content creator makes clothing for a figure, they always build it around a model that is placed in this
position. Right now, the clothing looks like it fits the figure quite nicely ... however, if you try to pose the
figure at this point you'll notice that the clothing stays right where you loaded it.

Therefore, the next step in any scene is to attach the clothing and other items (the dress, wings, and hair)
to the figure so that they move along with the figure. You do this in the Pose/Animate Activity tab.

Attaching Clothing

The Scene tab allows you to work through the items in your scene, and it will come in handy for the
purposes of attaching the clothing to your figure. If you are using the Basic layout, click the Pose/Animate
Activity tab at the top of your screen. You'll see two tabs in the left pane: the Content tab and the Scene
tab. The right pane contains the Parameters, PowerPose, and Puppeteer tabs. These tabs are most
commonly used when you are building, arranging, and animating your scenes.

ET= =" i, Vs, ) L s m

e o b e

P

Vi 3 L

L - .

| SR
i
|
:

Sty w1l P M= 1 - .
= E _f;-_ - .
' -

)"' NOTE! If you need to add the Scene tab to your layout, simply choose View > tabs > Scene, and
position the Scene tab anywhere you like. You most often find the Scene tab positioned on the left side
of the screen, but you can position it wherever you feel it's most appropriate.

The clothing and hair that you just loaded into the scene also has to be attached to Victoria. If you're new
to the 3D world, and unfamiliar with the process of using content that is compatible with programs like
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DAZ Studio, it might first be important to mention that there are two different ways to attach clothing and
other content to a figure. The method depends upon whether the item is poseable or not poseable.

The figure below shows the various different types of content that can appear in the Scene
tab. Excluding lights and cameras, the content that you add to your DAZ Studio scenes falls into one of
two categories:

o Figures: Figures are objects that are made up of two or more body parts that are controlled by
bones. The Scene tab displays an icon of three cubes stacked together, and you can expand the
list view to see the bones for the various body parts beneath them. If you load clothing that has
bones, you will need to use the "Fit To" feature to attach them to your character.

o Props: Props are objects that do not have bones. Examples of props include scenery, furniture,
and other non-poseable objects that your characters can hold or wear. You can move, rotate, or
scale props, but you can’t pose them. The Scene tab displays an icon of a single cube next to a
prop, and there won’t be a list of bones beneath it. If you want a prop to move automatically when
you pose or move a figure, you have to parent it to the figure that wears or holds the prop.

| scene "\ Content b Scene Tab Options
Prop (no b ) * [ Mushroom? 1 3
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i AEPointLight 1 o
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&Faerie Dress oty t
Camera - ‘W Detaut Camera o
Figure m}fidmﬂm LE w_?—Selectable Toggle
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B/ Left Buttock ¥ g
[ 7" Right Buttock o
Bone i,/ Abdlomen &
HfChest g
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In the sections that follow, you will learn how to use these features to attach the dress, wings, and hair to
the faerie.

Step One: Fit the Dress

In order to fit the Faerie Dress to Victoria, you first switch to the Pose/Animate Activity tab, shown in the
following figure. Once in the Pose/Animate Activity tab, you should see the Parameters tab on the right
side of the screen. It may initially appear behind the PowerPose tab ... if so, simply click the Parameters
tab to bring it to the foreground as shown below.
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! If you don’t see the Parameters tab, choose the View > tabs > Parameters command to
)*" NOTE! If don'’t the P ters tab, ch the Vi tabs > P t dt
unhide it. Then you can drag and drop the tab to arrange it anywhere you like.

\

)/ATIP! In the Scene tab, everything loads from bottom to top by default - the first item loads (then the
Default Camera), then the next item loaded sits on top of the first in the list, and so on. So, if you ever
want to select something in a really huge scene but don’t want to click on it in the viewport, just recall
when you added it, and look in that part of the list. If you just added it, it will sit right on top. If you added it
very early in the scene, it will be towards the bottom of the list.

To fit the faerie dress to Victoria, follow these steps:

1. Click the Scene tab, which appears directly behind the Content tab on the left side of your screen.
When the Scene tab opens, you'll see five items in there: Victoria (shown as Victoria RR LE) on
the bottom, then the Default Camera, Faerie Dress, Faerie Wings2 PP, and the hair on top.

2. Click Faerie Dress in the Scene tab to select it as the current object.

Now, click the Parameters tab (on the right side of your screen) to view the parameters of the
faerie dress.

4. The Fit to button appears in the Misc section of the Parameters tab as shown below. When you
click the button to expand the selections, you see a list of the figures in your scene. In the case of
this tutorial, there should only be one item listed so far ... Victoria 3 RR LE. Highlight that item and
release the mouse button. You should see the clothing adjust to fit Victoria.
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)’ TIP! You can change the name of the scene item into something friendlier - just click on the name
within the Scene tab, click on it again after roughly half a second of time, and type in whatever new name
for the item you want. Then, for the change to take effect, just hit Enter.

Step Two: Fit the Wings

The wings are also a poseable figure (they contain bones), so you have to use the Fit To feature to attach
them to Victoria as well.

To fit the faerie wings to Victoria, follow these steps:
1. Return to the Scene tab, and select Faerie Wings2 PP.

2. Now, click the Parameters tab (on the right side of your screen) to view the parameters of the
faerie wings.

3. The Fit to button appears in the bottom section of the Parameters tab. Select Victoria 3 RR LE.
Highlight that item and release the mouse button to fit the wings to Victoria.
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| Faerie Dress

None £52 PP ¥
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Step Three: Assign a Parent for the Hair

Like clothing, hair is figure-specific. Each hair object is usually designed to work with a specific figure.
Some content creators create hair that loads as a figure and has moveable parts to style the hair. In these
cases, you can use the "Fit To" feature to attach hair to the figure. Most commonly, however, the hair is a
prop that you must attach to a parent object. Most often, the parent object for hair is the head of the figure.
This way, when you move the figure’s head, the hair follows.

To assign a parent to the Updo Hair, follow these steps:

1. Remember that the Victoria figure appears in the Scene tab as Victoria 3 RR LE (unless you
changed the name). You can use one of the following methods to select her head:

e Click Victoria’s head (not the hair) in the viewport.

¢ Expand the Victoria 3 RR LE tree in the Scene tab. Follow the hierarchy down from Hip,
to Abdomen, to Chest, to Neck, and finally to Head.
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2. With the tree properly expanded, select the hair object from the top of the scene list. Click and
drag the hair down with your mouse until it is directly over the Head entry. Then release the
mouse button. The Hair entry will then move itself down underneath the Head as shown in the
figure below. This indicates that the hair is now a child object to Victoria’s head (children appear
beneath their parents in the hierarchy tree). Now you will notice as you pose and move the figure
that the hair will retain its proper position and distance relative to the head.
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Step Four: Pose the Figure

So far, we've added a figure to our scene, and given our figure some clothes and a head of hair. Now,
let’s give our figure some personality and movement. However, before we begin, let's quickly describe
what poses and morphs do.

Poses are the simple manipulation of what are known as joints within a figure. For example, you can bend
a figure’s forearm to get the same kind of movement as when you move your own forearm to bend at the
elbow.

You can manipulate joints in several different ways:
e Use your mouse to manipulate body parts in the viewport.

e Select the body part and use the General sliders in the Parameters tab to twist, bend, or
otherwise turn the joint appropriately.

o Use the PowerPose tab to manipulate the pose of a figure with dots that correspond to each body
part that you can pose.

o Apply a pose preset file that poses the figure automatically. This is the most popular option for
those who are new to DAZ Studio.

To give you an idea of how a pose preset works, let’s get Victoria to do something other than stand
around with her arms sticking out:

1. Inthe Scene tab, select Victoria 3 RR LE as the current object. Make sure you set the root object,
and not one of her body parts.

2. Switch to the Content tab, which should be directly behind the Scene tab.
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3. Find and select the Studio > People > Victoria > Poses > Faerie folder. You'll notice a variety of
poses within it.

4. Within this directory, we’ll select the Climbing pose. Double-click it. After the file is opened, it is
applied to Victoria. You will see the figure change accordingly.

Step Five: Using Morphs to Change Body Shape

Morphs work a little differently than poses. Morphs deform the figure’s base structure (often called its
mesh) to give it a different appearance. These morphs mold parts of your figure or other objects into
different shapes to give them a unique look. For instance, you can use a morph slider to make Victoria
appear nine months pregnant in less than a second. You can give someone a larger belly, increase or
decrease breast size, change facial features to make the figure round-faced, square-faced, give it some
ethnicity, etc.

&

)r" NOTE! Morphs are not always available with figures. Some figures have morphs built into them,
while others have morph packages available for purchase or download separately.

To give you an idea of how a morph works, we'll start with something simple. Since faeries are usually
slender little things, let’s give Victoria a bit of instant weight-loss:

1. To begin, select Victoria RR LE in the Scene tab if necessary. Select the root of the figure and
not one of the bones.

2. Move to the Parameters tab at the right side of the screen. Scroll down until you get to the
Morphs section, which is usually near the bottom of the Parameters list. Locate the Skinny slider.
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3. Change the Skinny slider setting while you keep an eye on Victoria in the main viewport. You will
see her lose weight right before your eyes. Make the setting whatever you want it to be (our
example uses a setting of 0.9). You can change this slider setting in one of three ways:

e Click or drag your mouse left or right in the slider
¢ Click one of the arrow keys on either end of the dial

e Right-click (Windows) or click and hold (Mac) within the middle of the slider area. Type in a
value, and then press [Enter].

After you adjust the Skinny slider, your figure should look something like that shown below. Now you
should have a slender faerie. You may have also noticed that her clothes automatically adjusted to fit her
new size. If only it were that easy to lose weight and find clothes to fit in real life!
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The reason that the clothing works properly is that the morphs in the clothing were designed to
correspond to the morphs of the figure. In other words, custom morphs are included in the dress, and
have similar names as the morphs in the Victoria figure. Because you fit the dress to Victoria, the morphs
in the dress adjust accordingly when you change the matching morph in Victoria.

&

)f" NOTE! Note that not all clothing items contain morphs, but the better ones usually do. When
morphs are included in the clothing, the developers usually state so in their documentation or promotional
material.

In Conclusion

In this tutorial, you learned how to load a figure, and how to add and attach clothing, hair, and other props
(like wings). You also applied a preset pose and altered her appearance a bit. Finally, you rendered and
saved the image and scene as separate files.

In the next tutorial, we will adjust the clothing, center the figure using cameras, and will begin to add all
three basic lights to enhance the scene. We will also adjust the background, and add a second figure to
the scene to make it a bit more interesting.
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Rendering

If you are new to 3D software, you might not be aware that the viewport only displays a preview of how
your final image should look. Most 3D software programs don’t display the "final results" until after you
render it. During the rendering process, the software looks at all of the elements in your scene. It
performs calculations that determine the appearance or placement of materials, lights, shadows,
highlights, reflections, and more. In this final exercise, you'll turn your first tutorial into a picture.

Now you'll learn about the Render Activity tab, shown below. Again, this Activity tab appears when you
choose the Basic Layout. The Render tab appears in the right pane.
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)f" NOTE! If you prefer not to use the Render Activity tab, you can render your file at any time and in
any view using the Render > Render command.

Step One: Render Settings

Don’t worry yet if your scene doesn’t look exact, centered, or perfect (we’ll be working to perfect the
image in the next section). All we want to do for the time being is to make sure that Victoria is in the
scene, that she has some clothing on, some hair, that she has something other than the default pose and
shape, and that the wings are attached and fitted to her.

To set your render settings, locate the Render tab in the right pane (or choose the Render > Render
Settings command if it does not appear). The Render Settings options presented in either case are
shown below.

The Speed section, at the top of the General tab, contains a slider that offers a quick and easy way to
adjust the speed and quality of your renders. Slide that bar all the way to the right. The text below should
indicate that you have selected the 3Delight-Software Render setting.
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)-"‘TIP! The Render Settings pane allows you to specify the quality and size of the image that will
render. As you learn more about creating your own scenes and projects, keep in mind that higher quality
or larger images take a longer time to render than smaller or lower-quality renders. You can always use
lower-quality settings while you create your project and then reserve the best settings for when your
project is complete.

Step Two: Render the Image

To render the image, use one of the following methods:
e Click the Render button (the solid sphere icon) in the Render Activity tab toolbar.
e Choose the Render > Render command.

Sit back and enjoy the show as DAZ Studio hands over the image to the 3Delight rendering engine and
processes the 3D viewport into a two-dimensional image, complete with shadows and default lighting.
When the renderer is finished, you should have an image in the viewport that looks a lot like the figure
below.
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Step Three: Save the Render

If you want to save the rendered image so far, choose the File > Save Last Render command. The Save
Image dialog prompts you to enter a file name and choose the file type. You can save to JPG, PNG, TIF,
or BMP (Windows Bitmap) format. Save the image to the folder of your choice.

Step Four: Save the Scene

Now that we have a basic scene to work on later, let's save the file:
1. Choose the File > Save As > Scene command. The Save File dialog shown below appears.

2. DAZ Studio automatically selects DAZ Studio Files (*.daz) as the file type for Windows users.
This file type saves your DAZ Studio scenes. In addition, the save location automatically defaults
to the Studio > Content > People > Victoria folder, so you can add the saved scene to your
Victoria content library and open the scene through the Content tab. If you desire, you can select
a folder of your own choosing.

3. Assign a name for your file. Mac users can add the .daz suffix onto the filename for convenience.

\&

)"ANOTE! Save this scene wherever you want to, but remember where you saved it, since
we’ll begin from this point in the next section.

Lights! Camera!

In the first half of this tutorial, we settled on the basic mechanics of loading figures into a scene, applying
basic settings, and rendering the results. Now, we’re going to use a few other basic tools found within
DAZ Studio to make the image into something much more visually pleasing, and to give it a little meaning.

About Lights

Lighting is one of the most important things you'll set up within a 3D scene. It affects the mood and
amount of drama you inject into your artwork. Ask any artist, photographer, or filmmaker, and you will find
that lighting is at the very top of their artistic and technical priorities when assembling a scene (especially
with photographers.) Lighting plays a subtle but powerful role in enhancing or taking from the colors of
everything within a scene. It gives the viewer a good idea as to where they are and even what time of day
it may be. The bright and constant fluorescent lights of an office cubicle, the warm reddish glow of a
sunset, the harsh retina-etching contrast of bright and dark in Outer Space, the otherworldly lights of
some medieval torture chamber... lighting plays one of the largest roles in your work, and can easily make
or break your final result.

DAZ Studio was set from the beginning to have flexible and powerful lighting capabilities. DAZ Studio
itself comes with three types of lights. By the time you complete this tutorial, you will use all three lights to
effect:

e Spotlights shine light from a specific direction. Your scene will contain a Spotlight that provides
the main light and draws attention to our figure’'s upper body as she flies. This light will be set to
cast shadows on the scene.

