
 

Modelling Tutorial 

for Poser 7  
by Archangel 

 
based on my unfinished Angelina J character version 2 ( still 

quite a work to do )  
 

 

1. TOOLS - done 

 
-  Poser 7 or later ï previous versions have no mesh direct edit 

tool.  

-  ACDSee or any external picture view er. Not obligatory. See 

chapter 4  

-  Any 3D software with good rendering engine that can import 

Poser .PZ3 files or Lightwave or .OBJ that can be exported out. 

That is because Poserôs 7 rendering engine is still crap ï 10 

years behind the competition. I per sonally use 3DMax with VRay 

plug - in as rendering engine. For importing .OBJ files to 3DMax I 

have another plug - in :  Obj2Max . It can be downloaded for free on 

http://www.habware.at/duck.htm   If you find Poserôs renderings 

satisfactory ï God bless you and never mind:)  

-  Photoshop or any appl. for editing pictures. See chapter 5  

  

2. POSER 7 ENVIRONMENT 
 

I assume that you have basic knowledge of Poser and narrow 

following part to most important details for us.  

Following tutorial refers only to the face as the most difficult 

element.  

 

OVERVIEW 

Your primary editing tools will be MORPH / CREATE tool and 

Parameter Dials :  

http://www.habware.at/duck.htm


 

-  MORPH / CREATE tool -  basic technique with Pull/Screen 

modifying elements within  their edge on the screen (see pink 

arrows on pic1) I found it most comfortable with  Magnitude at 

0.0100  (0.0050 for close - up details) , no Stroke, Mesh Displa y on 

-  see better the shape. I r arely use Pull - Push/Surface. For 

using Group see TIPS  below . For Smoothing set M agnitude at 

0.5000. Smoothing is a nice feature but unfortunately sometimes 

it can't get mirrored. Of course you may find your own settings 

working better for you.  

-  RENDERING -  For editing purposes I recommend setting (black 

arrow at top right corner of P review window  / Rendering 

Settings ) for Preview mode with An t ialias and 2048 res display. 

As I expressed before Poser's rendering engine is crap and it 

would be a waste of time waiting for smth sometimes worse from 

the preview (with best display option).  

 

 

 



TIPS  

-  keep your figure zeroed -  no pose and orientated as default. 

Makes your life easier  

-  before start check if after a change with MORPHING TOOL the 

UNDO works  

-  Save each stage in Library / Figures ( click on the + at the 

bottom ). This creates 3 fil es in Runtime/Libraries/Character 

.cr2 .pmd .png which along with relevant textures make 

inde pend ent  Figure and to my knowledge you don't need Victoria4 

and characters anymore. Later on the next session you just 

import  last saved figure from Library / Figu res  

-  MORPHING TOOL / CREATE -  Mirror does not work for some reason 

correctly causing  some distortion:  

 
It might be Poser's bug or it doesn't like Victoria 4. The best 

approach is to work ONLY on one side of the face and mirror 

changes into another side(+ X to - X = left model ôs side to 

right). If you mirrored from other side you would simply copy 

the distortions. It will look rubbish for the time being but 

don't bother smoothing or repairing distortion ( except 

temporary ones for previews ) as it will come back after the 

next Mirror operation. Therefore you have to deal with 

distortions at the very end -  after last Mirror. I noticed that 

although in Poser some elements looked perfectly smooth after I 

imported the model (as .OBJ) in 3DMax they were pretty rou gh 

like s**t  on one side of the face. I had to come back to Poser 

and re - Smooth smooth like surfaces referring to picture from 

3DMax. So check your work in similar way before the final nail. 