¢ Distant Lights provide uniform lighting, similar to the sun. In this project, a Distant Light will shine
from underneath to fill in the dark areas just a little and give the scene a subtle touch of color to
subdue the light.
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o Point Lights shine light in all directions. These are typically used to apply emphasis, or to portray
anything from light bulbs to campfires. This tutorial adds a Point Light, which will add a special
effect when we add a companion for our little Faerie.

\ &

)f" TIP! You can move and aim lights just like cameras, making it fast and easy to put them into place.

Using Cameras

Cameras in DAZ Studio operate just like any basic consumer camera, but come with two SLR-grade
camera options that might interest you.

e You can set Focal length (in mm), which is like twisting an SLR camera lens to set your zoom.

¢ You can also set Focal Distance (which allows you, for instance, to focus on just the subject’s
face while blurring out everything behind it.)

Step One: Change the Background Color

To begin, open the saved scene from the last tutorial, and switch to the Pose/Animate Activity Tab. In the
first part of this tutorial you will change the background color so that the lighting in the scene will be more
dramatic. You can change the background color using the Viewport and Camera tools that are located in
the upper-left corner of your viewport.

1. Click the options menu arrow and choose Background Color from the drop-down menu. A color
selector, which should be the same as the color picker in your operating system.

pr— —_— —_
8] -0 o
|~ =y 1 | B

<&,

Dock Toolbar

r

) ‘Background Culurh
iy

v  Show Floor

Show Center Axes

IT Show Aspect Frame

|| [~ |
i R |
| |

2. Change the color to black and click OK to exit the color picker. Your background should now be
black.

-
-l

Step Two: Build and Adjust a Spotlight

Up to this point, you have been viewing your scene through the default light setup provided with DAZ
Studio. There is so much more that you can do to make your scenes more dramatic through lighting. To
begin, you'll add and position a Spotlight for dramatic effect. This will delete the existing default light, but
you won'’t need it anyway.
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Create the Spotlight

To create a new Spotlight for your scene, choose the Create > New Spotlight command. The Create
New Spotlight dialog opens, with the name Spotlight 1 pre-assigned. For this tutorial, name the light
faceLight as shown below. Then click the Accept button at the bottom of the dialog box to rename the
light.

Create New SpotlLight

Pleaze enter a name for the new Spotlight :

Options :
& Apply Default Settings

(O Apply Active Viewport Tranzforms : <Default Camera>
O
O

[] Create a Persistent Point At Target (Null)

o Hide Options << Accept Cancel

No doubt, you’re sitting there scratching your head and wondering why everything went dark after you
added the light. Don’t be alarmed, you didn’t do anything wrong. The light is there, it’s just not shining in
the right direction.

Select the faceLight Camera

The easiest way to point the light is to look through the light while you move its position. Go up to the
Camera Selection Button at the top-left corner of the viewport and select the faceLight from the drop-
down menu.
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While it probably doesn’t look like much right now, you’re now looking at the scene through the faceLight
camera. The white line you see in the middle of the screen is the floor, because the camera loads at floor
level. You'll also notice that the figure is not in view. In the next part of the tutorial we will aim the
faceLight, which currently sits on the floor between her feet and points back and away from the figure.
The trick is to move and point that light to where we need it.

Y
+ ;;P

oy

Adjust the Spotlight

The Viewport and Camera Controls appear in the upper-left corner of your viewport window. These
controls include camera icons that allow you to move, rotate, and pan any camera, along with controls
that also allow you to point the camera to selected objects.

Select
Select Draw
View Style

ﬁ Default Camera v @ v

Rotate Camera
Pan Camera
Zoom Camera
Bank Camera
Frame Camera

Reset Camera

We will use the camera controls to move the facelLight into position:

1. Locate the Zoom Camera control icon (third icon down on the left side of the control panel).
While your mouse is over it, hold down the left mouse button and push the mouse upwards. Keep
moving the camera upward until you see the figure’s left and right fingers near the top of the
screen. Then release the mouse button.

2. Now you will move the figure’s head into the viewport. To do so, select the Pan Camera control
(the second icon on the left side of the control panel). Again, hold down the left mouse button,
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6.

and pull the mouse downward. The camera rises upward, making the figure appear to move
downward. Keep going until you can see the entire figure in your viewport.

Now you need to rotate the light so that it shines down and at the figure’s face. Select the Rotate
Camera icon (the first icon on the left). Left-click and pull the mouse down to rotate the camera
around the figure. Right-click and pull the mouse to rotate the camera in place. Move the camera
until you’re pointing right at her face. You should also see how the light affects the figure in the
viewport.

As you rotate the camera you might discover that you’ll need to adjust the Zoom and Pan a little
more. Continue to use the camera controls in the View tab until you get the lighting just the way
you like. Use the other controls as needed until you have all of her in view, looking downwards at
her face.

Before we consider this light finished, you have a couple of additional things to set in the
Parameters tab. With the faceLight camera still selected, adjust the following settings in the
Shadow portion of the Parameters Tab:

o Click the Shadow Type button, and choose Deep Shadow Map.

e To start, set the Shadow Softness to around 2%. You may want to increase or decrease
this setting to taste after you do a test render.

e The Shadow Bias setting controls the amount of gradient within the shadow area.
Initially, you can set this to around 3.

In the Light portion of the Parameters Tab, adjust the following settings to your own preferences:
e Make sure that lllumination is set to On.

e The default light color is 255, 255, 255, which is a pure white. Leave this at the default
value.

e Turn the Intensity slider to the left to dim the light or toward the right to make it brighter.
For our example, we reduced it to 77%.

e Move the Spread Angle setting toward the left to decrease the angle and narrow the light
in to a more specific region. Move the slider toward the right to create a light that fills a
wider area. Because we’ve named this light faceLight, the intent is to focus on her face.
In the example shown below, the Spread Angle is set to around 60.

E L e |

TEaX . Cepma @O | DAZ 3D
. IR R « e B

© 2008-2009 DAZ 3D, Inc. 36



DAZ Studio 3 26 May 2009

Frame the Default Camera

Now that you have some practice in moving a camera, you can go back to adjust the Default Camera,
and create your render:

1. Select the Default Camera from the camera list at the top of the viewport.

2. Use the camera controls in the View tab to frame the entire figure into the viewport. There is a
great way to start the process:

¢ Go to the Scene tab, and select all items in your scene except the faceLight. Then click
the Frame button in the camera controls to center the camera on your scene.

e Use the Zoom camera control to move your figure closer to you. Left-click and drag to
Dolly Zoom the camera, making the objects appear larger or smaller in your view. Right-
click and drag to Focal Zoom the camera to change its focus

When you are finished, you should have a scene that looks something like the image below. Of course,
you can continue to adjust the camera view and lighting to your own taste.

You can render your scene again at this point if desired. When doing so, you might notice that the render
takes a little bit longer. A dialog informs you that DAZ Studio is creating a shadow map for the spotlight.
This shadow map is used to determine where the shadows are supposed to fall in your scene. After the
calculations are complete, you see the render.

Step Three - Add a Distant Light

Though you can add and adjust a Distant Light using the same procedures that you used for the Spotlight,
you are going to learn a different way to approach it. This time, you'll apply an existing camera setting to a
new light when you create it. This method offers an advantage: it points the new light right where you
want it to point when you build it.
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Adjust the Perspective View

A Distant Light is usually used as a generalized "sun" type of light. In this tutorial you will use it for effect
by placing it lower in the scene and pointing it upwards. You'll also soften the light so that it doesn’t
overpower the scene.

To create the Distant Light, follow these steps:

1.

Select Perspective View from the Viewport and Camera controls in the upper-left corner of the
viewport.

Use the icons in the Viewport and Camera controls to position the Perspective Camera so that it
points up at the figure from underneath, as shown below. You should only need to use the Rotate
Camera icon.

Create the Distant Light

Now you’ll add the Distant Light and set the light so that it uses the current view of the Perspective

camera:
1.

2.
3.
4

Choose Create > New Distant Light. The Create New Distant Light dialog appears.
Rename the light from Distant Light 1 to something more descriptive if you desire.
Now, click the Show Options button. The dialog expands to show additional options.

Click the Apply Active Viewport Transforms: <Perspective View> option, then click Accept to
apply the settings to the Distant Light.
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Create New DistantLight

Pleaze enter a name for the new Diztantlight

Options :

) Apply Default Settings

& Apply Active Viewport Transforms : <Perspective View=
O

O

[] Create a Persistent Point At Target (Null)
2

Y Hide Options <= Accept | Cancel

Adjust the Light Properties

The light is quite bright, so let's adjust the properties of this new light, including the color. You want to
achieve a soft lighting effect. You'll also add a little bit of color to the light. The results are shown below.

1. From the Pose/Animate Activity Tab, select Distant Light 1 in the Scene Tab if necessary.
2. Switch to the Parameters tab to view the parameters of the distant light.

3. Scroll to the bottom of the light parameters. The Shadow properties will be left at their default
settings, which are as follows:

e Shadow Type: None (This light will not cast shadows)
e Shadow Softness: 0.0%
e Shadow Bias: 1
4. Now, set the Light properties as follows:
¢ [llumination: On

e Color: Click the bar that lists the RGB color values (255 255 255 in this case). This
opens a color picker that is similar to the one furnished with your operating system. Use
any methods you normally use to select a light rose color. In the example we show, the
color ends up being Red 188, Green 154, and Blue 142.

¢ Intensity: Set to 80%

Note that if you move the perspective camera to another angle at this point, it won't affect the
position of the new Distant Light at all. Presently, you are still looking through the Perspective
camera and not the Distant Light, so you won’t have to select it first. You can set the Perspective
camera where you like, or leave it where it is.
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5. Switch back to the Default Camera view.
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Step Four - Add a Point Light

Now, you'll set up a small Point Light, in preparation for a little something that you’ll add to the scene later
on in the tutorial:

\

)-"“NOTE! A Point Light is an omni-directional light, meaning that it casts light in all directions. You
cannot aim or manipulate Point Lights like a camera.

1. Choose Create > New Point Light. The Create New Point Light dialog appears.

2. With Apply Default Settings selected (by default), assign a name to the light, if desired, and
then click Accept.

3. Initially, the new Point Light sits on the floor, in the center of the scene. It looks like a white
wireframe globe with lines extending in all directions. With the Point Light selected in the Scene
Tab, use the X, Y, and Z Translation sliders in the Parameters Tab to adjust its position. Move the
light so that it is a bit above the figure’s face and just in front of it. The settings should be
approximately as follows (they don’t have to be exact):

e X Translate: -2.53
e Y Translate: 218.31
e Z Translate: 22.57

4. The light should now be positioned as shown below. It is close and strong enough that we won't
have to do anything else to it, so let’s leave it where it is for now.
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\&

)’ TIP! Use some of the other cameras in conjunction with the Parameter sliders to check and set the
exact position of an item in 3D space. Select those cameras and move them as needed to see the item
you're positioning from at least two different angles to check.

\&

)’ TIP! If you want to add exact values for the Translate dials, right-click on the current numerical
value that appears for the slider you want to change. Enter a new value for the parameter, and then press
the Enter key to set the new value.

Step Five - Add and Scale a Second Figure

You can use more than one figure in a scene, and because our little faerie looks a bit lonely, you'll give
her a companion:

1. Switch to the Content Tab on the left side of your screen. Navigate to the Studio > Animals
folder and locate the Darter Dragonfly. Double-click it to bring it into the scene.

2. The dragonfly is quite large for our purposes, so we will scale it down to size. Switch to the Scene
Tab, and select Darter DragonFly. The Parameters Tab should immediately switch to its
properties.

Locate the Scale slider in the Parameters Tab and reduce the setting to around 15%.

4. Use the Translation sliders to raise the dragonfly up until it rests just above the Point Light. An
easy way to accomplish this is to copy the X, Y, and Z Translation settings from the Point Light
(one at a time), and then paste them into the X, Y, and Z Translation settings for the dragonfly.
Then you can adjust the YTrans parameter setting to raise the dragonfly up a little bit. The
following properties should put the dragonfly near the right area:

e XTrans: -2.53
e YTrans: 203.48
e ZTrans: 22.57

5. It's also a good idea to rotate the dragonfly slightly so that you can see its underbelly a bit better.
The X-axis pivots the camera left or right, and we want to rotate the dragonfly along that axis.
Adjust the xrot (X-Rotation) slider toward the left until you can see its underbelly better. A setting
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of -15 looks just about right, but adjust to your tastes. All slider settings, along with your scene,
should now look as shown below.

Step Six - Tests, Tweaks, and Workflow

Now is a good time to save your scene again. If desired, do some test renders to check out your new
lighting and camera positions, and make the adjustments that you feel are necessary. To that end, the
following step offers some pointers on helping you make your scenes better. There are no real rules on
the workflow that you should follow. Many of these good habits will be beneficial when you move your
artwork from one program or media to another. However, here are some general suggestions that will
help as you create and build an image in any 3D program:

e |tis usually a good idea to stop once in awhile and save your work. Remember, you’re working
with computers and we all know that there are occasions where something goes wrong. You
could lose power, or experience a system crash. When you save your projects frequently, your
work won'’t totally go to waste.

e Save your works-in-progress after every four or five large tasks within DAZ Studio, or just before
you run a test or final render. Other good times to save are right before you export a scene or
setting file. In addition, you definitely want to save your project before you try something new.

o After you add or adjust lighting or surface materials, run a test render to see exactly how the
lights look, how well the figures interact within a scene, or if the eyes are pointed correctly.

¢ While the render is in progress, stand up and move your legs a bit. Go get a cup of coffee, a
snhack, or other little things while the scene is saving to disk.

e Look over your render critically. Note what you need to fix, and fix the issues before you proceed
further.

o After you make your changes, render again. You can render the full scene, or use the Spot
Render Tool to render only the area that is affected by your changes. Once again, look to see if
any additional changes are needed. If you're satisfied with the fixes, continue with the rest of your
project.

Adjusting the Lights

You might notice after you render your scene that the lighting needs some adjustment. Here are the
problem areas that you might notice:
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The scene looks a little flat. One reason is because the Distant Light is too strong and it washes out the
shadows of the main faceLight.

You can barely see the dragonfly against the black background. This probably means that you need to
adjust the Point Light.

To improve the lighting, follow these steps:

1.

From the Scene Tab, select Distant Light 1. Reduce the Intensity slider in the Parameters Tab to
35%. That’s about all you'll need to do to fix the flatness in the image.

Now select Point Light 1 in the Scene Tab.

It will help if you look at things from another camera view. From the view selection menu above
the upper-left corner of the viewport, choose Left View. You'll immediately notice why the
dragonfly doesn’t stand out. The Point Light is behind the dragonfly.