The other way is to save your changes as Morph Target and import 

it. See next TIP  

-  when undo does not work in mor phing (when your morph gets too 

big -  you need to create a new one) -  set custom morph and 

community morph ( for inst. Lara ) to 0, export (only face) as 

obj. file ( your future morph target ), delete figure  without 

saving, put the figure in again, (in Head) load your morph 



target (obj. file), set it on 1, delete Custom_morph1 and 

community morph (at the bottom of parameters window), start 

using Morphing Tool and you'll see new Custom_Morph. Downside -  

overal l propo r tions will change and you have to adjust the whole 

face.  

-  set face camera parameters ( once that you mai nly use it for 

editing ) -  HITHER on 0 -  enables close up editing  

-  if you want any body part to di sappear: Window/Hierarchy 

editor -  switch an y part (for inst. eyes) off  

-  Render settings -  set Texture Display to highest -  much better 

preview -  if your graphic card can  

-  While editing eyes -  eye lashes often obstruct the work on 

eyes -  it would be nice to hide them:  

 1. In GROUP EDITOR create 2  separate groups: 1 for eyelashes 

( "Eyel" ) and 1 for the rest of the head "Head rest" ( use 

buttons ADD NEW MATERIAL and INVERT )  

 2. Export Head as A.obj with option "As Morph Target"  

 3. in MORPHING TOOL / CREATE tick GROUP on ( choose "Eyel" 

), with R adius 1 move Eyelashes inside the head  

 4. Export Head as B.obj with option "As Morph Target"  

 5. In Head properties Load Morph Target -  A.obj and set on -

1 

 6. In Head properties Load Morph Target -  B.obj and set on 1  

 7. Edit the face but remember to hav e in MORPHING TOOL / 

CREATE / GROUP "Head rest" chosen on  

 8. When finish whole editing simply delete these two Morphs  

 9. After all edit/adjust eyelashes if necessary ( having 

"Eyel" on in GROUP )  

-  for better reading of the 3D shape you can use a section  

through it -  set HITHER to ~200 and move camera closer  

-  useful: Edit / Memori ze Camera, Figure, Lights to undo some 

scene elements  

 

 

 

 

 

 

 



3. APPROACH 
 

I recommend starting from a character most similar to one you 

want to make. In practice it may mean reshaping  something only 

claiming to be the one ( Brit, Jessi, Lara and so on from 

Renderosity ) -  crappy, nasty 3D creatures;) Otherwise work on 

Figure with very dense mesh like Victoria 4 instead of V1,2 or 

3. In some details I found V4 too rough though this one o f the 

best you can get now. On the other hand dense mesh slows the 

comp: \  

 

 

Firstly change general proportions, move eyes, mouth etc. to the 

righ position. Then change their propo r tions and details. You 

can rely at the beginning  only on side and front phot os of real 

person. At the first stage I strongly recommend using PARAMETERS 

dials or MORPH / COMBINE tool to do so (see pic1). It is much 

quicker, less complicated and you can come back to some previous 

settings easily. Be sure to have all Morphs installed  (eg . 

Victoria 4.2 Morphs while working on Victoria 4).  

In the next stage use MORHING TOOL / CREATE. Use photos from 

different angles. At last stage when your model gets a 

satisfactory shape and details switch to the most sophisticated 

method -  overla ppin g original pictures and renderings (see next 

chapter). You can use it sporadically before but in t erms of 

time it is most efficient at the end.  

This schedule: compare, edit, compare from another angle, edit 

and so on you will repeat many times until get bo red. At that 

point stop working and take a break;)  

 
 

4. COMPARING ORIGINAL PERSON FROM 

PHOTOS TO 3D MODEL - very 

important 
 

The way to find the difference and be able to "see" it in 3D  

canôt be overvalued. This is even more important then technical 

editing . If you can't say what is the difference between them 

you have to stop your work: \  This ability you can develop the 

best by drawing people from life, especially portraits in our 

case. Here I will try to help how to crack it but I warn you: 

this is the CORE of the whole proce ss . By the way remember that 



any slightest expression may change the s hape of the face 

therefore in t erms of actual 3D shape same person usually is 

different on each photograph unless is dead:) Ideal would be 

stone faced, still person p hotographed from different angles 

with the same lenses and light. Just a dream ï never happens. 