Use the Z Translate slider to move Point Light 1 in front of the dragonfly. Set it to around 80.

Switch back to the Default Camera and render your scene again. You'll notice now that the
dragonfly is much more visible, but the light is too bright and is washes the dragonfly out of the
scene. You might want to reduce the intensity of Point Light 1. Adjust the Intensity slider (toward
the bottom of the Parameters Tab) to 50%.

Because you are concerned more about how the dragonfly is lit, there really is no need to render
the entire scene while you adjust the Point Light. Choose Tools > Spot Render or click the Spot
Render Tool icon in the Render toolbar. Draw a selection rectangle around the area you want to
render (in this case, the dragonfly). The render will automatically begin to render the area you
selected. You should see the changes quickly.

Continue to tweak, render, and tweak again until you get results that you like.

If you need to improve the framing of the scene, go to the Scene Tab and select the Default
Camera. Then use the camera tools in the viewport, or the X Translate, Y Translate, and Z
Translate dials in the Parameters Tab until you are satisfied with the framing.

Render the entire scene. Then save the scene (File > Save) and the render (File > Save Last
Render). The image below shows the final results.
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In Conclusion

In this section you learned the basic mechanics of lighting and cameras. You also learned about some
workflow ideas that will help make your 3D artistry a lot less frustrating, and prevent the frustration of lost
files or scene elements that you might overlook. You've also learned that you need to check your work
from time to time, and tweak things here and there to improve your images. You've made a lot of
headway in the past two sections. In the sections that follow you'll learn more about the DAZ Studio
interface and how you can get the most out of it.

If you’re anxious to work on some additional tutorials, you can find more in the "Surfaces Tab" section,
where you'll learn how to build materials in DAZ Studio.

Menus & Commands

Using and Customizing the Interface

"It took me 40 years to find out that painting is not sculpture.” -Paul Cezanne

DAZ Studio allows you to customize the interface on a grand scale. You can customize colors, menus,
and toolbars. You can create your own Activity tabs and show the controls you want to appear in them.
You can create new menus that contain items that you frequently use. In short, with DAZ Studio, you can
work exactly the way you want to work.

Overview of Interface Iltems

In previous sections, you were introduced to the new Activity Tabs that appear in DAZ Studio: the Load
Activity tab, the Pose/Animate Activity tab, and the Render Activity tab. Common to these tabs are
several other types of menu commands, toolbars, viewports, panes, and tabs. The figure below shows a
typical arrangement of these various elements.
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Briefly, the various parts of the interface serve the following functions:

o Activity Tabs: Click one of these tabs to display the various panes and controls that you will
commonly use when you Load, Pose, or Render your DAZ Studio scenes.

e Menu Bar: The menu bar appears at the top left of the DAZ Studio workspace. The menu bar
contains seven menus: File, Edit, View, Render, Create, Tools, and Help. Click any menu header
to display the commands that appear in each menu. For example, click File or press Alt+F to
display the commands in the File menu. The commands in these menus are listed in the
Command and Toolbar Reference.

e Toolbars: Toolbars contain icons for many common tasks. By default, a different toolbar appears
beneath the Activity Tabs in each view.

o 3D Viewports: Viewports are your windows to the virtual universe inside your computer.
Whenever you look at your scene, you are looking at it through a virtual camera. The Viewport
Selection menu, located at the upper-left corner of the Viewport window, allows you to display the
view of any camera. Camera controls also allow you to tilt or rotate, pan, or dolly the camera to
improve the view of the scene.

o Panes: Panes appear at the left and right sides of the DAZ Studio workspace by default. These
panes are used to display various tabs that contain common controls, functions, and options.
Controls in each pane allow you to show, hide, expand, collapse, and resize the tabs contained
within them. See "Customizing the Layout," later in this section, to learn how you can customize
the layout of your panes.

o Tabs: By default, there are several tabs that you can show or hide using commands in the View >
Tabs Menu: Surfaces, Content, View, Scene, Parameters, Timeline, Help, Render, New at DAZ,
Align, Tool, D-Form, PowerPose, and Scene Info. Additional tab options may also appear in this
menu if you have additional plug-ins installed. Tabs contain most of the functions that you’ll use
while working with DAZ Studio, and are typically placed within panes. See "Customizing the
Layout," later in this section, to learn how you can customize the layout of your tabs.

\&

)" TIP! By default, DAZ Studio loads with one viewport. You can view your scene using up to four
viewports at once. In addition, DAZ Studio gives you control over several viewport properties such as size,
location, and selected camera. Refer to Viewports and Cameras for more information.

\&

)" TIP! You can also use navigation keys to navigate through any tab that contains a list or tree. Click
to select an item and navigate through the list as follows:

e Press PgUp to scroll up one page.

e Press PgDn to scroll down one page.

o Press Up Arrow to scroll up one item in the current list.

e Press Dn Arrow to scroll down one item in the current list.

o Press Right Arrow to expand one level in the current list, or to the next level in an expanded list.

e Press Left Arrow to collapse one level in the current list, or to the previous level in a collapsed list.

Customizing DAZ Studio

The Edit > Customize command opens the Customize DAZ Studio dialog, which allows you to customize
virtually any element in DAZ Studio so that you can arrange things exactly the way you want them to be.
If you are new to DAZ Studio, you might want to wait a bit before jumping in and customizing your
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interface ... otherwise tutorials and such will seem a bit confusing because you may not remember where
you placed your panes, commands, and toolbars.

You'll probably find as you learn more about DAZ Studio that you want to locate panes or toolbars in a
different place. You may need an Activity tab that displays all of the items you need when you modify
materials on an object, or when you create an animation. With the Edit > Customize command you can
do all this and more.

To open the Customize DAZ Studio dialog, choose Edit > Customize. You'll see the dialog shown
below.

Customize DAZ | Studio

Actions - / Acivites “ilenus S ToolBas), >
Action Shortcut tem Enabled
ECustom Load
EFile Po=e ! Animate
HInterface Render
FRender
FEViewport Layout
FCamera
[FParameters
HHelp
FHEdit

FHAnimation
EScene Hierarchy
HContent
ESurfaces
EHViewport Drawstyles
ENizcellansous
HDAZ News
FHAlign

HCreate
FHPuppeteer
HSave Filters
HTabs
HPowerPoze
HYiew Toolz

View Shortcuts : Show Activity Bar
Orbit; ¥ | Ciri=Alt+LeftMB Load Layout Save Layout

?. Accept Cancel
Customize DAZ Studio Dialog

The left portion of the Customize DAZ Studio dialog displays an Actions List that includes all of the
commands in the DAZ Studio menus and submenus. This also includes custom actions that you have
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created yourself when you save your own presets. Where shortcuts apply to a command, the shortcut is
listed to the right side of the command menu.

Notice that some of the commands have their associated icons next to them. While you can add
commands that do not have icons, it will be difficult to see them in the Activity tab or in toolbars until you
hover over them. For this reason, you will primarily want to work with commands that have icons
associated with them. For example, the figure below shows commands that appear beneath the File
menu of DAZ Studio. All of the commands have icons associated with them, with the exception of the
Scene and Exit commands. If you try to add these two commands to a toolbar, you won’t see any icon
representation for them.

Actions :

Action Shortcut

F Custom

EIFile
[Y aNew Ciri+N
E &0pen... Cirl+0
@&Merge... Cirl+Shift=0

K esave.. Ctrl+5
SCene... Ctri+Shift+S
a Slmport...

Bﬁ. SExport...

E&axit Ciri+Q2
Hinterface

FERender
FEViewport Layout
FCamera
[FParameters
FHelp

EEdit

EAnimation

FScene Hierarchy
FContent
FSurfaces
EViewport Drawstyles g

Fizrelansnis

You can add any of these commands to an Activity tab, Menu, or Toolbar. Simply select an item from the
Actions list and drag it to the appropriate tab on the right side of the Customize DAZ Studio dialog.

The Item list displays a list of the commands that appear in each toolbar. A couple of things should be
mentioned when you look at the items in the list:

¢ Not all commands have icons associated with them. Where icons appear, you can add these
items to any toolbar, including toolbars you create yourself.

o When you see an ampersand (&) immediately before a character, that means that you can use
the key that follows to invoke the command when the menu is open. This is different from
shortcuts, which do not need to have the menu open to use them. For example, you can use the
shortcut Ctrl+Shift+O at any time to invoke the File > Merge command. However, when the File
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menu is open you can either click Merge or press the letter "m” to use the command. Menu
hotkeys are always underlined in menus.

Hotkey —,%’ﬂew Cirl+N s Shortcut

E Open... Cirl+0
@ Merge... Cirl+Shift=0
E Save... Cirl+S

Save As >

Save Last Render...
a Impart...

Bﬁ. Export...

Exit Cirl+Q1

The right portion of the Customize DAZ Studio dialog is shown below. It contains three sub-tabs, the
purpose of which will be discussed in the sections that follow.

o Use the Activities sub-tab to customize the icons and toolbars that appear in any Activity tab, or
to create your own Activity tabs.

o Use the Menus sub-tab to customize the commands that appear in each of the menus in DAZ
Studio, or to create your own custom sub-menus.

e Use the Tool Bars sub-tab to customize the icons that appear in toolbars, or to create your own

toolbars.
/Au:ti'.f'rt'res "‘(Menus "‘(Tnnl Barz \ u
ftem Enabled
Load

Poze ! Animate
Render

™

Show Activity Bar

Load Layvout Save Layout

Accept Cancel

Finally, the Options menu in the Customize DAZ Studio dialog contains three command options:

¢ Import: Allows you to import a saved configuration file. By default, user interface settings are
saved to the DAZ Studio > Resources folder, and use a .dsx file extension.
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o Export: Allows you to export a saved configuration file. After you make your changes, use this
command to save your custom configuration to the DAZ Studio > Resources folder.

¢ Restore Defaults: Restores DAZ Studio Activity tabs, menus, toolbars, and actions to the original
"as-shipped” configuration.

Activities < Menus < ToolBars s Q— | |I|

Import...

tem Enabled . 5
xport...
Load P
Po=ze / Animate Restore Defauliz

Render | ‘l m

)/ANOTE! After you make any changes in the Customize DAZ Studio dialog, be sure to use the
Export command in the Options menu to save your customized items to your hard drive. That way, you
can switch back to the default layout for tutorials, and then switch back to your custom layout after you
have completed the learning.

Creating a Custom Action

Any DAZ Studio script can be used to create a custom action to allow you to automate tasks and place
them in the toolbars. For example, if you use Victoria 4.2 a lot, you can create a custom action that will
allow you to click on a button to load her into the scene without having to search for her.

To create and use a custom action:

1. Locate the item you want to make an action for. This can be a figure, material file, pose file, etc.,
as long as it is in the DAZ Studio script file format.

2. Right-click on the thumbnail and choose Create Custom Action from the menu. You will not get
any messages indicating that the action has been created.

Open
Merge
Cut

Copy

Delete

Fename

Browyse to file location

If you choose the same menu item again, you will get two error messages, one that indicates the
file already has a custom action and the second that indicates the action already exists as a
menu entry in the Customize dialog.
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= e Cision Aetlug

m SN Rformation:

. A Custom Action for the selected file alreacy exists. . & menu entry for "Wictoria 3 RR LE" already exists.

Choose Edit > Customize from the menu to open the Customize DAZ Studio dialog.

4. Click on the plus sign (+) next to the Custom label and the custom action just created will be

listed.

5. Right-click on the action and choose Edit Custom Action from the menu.

Actions :
Action Shartcut
SCustam
Hinter face elete Custom Action
[HREender

Fiewvport Layout
[ i
FHHelp

Change Kevboard Shortcut

Change lcon...

Clear Icon

.&nimatin:nn

6. The Edit Custom Action dialog will come up. The Menu Text will show the same file name as

the thumbnail and along with a generic Description.

1
eIt C st Aeiiu

[J DAZ Script File :
File :
[#] DAZ Scrig:

Script

LE.daz";

zetBusyCursor);

Menu Text : “ictoria 3 RR LE
Description : Cortent Tab - Mew Custom Action

const g_sFILE = "CoProgram FilesDa ZistudioicontentPecpletictoriaMictoria 3 RR :]

const g_nMETHOD = shiftPressed) * Scene Openilew : Scene MergeFile;

@

Accept Cancel

Iy,

© 2008-2009 DAZ 3D, Inc.

50



DAZ Studio 3 26 May 2009

If needed, edit the Menu Text and Description.

Eefin Eipsingg) et

Menu Text ; Wictaria 3 RR LE
Description : Load %3 RR LE

[l DAZ Scrist File :
7. Click on Accept to accept the changes to the action or on Cancel to abort the operation.

8. Right-click on the action again and choose Change Icon from the menu.

Action
SCustom

Brooke_full Eclit Custom Action. .

HFile Delete Custom Action

Frnter fase Change Kevhoard Shortout

FHRender

[ iewvport Layout

[ gy Clear lcon

EHHElR |

9. A default load dialog will come up. Locate the JPEG or PNG file to use as the icon and click on
Open. This can be an image you create or the same graphic used for the thumbnail in the
Content tab.

1
Salaei iy s fur iz o)

Lok, ir: | I Wictaria

2 z. I Clathing
L | Hair
by Recent IhPoses
Diocuments

e
10. In the Activities tab in the right hand pane, select which toolbar to add the action to, for example
to the Load, Pose / Animate, or Render tab.

11. Click on the plus sign (+) next to the selected toolbar and then on the one next to the Actions
label.

12. Select the action in the left hand pane and drag it to where you want it to be on the toolbar.

. ||Wictoria 3 RR LE.daz.png
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13. Click on Accept to accept the changes or on Cancel to abort the operation.

14. Activate the toolbar where you added the action and there will be a small icon with the image you
selected as the graphic in the location you placed it. If you did not add an graphic icon, the space
will be blank. Hover over the icon and the Menu Text and Description you entered will be visible.

“ictaria 5 RR LE

Load %3 ER LE

15. Click on the button and the figure will load into the scene. If the action was a preset that applies a
material, pose, etc., make sure the figure is loaded and selected.
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Customizing Shortcuts and Icons

When you right-click on any command in the Actions list, the menu shown below appears. This menu
allows you to customize the shortcuts and toolbar icons that you use in DAZ Studio:

—Actions

Action Shortcut
FHCuztom
EFile
Einterface
Select Layout...

-:E Change Keyboard Shortcut
Delete Lay|

Save Style Clear Keyboard Shortcut

Delete Sty Default Keyboard Shortcut
&Cuztomiz

Change lcon...
[ Render |
EViewport La Default lcon i
FCamera

The following customizations are available:

¢ Change Keyboard Shortcut: Choose this command to assign a new keyboard shortcut to a
menu item. DAZ Studio prompts you to press any key (or any combination of multiple keys like
Shift+F9).
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e Clear Keyboard Shortcut: Choose this command to remove the keyboard shortcut from the
selected item.

o Default Keyboard Shortcut: Choose this command to revert to the original keyboard shortcut
that was used with the shipping version of DAZ Studio.

e Change Icon: Choose this command to select an icon image for the command. A dialog prompts
you to select an image from the DAZ Studio > resources > images folder. You can select an icon
image in JPG or PNG format.

o Default Icon: Choose this command to revert to the original icon image associated with the
command. If no icon was associated, your custom icon will be removed.

Customizing Activity tabs

When you first open the Customize DAZ Studio dialog, the Activities sub-tab displays the names of the
three default Activity tabs: Load, Pose, and Render. The Actions icons and Toolbars that are displayed
in each tab appear in a hierarchical list beneath each Activity tab header. When you expand an Activity
tab heading, you see sub-trees that display a list of actions and toolbars that are configured for the
selected Activity tab.

o The Actions sub-tree displays the icons that appear in the upper-left corner of each Activity tab.
For example, the Actions icons that appear in the Load Activity tab are icons for the File > New,
File > Open, File > Import, Create > New Primitive, and What’s This help commands.

e The Toolbars sub-tree allows you to enable or disable the display of the Help, Create, Tools,
and Main toolbars in each of the Activity tabs.

)-"‘NOTE! Display of all toolbars is off by default, but you can toggle them on by right-clicking the
toolbar you want to display and choosing Enable Toolbar from the menu that appears.

To add an Actions icon to any Activity tab:
1. Choose Edit > Customize to open the Customize DAZ Studio dialog.

2. Select the Activities tab in the right side of the dialog. Select the Activity tab (Load, Pose,
Render, or custom Activity tabs) that will contain the new icon, and expand its list. Examples of
the Actions and Toolbars lists for the Load Activity tab are shown below. Other Activity tabs will
have similar options.

3. Look through the Actions list on the left side of the Customize DAZ Studio dialog. Select any
command or action that has an icon associated with it.

4. Drag the associated command from the left side and drag it to the tabs on the right side of the
dialog. Drop the selected command over or beneath the desired Actions tree.
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ftem Enable=d
E Load
ElActions
SMew
E0pen...
ASave...
Alelkete

&Backdrop...

Node Selection
ActivePoze
Rotate

Tranzlate
Scale

ElUndo Intenzity
&Redo

What's This? (Help)

EToolkars
Help Off
Create Off
Toolz Off
Main Off
Po=se ! Animate
Render a

Show Activity Bar

Load Layout Save Layout

To show or hide a toolbar in any Activity tab:
1. Choose Edit > Customize to open the Customize DAZ Studio dialog.
2. Right-click the toolbar that you want to show or hide.
e Choose Enable Toolbar to display a hidden toolbar. The status will turn from Off to On.

e Choose Disable Toolbar to hide a displayed toolbar. The status will turn from On to Off.

Customizing Menus

The Menus sub-tab in the Customize DAZ Studio dialog is shown in the following image. This sub-tab
allows you to customize the commands that appear in the menu bar and in tab options menus.
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e To add a command to a menu or sub-menu, drag the desired command from the Actions List in
the left section of the Customize DAZ Studio dialog and drop it into the desired menu location.

o To create a new sub-menu, right-click on the menu beneath which you want to create the sub-
menu. Then choose Add Submenu from the list that appears. A new menu item appears

beneath the selected menu and you can assign a hame to the new sub-menu.

e Torename a custom sub-menu, right-click on the sub-menu you want to rename, and choose
Rename Item from the menu that appears. You can also click once to select the menu item and

click again to activate the text edit field. Enter a new name and press Enter.

e Toremove a command, separator, or custom sub-menu, right-click on the sub-menu you want to
delete, and choose Remove Item. The selected item will be removed from your menu options.
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o To add a separator between menu items, right-click on the menu item that you want to appear
directly above the separator and choose Add Separator. A line appears directly beneath the
selected menu item.

Customizing Toolbars

The Tool Bars sub-tab in the Customize DAZ Studio dialog allows you to create your own toolbars and
add them to your custom interface layouts.

‘ A%’ jt'ﬁ z ﬂenu.s > Tool Bars I
] Impsort...

tem

Export...
EMain
ANew Restore Defauliz
&Qpen...
&Save...
&lmport...

&Undo Intenzity
&Redo

EToolks
MNode Selection
Rotate
Translate
Scale
Surface Selection
ActivePose
Spot Render

Render
FCreate s e
HEID -?-"—-r\_
,_,5__3_&--%
e
-

Accept Cancel %

You can accomplish the following tasks in this sub-tab:

e To add a command to a toolbar, select a command in the Actions list that has an icon
associated with it, otherwise you will not be able to see the item in the toolbar. Drag the desired
command from the Actions List and drop it into the desired toolbar location.
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o To create a new toolbar, right-click on any item that appears in the Tool Bars tab, and choose
Add Toolbar. A new toolbar item appears and you can assign a name to the new toolbar.

e To rename a toolbar, right-click on the toolbar you want to rename, and choose Rename Item
from the menu that appears. You can also click once to select the toolbar item and click again to
activate the text edit field. Enter a new name and press Enter.

¢ To remove a command, separator, or custom toolbar, right-click on the item you want to
delete, and choose Remove Item. The selected item will be removed from your toolbar options.

e To add a separator between items in the toolbar, right-click on the toolbar command that you
want to appear directly above the separator, and choose Add Separator. A line appears directly
beneath the selected toolbar item.

Customizing the Layout

In addition to creating your own Activity tabs, menus, shortcuts, and toolbars, DAZ Studio also gives you
a degree of control over the interface layout, allowing you to customize it to your specific uses and needs.
You can customize the interface by auto-hiding, moving ,and resizing panes, moving tabs, and using
multiple monitors.

Using Multiple Monitors

DAZ Studio supports multiple monitors. When you make changes to your interface layout, you can click
and drag your pane(s) or other elements to any available monitor. This allows you to create a larger area
for your viewport.

Customizing Panes

The figure below displays the various components that you use in conjunction with customizing your
panes and how you view them when they are docked. The controls that are common to most panes are
as follows:

o Pane Edge: The Pane Edge appears along the side of the pane, at the side that is closest to the
Viewport. You can reposition the edge to size each pane to your liking.

o Pane Toggle: When appropriate, the Pane Toggle allows you to expand or collapse the contents
of the pane. The pane toggle is represented by two solid arrows facing in opposite directions. The
direction of the arrows indicates the direction in which the pane contents will collapse or expand.

e Pane Grip: The Pane Grip area appears immediately to the right and left of the Pane Toggle.
Drag the pane from this area to move the pane to a new location.
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You can use any of the following procedures to customize the appearance of the panes in your layout:

o To resize a pane: Position your cursor along any edge of the pane you want to resize. The
cursor changes to a pair of arrows that indicate the direction(s) in which you can resize the pane.

Drag in the proper direction until the pane is resized to your liking.

¢ To collapse or expand a pane: Click the pane toggle (the three dots at the top of the pane).
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¢ To move a pane: Click the Pane Grip (the area to the left or right of the pane toggle) at the top of
your desired pane and drag it to its new location.

e To undock or float a pane: Click the Pane Grip and drop the pane on top of the viewport
window. You can also drop a pane beyond the edge of the main DAZ Studio screen (such as
when you want to put a pane on a separate monitor in a multi-monitor system).

e To dock a pane beside, above, or below another pane: Click and drag the pane by its Pane
Grip. Drag the pane until you reach the Pane Edge, but stop before you reach the viewport. A
white line highlights the spot where you can relocate the pane. Release the mouse button to dock
the pane in-between the outermost pane and the viewport. The viewport will resize in height or
width to accommodate the new pane.

e To hide a pane completely: Use commands in the View > Tabs menu to hide all tabs that are
included in that pane.

e After you undock a pane, you can customize its appearance as follows:

o To resize a floating pane: Place the cursor at any corner of the pane. Then click and
drag your mouse and release when the pane is at the desired size.

e To dock or redock floating pane: Click and drag the pane by its Pane Grip. Drop the
pane above, below, or to the side of the viewport area. A white line highlights the area
when you can release the mouse button. The pane will dock to the closest possible
location, based on the locations of other panes in that area.

e To auto hide or unhide the tabs, click on the push pin to doc or undock the tabs from the side
bars. See "Pane Auto-Hide" for more on using this feature.

Pane Auto-Hide

When you first start DAZ Studio, the side panes are visible on each side of the viewport for easy access,
however, sometimes you need more workspace without having to actually close all the tabs. The Auto-
Hide function provides the ability to dock the panes to the side when they are not in use.

To auto-hide the side/bottom panes:

1. Click on the pushpin button at the top right of the pane.

/Cu:untent \< SCENE \_%
-+ |-
(5 Licht Dame PRO
(& Liht=
[ Load

[ COptitex Testitems

(B Particles

2. Repeat for the other side of the viewport if needed.

The panes will dock to the side and each tab available on the pane will show up as tabs at the
sides of the viewport. Panes that were at the bottom of the viewport will be tabbed to the bottom
left of the viewport.
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To expand the panes temporarily:

1. Click on the folder tab for the tab you want to access. The pane will open up with the selected tab
activated.

4|

l‘. & Light Dome PR
& (g Light=
I (@5 Lo=d
& (5 Cutitex Tethterr

B (g5 Particles

2. Resize the pane as needed.
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3. Use the tabs as usual to select content or items in the scene, adjust surfaces, set parameters, etc.
but once you move off the pane, it will auto-hide itself again.

4. If the pane does not auto-hide itself automatically when you move off the tab, click in the viewport.
To un-hide the panes:

1. Click on one of the tabs to expand the pane into the viewport.

2. Click on the pushpin button at the top right of the pane.

/ Contert

4 || -
Light Dome PRO

Lighits
Load

=10[=ra)

The pane will undock from the side and dock back to its default side location.

To add new tabs to the pane, pin the pane in place first, then add new tabs. Once the new tabs are in
place in the pane, un-pin the pane to allow it to auto-hide itself.

To delete tabs while the pane is in auto-hide, click on the tab to expand it, then choose Close from the
Options menu.

Customizing Tabs

The figure below displays the various components that you use in conjunction with customizing your tabs.
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The Content Tab is shown in the following example, but the following controls are common to most tabs.

Tab Menu: Each tab contains a set of commands that are specific to that tab. To access the tab
menu, click the arrow icon in the upper-right corner of the tab.

Scrollbars: In some cases, there is not enough space to display all of the options within a tab. If
this is the case, a vertical scroll bar appears at the right side of a tab, and a horizontal scroll bar
appears at the bottom of a tab, when appropriate. To use a scroll bar, click and drag in the proper
direction to view additional information in the tab. Release the bar when your desired information
comes into view.

Tab Toggles: Tab toggles are used to expand or collapse the tab as needed, to maximize your
work area.

To customize the appearance or layout of your tabs, use any of the following procedures:

To undock or float a tab: Click and drag the tab by its tab name to locate the tab to a new
position. Release the mouse button to place the tab in the new position. If you undock the only
tab within a pane, the pane is removed.

To dock or re-dock a floating tab: Click and drag the tab by its tab name, and drag to the left or
right of the Viewport. A new pane will be created if none is present.
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¢ To move tabs from one pane to another: Click and drag the tab to the new pane. The pane will
merge and display the relocated tab with any other tabs in the same pane.

e To nestle a tab into an existing pane: Click the name of the tab, then drag-and-drop the tab into
an existing pane. Drop it into a blank area to the right of any tab that currently appears within the
pane. The tab will transfer to a new location in that pane

¢ To show hidden tabs: Use the View > Tabs menu commands to show the tabs you want to view.
Then dock the restored tab into a pane if desired.

e To close tabs: Select Close from the Options menu for the tab or choose View > Tabs and select
the tab to close.

Customizing Interface Colors

The View > Interface Style commands allow you to customize the background and highlight colors used
in your DAZ Studio interface. You can choose from existing color schemes or create your own.

View | Render Create Toole Help

Interface Layout  w |\ S \
IE}\?faoe Style F Select Style...

ViewportLayout B oo o civie As.

Tab= >

Delete Style...

Customize Colors...

The functions of the commands in the View > Interface Style menu are as follows:

o Select Style: Opens a dialog that allows you to select one of several custom color configurations,
including color schemes that use colors similar to Carrara, Hexagon, and DAZ Studio Classic.

o Save Style As: Choose this command to save your own color schemes. Styles are saved to the
DAZ Studio > Scripts folder on your hard drive, and use a .ds extension.

o Delete Style: Opens the Delete Style dialog, which allows you to remove custom style scripts
from the View > Interface Style menu.

e Customize Colors: Opens the Customize Interface Colors dialog, shown below. This dialog
allows you to select custom background, text, and accent colors. The Background Color defines
the base interface color. The Text Color defines the color of the text that appears in the menus,
tabs, and dialog boxes. The Accent Color defines a secondary color for items like borders and
inactive tabs. After you create your custom colors, click Accept. Then use the Save Style As
command to save the configuration and the Add Existing Styles command to add them to the
View > Interface Style menu.

a Customize Interface Colors g|
236

Background Culur| 230 231 |

Text Color 00 0 |
Aceent Color - 128 148 170
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Saving & Loading Custom Interface Layouts

Saving Custom Interface Layouts

After you rearrange your interface, it's a good idea to save your custom layout. You might also find that it
is convenient to create several different interface layouts. For example, you might create a layout for
when you are putting your scenes together, and then prefer a different layout when you are posing your
figures.

To save a custom layout, choose the View > Interface Layout > Save Layout As command. The Save
Layout As dialog prompts you to assign a name to your new layout. By default, the layout is saved into
the Studio > Scripts > Layouts folder as a DAZ Script.

Loading Custom Interface Layouts

Any time you want to switch to an interface layout that is saved onto your hard drive, choose View >
Interface Layout > Select Layout, and select a layout from the dialog that appears. Click Apply or
Accept to use the layout you select.

For reference, the custom layouts that you create are saved into the Studio > Scripts > Layouts folder
by default.

Setting Preferences

The Preferences dialog box contains a tab that allows you to customize the various aspects of the
program, scene, interface, and where content is displayed and located, along with several other options.

Setting General Preferences

To set the General Preferences, choose Edit > Preferences to open the Preferences dialog and click on
the General tab to enable it.

s Preferences
General ™ ¢ Directaries s Interface Sgene N Contert Manager Startug
Avthorshig Informeation Edlit...

Author: Darlisa Riggs
Email: rios g7 3ol ook

Automatically check for updates to DAZ Studio ;| Weekly L Check for updates now...

@ Apply Accept Cancel
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The General tab has the following options:

o Authorship Information: Shows the author information added during initial startup. Click on Edit
to add or edit the current author information. This is optional but if you create content, this
information is written to Studio files you create which can help users contact you for information
or assistance.

_a DAZ Studio Setup Wizard

Author Information

If wou swould like to erter this information later, you may do 20 within the
"Edit=Preferences=General" menu.

Marme: Darliza Rigys
Etnail: riggsciEdaz3d . com

Wiehsite: hittp: Sinewaeny figniations com

Dretails:

The infarmation that vou enter here will be added to every DAT Studio file you save and wil
then be visible inthe content library pane. This festure enables content crestors to add their
oven imfarmation to files that they share or zell, and allovws uzers to see who crested the
contert in their library, swho they can contact for guestions and where to go for mare
infarmation about the tem. All fields in the authorship information are optional, if you want to
change thiz information again in the future, it can be found in the ‘Edit-=Preferences’ menu
under the ‘&uthar Info' tab.

o Automatically check for updates to DAZ Studio: Select when to check the DAZ website for
updates to Studio. Select Daily, Weekly, Monthly, or Never. Click on Check for updates now to
check immediately.

e After you complete your General Preferences settings, use one of the three buttons at the bottom
of the dialog:

o Click Apply to set the settings for the current preference tab; the Preferences dialog
remains open so that you can set other preferences.

o Click Accept to exit the dialog immediately.

¢ Click Cancel to exit the Preferences dialog and discard any unsaved changes.

Setting Directory Preferences

To set the Directory Preferences, choose Edit > Preferences to open the Preferences dialog and click
on the Directories tab to enable it. Directories added here show the available content in the libraries and
are used by the Content Manager to scan for new content.
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CProgram FilesiDa Zrstudicizontent |

Add. .. || Remowve ” Rermowe All |

[l Show DAZ Buitt-in Contert Folder
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Temporary Files: uments and Settingz/Darlizaidpplication DataDAZ SDAStudio3temp | ” Default |

| @ |

Apply ” Accept ” Cancel |

The Directories tab has the following options:

e Content Directories: Lists the Poser/Studio content directories linked to DAZ Studio native

content.

o Content Type: Lists the types of directories that can be mapped.

Fa

. Preferences

Contert Type :

F*
CoProgram Filk Poser Formats (Impart)

Directories

Cther Supported Formats (Impaort)

DAZ Studio Formats (Native): Select to add or remove directories with native Studio
content.

Poser Formats (Import): Select to add or remove directories with Poser content which is
imported into Studio.

ARBSRRE,  Directores ™ QNS

Content Type | Pozer Formats (Import)

CProgram FilesDa Lr=tudioicontent
CProgram Filesfe frontierPoser 7

CProgram Filesfe frontierPozer FiDownloads
CProgram Files/Curious LabsPoser S
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o Other Supported Formats (Import): Select to add or remove directories with content
that is not in the default Studio or Poser directory structure or formats but can be
imported into Studio.

\ &

)f“ CAUTION! For Windows Vista users - Because Vista saves files to a mapped directory
instead of to the correct DAZ Studio folder, the .dso files needed to load DAZ Studio scenes
cannot be found. This problem can be fixed by adding the virtual directory to the list of content
folders in the Preferences. The virtual directory is usually found at: "C:\Users\[User
Name]\AppData\VirtualStore\Program Files\Daz\Studio\content\"

o Advanced: When selected, displays the Content Directory Manager where you can set up and
manage different content sets. Refer to "The Content Directory Manager" for instructions on using
content sets.

r

s Content Directory Manager

Cortent Sets
@ Current

?ﬂ Accept cancel
2
o Add: After selecting the type of directory being added, click on Add to locate and select the
directory.

e Remove: Select the directory to remove and click on Remove to delete it from the linked
directories.

¢ Remove All: Click to remove all linked directories.
e Show DAZ Built-In Content Folder:

e Automatically Refresh Content Folders: When enabled, automatically refreshes Content
folders to show newly installed or moved content.

o Temporary Files: Indicates where temporary files are located while working in DAZ Studio. Click
on the Browse button (the one with ellipses) to select a different directory. If you have changed
the directory and decide at a later time to use the default location, click on the Default button to
reset the directory.

e After you complete your Directory Preferences settings, use one of the three buttons at the
bottom of the dialog:

o Click Apply to set the settings for the current preference tab; the Preferences dialog
remains open so that you can set other preferences.

o Click Accept to exit the dialog immediately.

¢ Click Cancel to exit the Preferences dialog and discard any unsaved changes.
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The Content Directory Manager

The Content Directory Manager is where you can set up and manage different content sets. For example,
you could set up a content set for your everyday use and one for creating content. As you work with DAZ
Studio, your default set would be active so you can access all your content then, when you are creating or
testing content, you would switch to that content set so you would have a cleaner directory to work from.

=,

s Content Directory Manager

Content Sets
@ Currert

?B Accept Cancel

2|

The content directories you are currently mapped to are shown in the manager as the Current set.
Expand the listing to see a listing of the directories. As you change sets, that set becomes the new
Current set. If the set in use at the time has not been saved to a non-default set, that set will be lost and
need to be recreated.

=,

= Content Directory Manager

Content Sets

IJ;'I@ Current
Elhative Faormat Contart

FC U Program FilesiDa ZStudio/content
-F:istudioContent
FEPo=er Format Conternt
FCUProgram FilesDA Z istudio/cortent
FCProgram Filesie frontierPoser 7
FCProgram Filesie frontierPoser ¥iDovwnloads
FCProgram FilesiCurious Labs/Poser 5
-F:PoserContent
-F: fStudioContent
—iother Format Content

o Acoept Cancel

)
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Managing Content Sets
Adding a New Content Set

To add a new content set:
1. Right-click on the root name of any set or in the blank area under the sets.

2. Select Add Content Set from the pop-up menu that comes up.

-

Ja Content Directory Manager

Content Set=

IJ;'I@ Current
Nati'-.-'e Formst C-:unterr% Add Content Set...

FPoser Format Content  Copy Cortent Set..
Cther Format Contert

A new, blank set will be added to the listing.

Caortent Sets
5 Currert
i1 Mewy Set

3. Use Rename to rename the new set.
Copying a Content Set
To copy a content set:
1. Right-click on the name of the content set, for example, on the Current set.

2. Select Copy Content Set from the pop-up menu that comes up. A new content set will be
created with the name of Current Copy. Expand the listing and you'll see that the directory listing
is the same as the original set.

-

s Content Directory Manager

Content Sets
i Currert
HMative Format Content
HPozer Format Content
Cither Formst Cortent
i Current Copry

3. Use Rename to rename the new set.
Removing a Content Set
To remove a content set:

1. Right-click on the name of the set to be removed.
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2. Select Remove Content Set from the menu. The set will be removed. You will not be asked to
confirm the deletion to be very sure this is what you want to do before selecting to remove it.

Cortent Sets
¢ Current

1 Mewy Set
Add Contert Set...

Copy Content Set..

Rename Contert Set. .

\ &

)f" NOTE! The Current set cannot be removed.
Renaming a Content Set

To rename a content set:
1. Right-click on the name of the set to be renamed.

2. Select Rename Content Set from the menu. The field will be made editable.

Content Sets

@ Current
Current Copy]

3. Enter a new name for the set and press Enter.

Content Sets

@ Current

i1 My Default Set

&

)f" NOTE! You must press Enter in order to save the new name. Just clicking off the field will discard
the name change and revert to the previous name.

\ &

)f" NOTE! The Current set cannot be renamed.
Changing to a Different Content Set
To change content sets:

1. Click on the radio box next to the content set you want to use.

Content Sets

By Current

i1 My Defautt Set
i Creation Set

© 2008-2009 DAZ 3D, Inc. 71



DAZ Studio 3 26 May 2009

2. If needed, expand the set and deselect any directory that you do not want to see in the content
tab.

[¥] Pozer Format Cortent
[#] Z:Program FilesDA ZiStudioficontent
[#] <:Program Files/e frontierPoser 7
[#] <:Program Filesfe frontierPoser TiDown
[] S:Program FilesiCurious Labz/Poser 5

C: Mmoo ™ et -

3. Click on the Accept button.

4. Inthe Content tab, note that the directories listed now match the set you selected.

\&

)r" WARNING! Before changing to a new content set for the first time, copy the default set since once
you change to the new set, you will have lost any set not saved separately as a set.

Managing Directories

Adding a New Directory

To add a new directory:

1. Right-click on the directory type to add a new directory to: Native, Poser, or Other.

B Crestion Set | "
[] Mative Format Contert
[] Poser Formst Content
[] Sther Format Cortert

% Add Directary. .

Femove &l Direcotries

Note that none of the directory types have a checkmark or plus sign (+) next to them. This
indicates that there are no directories currently under these headings.

Choose Add Directory from the menu. A Browse for Folder dialog will be displayed.

Locate and select the content directory to add then click on OK. The new directory will be added
to the listing.

Bl Creation St
[] Mative Format Contert
L [#] F:iContentCrestion
[] Po=ser Formst Contert
[] Sther Formeat Cortert

4. Repeat as needed to add additional content directories.
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Removing a Directory

To remove all directories under a directory type:
1. Right-click on the directory type to remove directories from.

2. Choose Remove All Directories from the menu. The directory will be removed. You will not be
asked to confirm the deletion to be very sure this is what you want to do before selecting to
remove it.

To remove a single directory:
1. Right-click on the directory to be removed.

2. Choose Remove Directory from the menu. The directory will be removed. You will not be asked
to confirm the deletion to be very sure this is what you want to do before selecting to remove it.

Bl Creation Set
[#] Mative Format Content
L [#] F:iContentCrestion
[] Poser Foi  Edit Directary...

\

)-"“NOTE! You cannot remove directories from the Current set. Instead, remove it from the saved
content set then set it as the current set.

To remove a directory from the content tab but not from the set:

1. Left-click on the check box next to the directory to deselect it.

[#] Poser Formst Cortert
[#] <:Program Files/DAZ Studiofzortent
[#] <:Program Filesde frortierPoser 7
[] C:Program Filesie frortierPoser FDowwn
[] <:Program FilesiCurious Labz/Poser 5
L I = L)
2. Make sure the radio box next to the set name is selected and click on Accept twice to exit to the
main viewport.

3. Inthe Conent tab, note that the directories for the selected set are listed but not the directory you
deselected.

4. |If you return to the Content Directory Manager, you'll find that the Current set does not show the
deselected directory but the saved content set still has it listed.
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s Content Directory Manager

Content Sets
Iﬂ—]@ Current
[Mative Format Contert
[FFoser Format Content
CiProgramm FilesDAZStudiofcontent
F:rStudioCorteri
F:PoserContent
CProgram Filezie fro

C:/Program Filesse fronti ozer F/Dovwnloads
Other Format Contert
B My Default Set
Mative Formst Content
= Poser Fortmat Conterit
[#] C:Program Files/DA Zistudidcontent
F:fStudioContent

CProgram Files/Curious LabsPozer 5

[#] C:Program Files/e frontierPoser FiDownloads
= [] Sther Format Content
B} Crestion Set

?.3 Accept Cancel

/)

Editing a Directory

To edit a directory and change the location it points to:
1.
2.
3.

Right-click on the directory to be edited.

Sorting Directories

To sort directories within a directory type:

1.

2. Choose one of the move options from the menu that comes up.

Right-click on the directory to be moved.

If—] Poser Format Cortert
- [#] < Program FilesDa I rstudicizontent
- [#] < Program Filesfe fig-time---T

- [ :/Program Filesse

Edit Directory...

Choose Edit Directory from the menu. A Browse for Folder dialog will be displayed.

- [#] C:Program Files/Cur - Remove Directory

- [#] F: PoserContent

Move To Top
=[] F:rStudioCortert Mave L
- [] Sther Format Content
have Dowwn

H{ ) Crestion Set

Move To Bottom
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Locate and select the content directory to replace the current one with then click on OK. The
directory listing will be updated.
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You can move a directory to the top, up, down, or to the bottom of the list. The top directory can
be moved down or to the bottom while the bottom directory can be moved up or to the top.

[ Poser Format Content

=[] C:Program Files/Do DiStudioizortent

- [] F:iStudioContent

- [#] F:/PoserContent

- [ C:Program FilesiCurious LabsPoser 5

= [#] C:Program Filesie frortierPoser 7

= [#] S:Program Filesie frontietPoser 7Dovwnloads

Setting Interface Preferences

To set the Interface Preferences, choose Edit > Preferences to open the Preferences dialog and click
on the Interface tab to enable it.

&

—
Ja Preferences
Genetal \/" Directorigs \/ Interface \/ SCENE \/ Content Manager \/' Startup \
[4] | Show Toal Tips
Activity Image | Defaut -
Openzl
Manipulation Drawestyle 1 o -
Bounding Box Edge Length © = »' * 1.00
Bounding Box Active Opacity © - xJ + 1.00
Bounding Box Inactive Opacity @ = ‘_,I + 1.00
Manipulation SubDivision : Oiff
Hardware Anti-Aliasing : on W
Dizplay Optimization : Oiff
OpenGL Textures | Perfarmance = _U « & ity
Pixel Buffer | o - A% 4+ Mk x 1k
About Current Hardware. .
Restore Factory Defaults
@ Apply Accept Cancel

The Interface tab has the following options:

© 2008-2009 DAZ 3D, Inc.

Show Tool Tips: Check the Show Tool Tips checkbox to display information about a tool when
you hover over it with your mouse cursor. Clear this checkbox to disable this feature.

Activity Image: Allows you to customize the image that appears in the right portion of the
interface. By default, a grayscale image of Victoria 4 appears. You can also choose None, a
Dragon, Trees, or Cycle (which cycles through all available images).

Open GL: If your card cannot support OpenGL, a notice informs you as such. If your card
supports OpenGL, the following options will be displayed:

¢ Manipulation Draw Style: The Manipulation Draw Style option allows you to conserve
computing resources by displaying scene elements in reduced detail while you are

26 May 2009
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manipulating (posing or moving) an object, camera, or light. There are three options:
Choose Off to display the objects in your scene as they normally appear (with full
geometry shape and textures) while you manipulate them. This option consumes the
most computer resources. Choose Wireframe Box to display your objects in wireframe
mode while you manipulate them. This option consumes the least amount of computer
resources. Choose Smooth-Shaded Box to display your objects as smooth boxes while
you manipulate them.

Bounding Box options: These options determine how the bounding boxes for selected
objects are displayed.

Edge Length: An edge length of 1 will display the edges of the bounding boxes
as solid from corner to corner. Lowering this amount will shorten the edges.
Setting this value to 0 will mean that no bounding boxes will be displayed.

Active Opacity: Sets the opacity of the edges of the bounding box for active
selections. A setting of 1 will display the edges at 100% opacity while lowering
this setting will lower the opacity.

Inactive Opacity: Sets the opacity of the edges of the bounding box for inactive
selections. A setting of 1 will display the edges at 100% opacity while lowering
this setting will lower the opacity.
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¢ Manipulation SubDivision: Click the option box to toggle this option Off or On. When
On, this option will automatically switch to the zero subdivision level when a Sub-D figure
is manipulated. When Off, the figure will remain at the current subdivision level when it is
manipulated.

o Hardware Anti-Aliasing: Click the option box to toggle this option Off or On. When On,
this option transfers all the edge smoothing actions to the video card instead of to your
CPU. You may want to turn this option Off if your video card supports OpenGL
acceleration but is below the recommended requirements.

o Display Optimization: By default, this option is set to Off since not all video cards can
handle the display optimization. When set to On, the optimization stores more of the
loaded geometry in the memory of your video card in order to speed up the display.

e OpenGL Texture Quality: This option controls the quality of the textures in your
Viewport. Drag the slider from left to right, or use the right and left arrow keys, to use the
setting that is best for your system resources. Slider options, from left to right, are Best
Performance, Good Performance, High Quality, and Best Quality.

o Pixel Buffer: Provides a secondary buffer for rendering with 3D Bridge and by some
hardware renderers where a viewport is obscured by another window while rendering.
Not required unless you are using 3D Bridge with Photoshop and some hardware
configurations may become unstable when pixel buffers are allocated. Toggle the buffer
On or Off as needed and when it is On, use the slider to set the buffer size.

e About Current Hardware: Click this button to view a list of features that are supported
by your OpenGL-compliant video card. The list includes the OpenGL version supported
by your card, and displays its manufacturer's name and model number. A list of
supported features then follow, including limitations on the number of lights, texture units,
and maximum texture size that the card can support.

¢ Restore Factory Defaults: Click this button to remove all of your custom settings and return to
the default settings furnished with your DAZ Studio installation. This will reset all startup dialogs
and remove content directories from the preferences.

o After you complete your Interface Preferences settings, use one of the three buttons at the
bottom of the dialog:

o Click Apply to set the settings for the current preference tab; the Preferences dialog
remains open so that you can set other preferences.

e Click Accept to exit the dialog immediately.

e Click Cancel to exit the Preferences dialog and discard any unsaved changes.
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Setting Scene Preferences

To set the Scene Preferences, choose Edit > Preferences to open the Preferences dialog and click on
the Scene tab to enable it.

-

..
s Preferences
Zeneral \/ Directories \/ Interface \/ Scene \/ Cortert Manager \/ Startup \
Default Scene :
Mone L 4
Default Scene an "Mew"
Mone L 4
Creste a Default Camera an "Mesw"
| Ignare Yiewport Background Colors an "Open”
Record Yiewport Background Colors on "save"
Vihen impotting & Poze that does not obey limits
Always obey limits v

The Scene tab has the following options:

o Default Scene: Sets whether to open a default scene or not when DAZ Studio is launched.
Choose None to load an empty scene using the program defaults or Browse for Scene to locate
and select a default scene to load. Useful if you have a particular lighting and camera setup you
like to use when creating scenes.

SE ST

Loak: i | i D&Z Q4 DS Test Lights

E & DAZ QA Mulki-Light Specular.daz
i #_: | :.;E-'-n- B - S -.L_s.-"l‘._l

My Recent L= DAZ Q4 Single-Light .daz
Dlocuments

Fr=3

o Default Scene on "New": Sets whether to open a default scene or not when a new document is
created. Choose None to load an empty scene using the program defaults or Browse for Scene
to locate and select a default scene to load. Useful if you have a particular lighting and camera
setup you like to use when creating scenes.

e Create a Default Camera on "New": When enabled, will create a default camera when a new
document is created. This is in addition to any cameras loaded using the default scene.

¢ Ignore Viewport Background Colors on "Open": When enabled, will ignore the saved
background color in the scene file and use the current scene background color.

e Record Viewport Background Colors on "Save": When enabled, saves the current
background color with the saved scene file so that when it is re-opened, it will have the
background colors you set.
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o When importing a Pose that does not obey limits: Sets preferences on how to handle pose
limits.

e Ask Me: When selected, will ask you what you want to do.
e Always turn off limits: When selected, will always turn limits off.
¢ Always obey limits: When selected, will always obey limits.

o After you complete your Interface Preferences settings, use one of the three buttons at the
bottom of the dialog:

e Click Apply to set the settings for the current preference tab; the Preferences dialog
remains open so that you can set other preferences.

o Click Accept to exit the dialog immediately.

¢ Click Cancel to exit the Preferences dialog and discard any unsaved changes.

Setting Content Manager Preferences

To set the Content Manager Preferences, choose Edit > Preferences to open the Preferences dialog

and click on the Content Manager tab to enable it. or choose Edit Preferences from the Content Options
menu.

F Ty
s Preferences
Gemetal S« Directaries S o nterface. . & Sceme . . Cortert Manager ™ Startup
File lcon Size:
Wieww Large File lcons L 4

Remove & Replace:

Lsk to Replace tems L 4

[¥] Show File Info Tooltip
] Show File Extenszions

[ Auto Magnetize

Reset the Content Databasze

e File Ilcon Size

General \( Directories E

¥ ieww Small File lcons

Femove & Replace:

o View Large File Icons: Displays content and folder icons at an enlarged size, with the
name of the content file appearing beneath the icon.
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Biplane P4 Biplane PP

e View Small File Icons: Displays content and folder icons at a reduced size, with the
name of the content file appearing to the right of the icon. Selected by default.

EE Biplane P4
A
Eﬁ' Biplane PP
e

e Remove & Replace

Remove & Replace:

IT Alwvays Replace tems

Azk to Replace fems

o Always Replace Items: When selected, will replace current content in the scene with the
selected content. For example, if you have hair attached to the selected figure and
double-click on a new hair style, the new hair will replace the old hair. Selected by default.

o Ask to Replace Items: When selected, will ask whether you would like to replace current
content in the scene with the new content.

\&

)’ NOTE! In order to replace content in the scene with new selected content, the two
items must be of the same type, i.e., a hair prop cannot replace a conforming hair but it
can replace another hair prop.

\&

)’ NOTE! Content must be mapped before it can be replaced using these options.
See "Content Manager" for more information on mapping content.

¢ Never Replace Items: When selected, adds the selected content to the scene.

o Show File Info Tooltip: When selected, shows the file information as a tooltip when hovering the
cursor over the thumbnail. Off by default.
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| ‘

File Hame:
HE Biplar Biplane P4 cr2
3

H

T TTHTT

Author:
Mo Authar Infarmation

File:

Crested: Thursday, December 20 2007 4.41 pm
hdodified: Thursday, March 10 2005 2:39 pm ~
Size: 79 kh

o~ |

o Show File Extensions: When selected, will show the file extensions in the Content tab. Off by
default.

==

iy o

'3 WE atch: .

9.
()
0

4

i wSurface

o Auto Magnetize: Toggle to turn the Auto Magnetize feature on or off. See "Auto Magnetizing
Clothing" for more information on this feature.

¢ Reset the Content Database: \When clicked, will delete the current content database and
replace it with the default database settings and categories. Any changes you have made to the
database settings in the libraries will be lost.

o After you complete your Interface Preferences settings, use one of the three buttons at the
bottom of the dialog:

o Click Apply to set the settings for the current preference tab; the Preferences dialog
remains open so that you can set other preferences.

e Click Accept to exit the dialog immediately.

o Click Cancel to exit the Preferences dialog and discard any unsaved changes.
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Setting Startup Preferences

To set the Startup Preferences, choose Edit > Preferences to open the Preferences dialog and click on
the Startup tab to enable it.

= oy
s Preferences
/ General \/ Directories \\/ Interface \/ SCens \/ Cortert Manager \/ Startup \

L] Show tutorial videos dialog when DA Studio starts

[ show plugin registration dialog when DAZ Studio starts
[4] Load the startup scene when DAZ Studio starts

o Show tutorial dialog when DAZ Studio starts: When selected, displays the tutorial dialog when
Studio is started. To not show this dialog, deselect this option.

o Show plugin registration dialog when DAZ Studio starts: When selected, if any installed plug-
ins have not yet been registered, the Plug-in Registration dialog will be displayed when DAZ
studio is started. To not show the dialog on startup, deselect this option.

¢ Load the startup scene when DAZ Studio starts: When selected, loads the included startup
scene when Studio is started. Selecting a default scene to load on the Scene tab overrides this

option.

Command and Toolbar Reference

File Menu Commands

The File menu is where you access file-related functions. To access this menu, either click File or press
Alt+F.

: Edit “ieww Render Create Too

D_ew Ctrl+rd
ﬁ Qpen... Ciel+0
G Meroe... Clrl+Shift+0
E Save... Clrl+=

Save Az 3
1-:] Impart...
G Export...

Impart Settings...

Send to Hexagon...

Exit Cirl+
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The Load Toolbar

Toolbars are completely customizable as described in "Customizing Toolbars" in "Using and Customizing
Your Interface." When using the Basic interface style, the Load Activity tab contains a toolbar that
contains some of the commands in the File menu.

Po=e | Animate

LIy Q& &
12 345 67 89 10 1112 13

From left to right, the toolbar commands shown in the tab are:
1. Clear the Scene and Start a New Scene

Open an Existing File

Save the Current Scene

Delete the Selected Item

Change the Backdrop File and Settings for the Current Scene

Click to Activate the Node Selection Tool

Click to Activate the Active Pose Tool

Click to Activate the Rotate Tool

9. Click to Activate the Translate Tool

10. Click to Activate the Scale Tool

© N o o~ DN

11. Reverse the Previous Action
12. Reinstate the Previously Reversed Action
13. Click for Interactive Help

The commands in the File menu are described below:

New

To close your current scene file and start a new blank scene, choose one of the following options:
e Choose File > New.
¢ Click the Clear the Scene icon in the Load Toolbar.
e Use the keyboard shortcut Ctrl+N.

You will be prompted to save any unsaved changes before the new scene appears. If you do not save
these changes, you will lose them. This action also clears and resets the Undo/Redo stack.

.

)f" CAUTION! If you open a new scene or otherwise close the old one without saving it, you will lose
all unsaved work within a scene.
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Open

To Open a DAZ Studio scene file that you previously saved, use one of the following methods:
e Choose File > Open.
o Click the Open an Existing File icon in the Load Toolbar.
e Use the keyboard shortcut Ctri+O.

A standard Open File dialog box appears. Navigate to the folder that contains your desired file, and select
the file to open it. You will be prompted to save any work on the current scene before the new file opens.
This action also clears and resets the Undo/Redo stack.

Merge
The Merge command allows you to merge a previously-saved scene into your current scene. Use one of
the following methods:

e Choose File > Merge.

o Use the keyboard shortcut Ctrl+Shift+O.

Save

The Save command allows you to save your scene for the first time, or to overwrite a previous version of
your current file with your latest changes. If you have not yet saved your scene, the Save File As dialog
prompts you to choose a location and filename.

To save your current scene, use one of the following methods:
e Choose File > Save.
¢ Click the Save the Current Scene icon in the Load Toolbar.
o Use the keyboard shortcut Ctrl+S.

Save As
E Save... Cirl+s || pl | B | rers
: ' D-Form Preset. ..

+9 Import. Puppetesr Preset

[3 Export... Poze Preset. .
Shader Preset. .

Import Settings...

Materials Preset. ..

Send to Hexagon...
Character Preset...

Light(=) Preset...

OTig Camerals) Preset.
e cal " Preset...

Exit Clel+3
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The Save As command allows you to save several different types of files:

e Choose File > Save As > Scene or press Ctrl+Shift+S to save all or part of your current scene
to a different filename. You can save multiple versions of the same scene so that you can easily
return to a previous version. A standard Save As dialog allows you to select your desired folder
and filename. Scenes are saved with a .daz extension. When you save a Scene, it includes all
information in your current scene. You can also use one of the other Save As options to save
specific types of files to your content folder.

e Choose File > Save As > D-Form Preset to save deformers to the folder of your choice.

e Choose File > Save As > Puppeteer Preset to save custom Puppeteer poses to the folder of
your choice.

e Choose File > Save As > Pose Preset to save the current frame as a still pose, or all frames as
an animated pose.

e Choose File > Save As > Shader Preset to save the currently selected shader. The preset can
include all surface properties or advanced surface properties.

e Choose File > Save As > Materials Preset to save one or all of the materials in the current
object.

e Choose File > Save As > Light(s) Preset to save all lights or selected lights in your scene. You
can save the lights as they appear in the current frame, or save a preset that animates your
lighting.

e Choose File > Save As > Camera(s) Preset to save all cameras or selected cameras in your
scene. You can save the cameras as they appear in the current frame, or save a preset that
animates the cameras.

e Choose File > Save As > UV Preset to save applied UV sets as a preset and/or collect the files
into a zip file for distribution purposes.

Save Last Render

Choose File > Save Last Render or press Ctrl+Shift+R to save your last rendered image as a file on
your hard drive. A standard Browse dialog allows you to select a filename and folder for your saved
image. This command will not be enabled until after you create a render in your current session.

If the rendered image or animation cannot be saved for some reason, a dialog will be displayed with the
following options available:

e Try Again: When selected, will try to save the render again.

e Choose New File: When selected, will bring up a save dialog where you can select a different
location and file name for the render allowing DAZ Studio to attempt to save the image to the new
location.

Import

DAZ Studio allows you to import content that has been saved in several different formats. Choose File >
Import or use the Import an Existing File button on the Main Toolbar. A Browse dialog appears for you
to locate and select your desired content.

The currently supported import formats are:
e Biovision (.bvh) animation file
o DAZ COLLADA (*.dae) - files previously exported in DAZ Collada format
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Poser 4® or later versions:

o .pz3 (.pzz for compressed version) - Scene files

e .pz2 (.p2z for compressed version) - Pose Library files

e .cr2 (.crz for compressed version) - Character/Figure Library files
e .cm2 (.cmz for compressed version) - Camera Library files

e It2 (.Itz for compressed version) - Light Library files

e .hd2 (.hdz for compressed version) - Hand Library files

o fc2 (.fcz for compressed version) - Face/Expression Library files
e .hr2 (.hrz for compressed version) - Hair Library files

Wavefront Object (*.obj) (.obz for compressed version)

Export

Choose File > Export to save content to different formats. The Save As dialog allows you to select your
desired folder and filename. The currently supported export formats are:

BioVision (.bvh) animation files.
COLLADA (.dae) files.
DAZ COLLADA (.dae) files - For export to Carrara

Wavefront Object (*.obj) - For Bryce or other 3D programs that import 3D geometry in this
format.

Universal 3D (*.u3d) - A 3D format that allows you to import your DAZ Studio 3D content into
Photoshop CS3 Extended

Click on the links above to access instructions on using each export option.

\&

)"'-‘NOTE! Additional plug-ins are available for DAZ Studio to provide additional export options.

Import Settings

Choose File > Import Settings to import settings from a previous version of DAZ Studio.

-

Ja Import Settings

The Import Settings utility allowes you ta import your personal settings from a previous version of DAL
Studi.

The imparted settings will replace any existing settings far your DAZ Studio 3 installstion.

Impart options and settings from:

D2 L Studio 2 v

Mext = Cancel
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1. If you have more then one setting available to import, click on the button to select which setting to
apply.

2. Click on the Next button. A listing of available settings will be displayed. Expand the listings to
view the settings.

s Import Settings

[ FirstRun

[#] showeCortertiew Query
B[4 Crestetlewltems

B[] D& ZGuickStart

Setting Walue 2z
£ [#] Options = Import Settings
B [ aDelight
tlj BucketSize 16 Setting
[#] RenderStyle Tigzan [ options
B [¥] BakeCptions = Files
B[] Contertanager [ content Database
[] corterthlanager [#] Uszer Actions
[ checkFileCompatibility 1 [#] Luthor Information
[#] ContShowDoScanbiy 1 [ User Layout
[¥] EZShowEmpty Categories 1
1
i

Click in the check boxes to deselect any settings you do not want to import.

4. Click on the Next button. You'll be notified that the settings will not take effect until the next time
you start DAZ Studio.

g
Ja Import Settings
Theze settings will not take effect urtil after DAZ Studio has been restarted.

Ay changes made after importing may be lost.

5. Click on the Finish button to exit the dialog.

Send to Hexagon

Choose File > Send to Hexagon to send the current object to Hexagon. Refer to "Hexagon Bridge" for
more on using this option.

Exit
To exit the DAZ Studio application, use one of the following options. You will be prompted to save any
unsaved changes.

e Choose File > Exit.

e Press Alt+F4 (Windows) or Ctrl+Q (any platform).

\ &

)*" CAUTION! Unlike most applications in OSX, Clicking the "X" icon in the upper-left corner of the
DAZ Studio window title bar WILL SHUT DOWN DAZ Studio COMPLETELY and you will lose all unsaved
changes with no prompt to save them.
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File > Save As

Save as Scene

To save all figures, textures, props, lights, cameras, etc. into a scene file:
1. Build your scene, adding figures, textures, clothing, poses, etc.
2. Choose File > Save As > Scene from the menu. A default save dialog comes up.

3. Navigate to the content or storage folder where you want to save the scene, enter a file name,
and click on Save. A progress dialog will come up showing the progress of the save. Once the
dialog closes, you can continue working in DAZ Studio.

[ DAES el
Wutiting data
[ -0

Save as D-Form Preset

To save a D-Form as a preset:
1. Create the d-formers and adjust as needed. See "D-Form" for more on using deformers.
2. Choose File > Save As > D-Form Preset from the menu. A default save dialog comes up.

3. Nauvigate to the content folder where you want to save the preset, enter a file name, and click on
Save. The Save D-Form Preset Options dialog comes up.

L o

Save I-Form Preset Options

Animation Range

& Current Frame Only

1 Animated Range : Start frame: | O | End frame: 30

Data
@ &l D-Farmers

1 Selected D-Former(=)

D-Farmer_1

Fitted Targets
@ Also affect ALL tems fit to the figure

1 Also sffect SELECTED items fit to the figure

@ Accept Cancel
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4. Select the options to export:

e Animation Range -

Current Frame Only: When selected saves only the current frame, even if the
animation timeline has multiple keyframes associated with it.

Animated Range: When selected, saves out the designated frames associated
with the timeline. Enter the Start frame and End frame to set where the
animation export starts and ends.

All D-Formers: When selected, saves all D-Formers in the scene.

Selected D-Former(s): When selected, activates the D-Former selection pane
where you can select which D-Formers to export, even if a different D-Former is
selected in the scene. Use the Shift and Ctrl keys to select multiple D-Formers.

o Fitted Targets - These options tell DAZ Studio whether or not the D-Form preset should
"remember" that the D-Forms affect any fitted/magnetized clothing as well as the figure.

Also affect All items fit to the figure: When selected, the D-Form preset will
influence all clothing items fit to the figure when the preset is applied.

Also affect SELECTED items fit to the figure: When selected, the D-Form
preset will influence only the fitted clothing items selected when the preset is
applied.

5. When all options have been selected or set, click on the Accept button to save the preset or on
the Cancel button to cancel the operation. The presets will be saved with the D-Form labels and
names as part of the preset.

Save as Puppeteer Preset

To save Puppeteer layers as a preset:

1. Create the Puppeteer animation and adjust as needed. See "Puppeteer" for more on using

Puppeteer.

2. Choose File > Save As > Puppeteer Preset from the menu. A default save dialog comes up.

Navigate to the content folder where you want to save the preset, enter a file name, and click on

Save.

4. The Puppeteer Preset Options dialog comes up. Select whether to Save All Layers or Save
from List. If you select Save from List, the Layer Listing will activate and you can place a
checkmark next to each layer to be included in the preset.

Muyngizap Prasan Uniiu s ]
I Save &l Layers

) Sawve from List

Index | Mame
0  Layer1
@ Accept Cancel
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5. Click on Accept to save the preset or on Cancel to cancel the operation.

Save as Pose Preset

To save the current pose as a preset:
1. Adjust the parameters for the figure to pose it. Make sure the figure is selected.
2. Choose File > Save As > Pose Preset from the menu. A default save dialog comes up.

3. Navigate to the content folder where you want to save the preset, enter a file name, and click on
Save.

4. The Save Pose Preset Options dialog comes up where you select which frames and properties
to save as part of the preset.

q

Silyz Poss Mrasat Uniiugs
Animation Range

i Currert Frame Cnly

i Animated Range : Start frame : 0 End frame : an

Data
i1 Recard &l

i Record Custom -

Lakel

B [ & victaria 4.2
[] Propetties
B [ hip
B [] Properties
|é| [] Zeneral
[] Misc
[] Tranzforms
[ [] ¢ shcomen
B [] Pt Thigh
H [ &~ Thich
B[] @bndyhﬂurphs
|é| [] Properties
[] Marphs | Shapes
Ooeformers

[] General

[T :n_)l

@ Accept Cancel

e Animation Range -

e Current Frame Only: When selected saves only the current frame, even if the
animation timeline has multiple keyframes associated with it.
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¢ Animated Range: When selected, saves out the designated frames associated
with the timeline. Enter the Start frame and End frame to set where the
animation export starts and ends.

e Record All: When selected, saves all transform, translation, and morph settings
that are currently on the selected figure.

o Record Custom: When selected, activates the Property Listing for the selected
figure where you can select specific properties to same For example, if you made
a hand pose, you don't want to save the properties for the entire figure, just those
for the hand.

e Click on the plus/minus signs next to each label to expand/collapse the
listing.

e Click in the boxes to select specific settings to export.

Data
1 Record &l

@ Record Custom

Label
H [ g~ rshin
| :;per‘ties
B [+ rFoot
|_':_| [w] Properties
|é| [w] General
] [ Misc
[ isikle
F [] Selectabile
[ cast Shadows
E [&] Transforms
[ [] Rotstion
[#] Bend
|E [] Tewwist
[#] Side-Side %
B [+ é‘?rTDe

e |f needed, select options from the Custom Options menu.

»
j Select All Channels
Deselect Al Channels
Select All Morphs

Deselect &l Morphs

il

Select All Transforms

[T

Deszelect Al Transforms

Select Al Modified

Deszelect Al Modified

TS
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Choose whether to select or deselect all Channels, Morphs (see
caution below), Transforms, or Modified settings.

\

)P‘ACAUTION! The Select All Morphs option selects only the morph channels in the
body parts and not in the body. Full-body morph channels (i.e. 'valueParm' channels in the
Poser File) are not selected by the 'Select all Morphs' box. This is simply because
'valueParm' channels can be used for any purpose. Currently, it is necessary to manually

select the desired FBM channels from the list.

5. Click on Accept to save the preset or on Cancel to cancel the operation.

Save as Shader Preset

To save the current shader as a preset:
1. Create the shader and adjust as needed.
2. Choose File > Save As > Shader Preset from the menu. A default save dialog comes up.

3. Navigate to the content folder where you want to save the preset, enter a file name, and click on
Save.

4. The Shader Preset Options dialog comes up where you select which surface properties to save
as part of the preset.

Silaar Mo Ui
Drata
i@ Recard &l

i1 Recaord Custom

Lakel Mame |

3_Toenail 3_Toenail

3_=kinF oot 3_SkinF oot

3_SkinLeg 3_SkinLeg

3_Fingetnail 3_Fingernail

: oA ]
Accept Cancel

)

Record All: When selected, saves all transform, translation, and morph settings that are
currently on the selected figure.
Record Custom: When selected, activates the Property Listing for the selected figure

where you can select specific properties to same For example, if you applied a texture to
the figures lips, you don't want to the properties for the entire figure, just those for the lips.

o Click on the plus/minus signs next to each label to expand/collapse the listing.
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e Click in the boxes to select specific settings to export.

5. Click on Accept to save the preset or on Cancel to cancel the operation.

i@ Record Custom

Lakel
][] S_FInGEr s

I+l

B [ 3_SkinHand
|é| [w] Propetties

[] Bump

[] Displacement

[] Sketch Randomness
[#] Sketch Degradstion
[#] Sketch Lines

[#] Chisroscuro

[] Sketch Color

[] Shadoyw

[] Refraction

[] Reflection

] Ambiert

[] Specular

[] “pacity

[] Diffuze

[ U haps

] [] 3_skinForearm

— = i

Save as Materials Preset

To save a material setup as a preset:

1. Apply textures to the figure, clothing, or prop and adjust as needed.

26 May 2009

2. Make sure the item is selected and choose File > Save As > Material Preset from the menu. A
default save dialog comes up.

3. Navigate to the content folder where you want to save the preset, enter a file name, and click on

Save.

4. The Materials Preset Options dialog comes up where you select which surface properties to
save as part of the preset.

© 2008-2009 DAZ 3D, Inc.

93



DAZ Studio 3

26 May 2009

Meriartals Mrasat Unilgs
Data
) Recard &l
@ Record Custom
Lahel Mame
[ 3_Toensi 3_Toenai
[ 3_=kinFact 3_SkinFoot 'l
[#] 3_SkinLey 3_SkinLeg
[¥] 3_Fingernail 3_Fingerrail
(] 3_skinHand 3_SkinHand
[] 3_=kinForesrm 3_SkinForearm
[&] 3_Skin&rm 3_Skin&rm
[#] 4_Tongue 4_Tangue ’
(7] 4_Teeth 4_Teeth E]
£ . | P |
Save Sternate Uvs? [
@ Accept Cancel

Record All: When selected, saves all transform, translation, and morph settings that are
currently on the selected figure.

Record Custom: When selected, activates the Property Listing for the selected figure
where you can select specific properties to same For example, if you applied a texture to
the figures lips, you don't want to the properties for the entire figure, just those for the lips.

e Click on the plus/minus signs next to each label to expand/collapse the listing.
e Click in the boxes to select specific settings to export.

-
El [wf 3_=kinLeg
|é| [wf Properties
[ W Maps
[] =eneral
[] Refraction
[] Reflection
[ Displacement
[+ Bump
[+ Spacity
[wf Ambient
|: [ colar
[] Strength
[] Specular
E [+ Diffuse
|: [ colar
[ Strength
Save Alternate UVs?: When selected will save any alternate UV sets applied to the
figure. This option is needed when the materials applied to the figure use an alternate UV
set. This option will save the information needed to apply the correct UV set to match the

materials in the preset.
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5. Click on Accept to save the preset or on Cancel to abort the operation.

1

4 Teeth

Save Aternate Uvs? (]

3

®

)k

The original UV set (Base) is not saved using this option.

UV set needed for the preset to work.

Save as Character Preset

To save a character as a preset:

1.

2
3.
4

Create your character and adjust as needed.

Select the figure in the Scene tab.

26 May 2009

If this option is selected but no alternate UVs are applied to the figure, then this
option is ignored.

7~ TIP! If you only want one alternate UV set saved with the preset, then only load the

Choose File > Save As > Character Preset from the menu. A default save dialog comes up.

Navigate to the content folder where you want to save the preset, enter a file name, and click on

Save.

The Save Character Preset Options dialog comes up. To save the entire figure as a character,
select the Record All option. To select specific body parts to save in the file, select the Record
Custom option, expand the figure tree and select only those items that need to be exported.

Jipya COiireiar Mrasar Uuilogs

Poze

) Recard Al

@ FRecord Custom

Lakel
[ &yvictaria 4 2 E2

w1 F]

Materials

) Record 2l

T Record Custom

Lakel Mame

] &_Taensi 3_Toenail

[ 3_SkinFoat 3_SkinFoot

[ 3_skinLen 3_SkinLeg

[ 3_Fingernsil 3_Fingernail

: ——i

®

Accept Cancel
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6. If you selected to Record Custom, the options menu activates allowing you to select specific
export options.

[

= % Zelect ANl Channels
Deszelect All Channels
Select All Morphs
Dezelect Al Morphs
Select ANl Transforms
Deszelect Al Transforms

Select All Madified

A

Dezelect &l Modified

—

e Select All Channels - TBD
e Deselect All Channels - TBD
e Select All Morphs - TBD
o Deselect All Morphs - TBD
e Select All Transforms - TBD
e Deselect All Transforms - TBD
e Select All Modified - TBD
o Deselect All Modified - TBD
7. Repeat step 4 for the Materials.

Click on Accept to save the preset or on Cancel to cancel the operation.

Save as Light(s) Preset

To save a light setup as a preset:
1. Add lights to the scene and adjust as needed.
2. Select the lights in the Scene tab.
3. Choose File > Save As > Light(s) Preset from the menu. A default save dialog comes up.
4

Navigate to the content folder where you want to save the preset, enter a file name, and click on
Save.

5. The Save Light(s) Preset Options dialog will come up.
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Jipys Ligipifa ) Mrasan Ui s
Animation Range

0 Currert Frame Cnly

) Animated Range ; Start frame : 1] End frame : 30
Drata

{3 All Lights

i Selected Light(s)

) Accept Cancel

Select the export options:

26 May 2009

e Animation Range - Select to export only the current frame (default) or an animation

range.

e Data - Select to export all lights or to only export the currently selected light(s).

6. Click on Accept to save the preset or on Cancel to cancel the operation.

Save as Camera(s) Preset

To save a camera or set of cameras as a preset:
1. Create the cameras and adjust as needed.

Select the camera(s) in the Scene tab.

2
3. Choose File > Save As > Camera(s) Preset from the menu. A default save dialog comes up.
4

Navigate to the content folder where you want to save the preset, enter a file name, and click on

Save.

5. The Save Camera(s) Preset Options dialog comes up.

Sue Cagpara s ) Mrasa Uuiiog s
Animation Range

0 Current Frame Cnly

() Animated Range :  Start frame 1] End frame : 30
Data

i Al Cameras

i Selected Camerals)

@ Accept Cancel
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Select the export options:

e Animation Range - Select to export only the current frame (default) or an animation
range.

o Data - Select to export all cameras or to only export the currently selected camera(s).

6. Click on Accept to save the preset or on Cancel to cancel the operation.

Save as UV Preset

Saving a set of UVs as a preset allows the additional UV sets to be saved and applied later to the same
figure if needed and distributed for use by other users.

To save a UV set or sets as a preset:
1. Apply the UV sets to the current object.
2. Choose File > Save As > UV Preset from the menu.

3. A default file browser dialog will come up. Locate the save location for the preset (in the Studio
content folder), enter a name for the preset, and click on Save.

4. The UV Preset Options dialog will come up. Click in the checkbox next to each UV set to be
included in the preset. You cannot save the default UV set as it is already part of the original
object so it will not be shown in the list. If you have five UV sets applied but only want to save
three of them, only select the three you want to save.

LY Mrasar Uil ]

L% zets:
Lakel Mame
B @ cube 16216 cLbe 16x16
|-|:| Remapped Cube Remapped Cube

[# collect Files in Zip

@ Accept Cancel

5. To collect the UV sets in a zipped file for easier distribution, click on the checkbox next to Collect
Files in Zip.

6. Click on Accept to save the preset or on Cancel to exit the dialog without saving the preset. If
you clicked on Accept, the preset will be saved to the selected location as well as the zip file if
that option was selected.
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olcontenti LY Presets

2 ®w 2

cube.dsh cube, dsb.png cube, dshb,zip

7. To check the UV preset, load the default object into your scene without applying any additional
UV sets.

Make sure the object is selected and navigate to the content folder where you saved the preset.

Double-click on the preset thumbnail and the UV set(s) will be applied to the object. Please note
that the more UV sets you have in the preset, the longer it will take to apply them.

Tutarials

d

s

cube

10. Check the UV Set listing in the Surfaces tab to see if the UV sets are listed. Select the UV sets
and apply matching textures to verify the UV sets were properly applied.

il L= E=-1 1 L9

v LY Maps

File > Import

Import BVH Files

The BVH Importer Options dialog comes up when you select File > Import, choose the BioVision (.bvh)
export option, and select/open a .bvh file.
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e Fl dunriar Uyiiurs

Selected File: ds18test.bvh [X]
Zelected Figure: Victoria 4.1

Scene Animation Setup Options
i Adjust scene to match the file.

Use the current scene values.
[] InPlace Maode (no ¥ or Z hip translation)

[1 Limit Jairt Ratation

Showy Detailz== Cancel

To import a BVH file:

1. Load and select the figure to apply the animation file to.
2. Choose File > Import from the menu, select the BioVision (.bvh) export option, locate and
select the file to be imported, then click on Open.
The BVH Importer Options dialog comes up with the following options available:
o Selected File: Shows the name of the BVH file being loaded.

o Selected Figure: Shows the currently selected figure that the animation file will be
applied to.

e Scene Animation Setup Options

o Adjust scene to match the file: When selected will adjust frames in current
scene to match the file being imported.

e Use the current scene values: When selected will use the current scene frames
and drop any frames from the animation that go over the scene max frames.

¢ In Place Mode (no X or Z hip translation): When enabled will leave the figure in
current location in the scene. When disabled, figure will move based on where
the imported animation places the figure.

o Limit Joint Rotation: When enabled, limits joint rotation even if the animation
file has settings outside the limits. When disabled, does not limit joint rotation and
the animation settings are used.

e Show Details: Click on button to expand the dialog and view the name mapping lists.
The name mapping shows which nodes in the animation are mapped to the nodes in the
selected figure. Changes to Hide Details when list is expanded.

3. If you are not sure if the name mapping is correct, i.e., animation was made for a biped and is
being applied to a quadruped, etc., or know that the mapping is not correct, click on the Show Details
button to view the current mapping.

e Load Map: Enables a saved name mapping to be loaded and applied to the
import.

¢ Save Map: Enables the current name mapping to be saved so it can be used for
a future BVH import or export.
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o File Nodes: Lists the figure node hierarchy from the file being imported. Nodes
with a checkmark next to them indicate that a matching node was found in the

Figure Nodes list.

e Figure Nodes: Lists the figure node hierarchy for the selected figure.

sl el uuri=r Uuiiuns
Selected File: rotationtest.bwh [X]
Selected Figure: Victoria 4.4
Load Map Save Map
File Modes | Figure Modes
2 [ hip Bhip
] [ (Thiah bodyMarphs
& [ rshin EiThiah L
L [ rFoct Elshin
[ IThigh ElF oot
Bl [ Ishin LiToe
L [ IFoot I Thigh
= abdomen |é|r8hin
B[] chest EirFoot
|_f_| rCollar LiToe
|f_| [#] rshidr Eabdomen
|é| [#] rForesrm échest
L [ rHand iCollar
21 [ ICollar BIShidr
B [ IShidr ElFarearm )
|é| [i#] IFareArm |é|IHand EJ
Scene Animstion Setup Options
0 adiust scene to match the file.
@ Usethe current scene values.
] InPlace Mode (no ¥ ar Z hip translation)
] Litnit Joirt Rotation
Hide Detailz== Cancel

4. Review the nodes listed in the File Nodes listing to ensure that they are correctly mapped to a
node in the Figure Nodes listing.

5. If needed, remap nodes that are not mapped as needed for the figure or for the requirements of
the animation, or map nodes that had no matching nodes.

e To change the mapping of a node:

1. Click once on the name to be remapped in the File Nodes list to select it. The
matching node in the Figure Nodes list will be highlighted as well.
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.File Modes T .Figure MNodes
Bl [ hip Bhip
B [ tThigh | hadyharphs
B [ rhin SiThigh
L [ rFoct EIShin
B [ IThigh EP
B [ Ishin : Tae
o RS || errien
B [#] shdomen [‘JérShin

2. Click on a different node in the Figure Nodes list and the selected node in the
File Nodes list will be remapped to the selected node.

|File Modes {1l Figure Modes
= [ i Elhip
B [&] tThigh Fhodyharphs
& [ rshin EiThigh
L [ rFoct IShin
B [ IThiah BiFact
& [ Ishin : LW
L& — S Thigh
B [&] ahdomen [‘]ErShin

If you remap a node from the figure to a node in the file and that figure node had
a matching file node, the file node will be deselected and will not be imported.
For example, the image below shows a IFoot figure node that has been
remapped to the IShin file node. This means that the original IFoot file node no
longer has a matching node so is automatically deselected and will not be
imported. The node can be remapped to the IFoot and then the IShin remapped

as well.
|File Modes {1l Figure Modes
B [ hip Bhip
B[] rThigh | hadythdarphs
& [ rshin EiThigh
L [ rFoct IShin
B [ IThiah EF
B E SRR IToe
L ] IFoat S Thigh
B [&] ahdomen [‘]ErShin

3. Confirm the change by clicking on a different node in the File Nodes list, then
reselecting the previous node. When it is selected, the remapped node will be
selected in the Figure Nodes list instead of the original node.

e To map a node that did not have a matching name or was unmapped:

1. Click on the node to be mapped in the File Nodes list to select it. The checkbox
next to the node will be empty.
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| File Modes
=] [ hip
B [&] tThigh
& [ rshin
L [ rFoct
&1 [ Thigh

[] IFoct
B [&] ahdomen

= ) [
C

| Figure Modes
Ehip
Fhodyiarphs
ENlThigh
BiShin
ElFact
LiToe

=]t Thigh
TérShin

2. Click on the matching node in the Figure Nodes list to map to the file node. The
blank checkbox next to the file node will automatically be checked to show that it

is now mapped to a figure node.

| File Modes | Figure Modes
Bl [ hip EHhip
B [ rThigh | hadyhdarphs
& [ rshin EliThigh
L [ rFoct é*
= [ Thigh =IFo
oo | e
5 [ IFoat I Thicih
B [] abdomen [‘Jérﬂhin
6. If needed, remove nodes from the File Nodes listing that should not be imported by clicking on

the checkbox to remove the checkmark for that node. If a parent node is deselected, all child nodes will

be deselected as well.

7. If the name mapping was changed, save the map by clicking on the Save Map button. The BVH
Save Map dialog will come up.
B Savelap 1
Stored Mapz: map test L J ey
| Save Cancel
8. Click on the arrow next to the Stored Maps field to select a name from the drop-down list to

overwrite or click on the New button to create a new file. The Stored Maps field will be cleared and made

editable. Enter a new name and click on Save.

BYHSave Wap A |
Stored Maps: E_r.ny mg_pp_ingi  J ey f
Save | % Cancel
9. To load a saved map that will override the current name mapping, click on the Load Map button.

The BVH Load Maps dialog will come up.
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10. Select the map to load from the Stored Maps drop-down menu then click on the Load button.
The selected map will be applied to the current figure and file nodes.
(BYRNIoaHEpE |
Stored haps: ¥ map test v Delete
e
Load | My mapping % Cancel

11. To delete a saved map, click on the Load Map button. The BVH Load Maps dialog will come up.

12. Select the map to delete from the Stored Maps drop-down menu then click on the Delete button.
A confirmation dialog will come up. Click on Yes to delete the map or on No to keep it.

[F HYrl Fila fnuuriar 31
n  Delete map 'map test' ¥
Stored hMa) if:i R B Delete

L g ! cel
[« =

13. Once all settings have been selected and names are mapped correctly, click on the Accept
button. The animation will be imported and applied to the selected figure.

14. Press Play on the Timeline tab to play the animation.

Import DAZ Collada Files

To import DAZ COLLADA file, select select File > Import, choose the DAZ COLLADA (*.dae) export
option, and select/open a dae file. No import dialog will be displayed and the file will be imported into DAZ
Studio.

Refer to "Export DAZ Collada Files" for information on what the DAZ Collada files are.

Import Poser Files

Poser Runtime folders can be linked to DAZ Studio and the content loaded via the Content tab, however,
if the files are not located in a Runtime folder, they can be imported into DAZ Studio by selecting File >
Import, choosing the Poser Files export option, and select/open a supported Poser file.

Studio can import the following Poser 4 or higher files:
e .pz3 (.pzz for compressed version) - Scene files
e .pz2 (.p2z for compressed version) - Pose Library files
e .cr2 (.crz for compressed version) - Character/Figure Library files
e .cm2 (.cmz for compressed version) - Camera Library files
o It2 (.Itz for compressed version) - Light Library files
e .hd2 (.hdz for compressed version) - Hand Library files
o .fc2 (.fcz for compressed version) - Face/Expression Library files

e .hr2 (.hrz for compressed version) - Hair Library files
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You will be notified if there are files that cannot be found and given the opportunity to locate them. In
addition, the importer reads and sets the strength values for the settings found in the file, including

ambient, diffuse, and specular settings.

26 May 2009

Remember that DAZ Studio does not support Poser dynamic hair and clothing items that are contained in

any of the files being imported.

Import OBJ Files

The OBJ Import Options dialog comes up when you select File > Import, choose the Wavefront Object
(*.obj; *.obz) export option, and select/open an obj or obz file. It is usually safe to select the Preset you

need then click on Accept to use the default options.

O ] uors Gy e gs

Preset ;| Custom (1 unit = 1cm) v

O Swap Y and 7 Orientation
Read Verticies ()
[¥ Read Groups (o)

[+] Read U Coordinates ()

Read Surfaces (usemt)

Read Waterial Library (mtlib & mth

Scale 24384 %

| @ 7l Accept Cancel

The following options are available on the import options dialog:

e Preset: Provides a list of import presets which enable Studio to import the mesh at the correct
scale. Select the Poser preset to import objects that were exported from Studio, Poser, or
programs with specific exporters that support Poser.

O e Ul gs
Preset : |T Custom (1 unit = 1cm)
Scale: Blernder (1 unit = 71
0 3w Bryce 1 unit = 5
Fet Cinema 40 (1 unt = 1m)
M R Cararra (1 unit = 1in)
[+ F Hexagon (1 unt = 1cm)
Light'wave (1 unit = 1m)
bR (1 unit = 1m)
Marya (1 unit = 1cm)
F Mirai (1 unit = 1m)

Moda (1 unit = 1m)

et ntnom [

— 1 | Silo 1 unit = 10ckm)

¥S1(1 unit = %)
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o Scale: Reflects the default scale for the selected program preset. The scale percentage can be
changed prior to importing but it is recommended that you select the Custom option and adjust
the scale for it.

Preset .| Hexagon (1 unit = 1cm) ¥
Scale 100 %%
Preset ;| Modo (1 unit = 1m) ¥
Scale 1| %
Preset .| Poszer (1 unit = 51t L
Scale 0410104957 %

e Swap Y and Z orientation: When enabled, compensates for packages which use +Z Up instead
of +Y Up.

o Read Vertices (v): Indicates whether vertex statements are to be read from the imported file.
This option is disabled and always checked since the vertex statements must always be read.

o Read Groups (g): Indicates whether group statements are to be read from the imported file.

o Read UV Coordinates (vt): Indicates whether texture coordinate statements are to be read from
the imported file.

o Read Surfaces (usemtl): Indicates whether surface statements are to be read from the imported
file.

e Read Material Library (mtllib & .mtl): Indicates whether the material library statement should be
read from the imported file and whether the supported statements in the material library file itself
should be read.

File > Export

Export BVH Files

The BVH Exporter Options dialog comes up when you select File > Export and choose the BioVision
(.bvh) export option.
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EVFL Esuupiar Lyijurs 1

Selected Figure: Victoria 3

Load Map Save Map

Selected Filetest.bwh

RRLE
Second Life Compatibility
Figure Modes | File nodes: E 'r_"
Sk hip B L
ElButtock  IButtack E
EiThigh  [Thigh E
Biskin  IShin E
EiFact [Faot E
Li... IMoe E
ErButtock rButtock E
ErThigh  rThigh E
Brshin rShin E
Erfoct rFoct E 'ﬂ
Accept cancel

The following options/fields are available:

Load Map: Enables a saved name mapping to be loaded and applied to the export. See "Import
BVH Files" for more on loading name mappings.

Save Map: Enables the current name mapping to be saved so it can be used for a future BVH
import or export. See "Import BVH Files" for more on saving name mappings.

Selected Figure: Shows the currently selected figure.
Selected File: Shows the file name where the animation will be sav