Try to work on those least expressive. The problem gets bigger 

when you add aging, fatting /slimming  factor and miracles of 

plastic surgery. Working on Angelina J I started to question 

genuineness of her famous ( face : ) lips  , nose etc. If you 

compare to her young face they are a little bit different -  

chubbier but that must be due to the age. Now I think that 

generally they are genuine with possible some small tin y 

corrections.  

 

They are 3 basic ways of handling reference photos while 

comparing:  

-  casual -  in the w indow of separate application eg . Windows 

Picture Viewer. Any application like ACDSee is much better, 

flexible and most important its window can stay on the top of 

current Poser appl in use :   

 
 



-  put in the backround of Poser -  recommended for side photos 

easy to edit and compare. File / Import / Background picture 

then Display / Show Background Picture. For better visibility of 

the contour switch Document  Display Style into Outline :   

 
You can clearly see differenc es highlighted with pink. After 

general edits repeat it with a crop from the same photo eq. from 

mouth to eyes. You will be able to work then on detail level.   

-  overla pping pictures -  having a reference photo set a right 

angle of the camera (see next point) and relevant position of 

eyes -  important. Export a rendered picture and open both in 

Photoshop like application. Overlap them and adjust the size and 

angle of one of them ( more useful origi nal one cause you won't 

have to do it again with your next render). Reducing opacity to 

50% may help. Try to find some reference points like eyes mouth 

or chin that should be exactly at the same position. Now all 



truth has been revealed -  all discrepancies  are clear however 

leave some space for expressi on/aging/surgery Factor. Memoriz e 

the position of the camera and after changes to the model repeat 

the same procedure.  

 

COMPARING TECHNIQUES:  

-  side photos -  focus on the outline (see working with 

Back ground  Picture) but also assess the right position and shape 

of eyes, brows and ears. Ears are important for setting the 

right angle for other photos especially from a bit above. Once 

you have them right you are more confident of the camera's 

position. Pay some attention to the neck. Unfortunately most of 

side photos are not exactly side ones and unless you are sure 

don't use Right/Left camera. Adjust Face camera to get similar 

angle.    

-  front photos -  easy  

-  angled photos -  this is where you really work. Firs tly 

comparing to reference photo make sure that the camera's angle 

is correct. Eyes and mouth horizontal eyes and ears are very 

helpful here.  Even when you seem to have eye  line correct it 

might  not -  you may still have to adjust Roll :  

 



Besides don't forg et about right Focal (see in Parameters) as it 

is likely that different photos were taken with different lenses 

what obviously affects the shape of the face :  

 
Having said before to edit only one side of the face you may 

find useful mirroring camera's posi tion adding or removing " - " 

minus in Roll and Yaw parameters. Have a look at the picture 

above. Imagine that you work on her left side. You see smth is 

wrong with her right mouth corner. You can't change it directly 

because you work on the other side. Mirr or camera as described, 

mirror original reference photo and you can go ahead.  

While comparing focus on edges of details, their lines. To make 

things easier try to keep both photos at the same zoom.  More 

advanced -  try to visualiz e some characteristic point s (in blue 

on the pic) as they belong to one common figure. Then compare it 

to original photo. The shape of this imagina ry figure s should be 

exactly the same. I hope you can see a difference :  



 
I pointed in red at some small discrepancies to be amend ed to 

give you an idea. Even after so long work they are some obvious 

mistakes  that you donôt notice. That happens when you amend one 

thing -  you may ruin another visible from different angle.  

In some cases you may prefer approach based on shape read from 

shado w. The light arrangement must be possibly similar to 

referenced photo (as in other cases).  

 

 

 

 

 

 

 

 

 

 

 

 

 



Here use -  MORPH / CREATE tool Push - Pull/Surface :  

 

 

 
Unfortunately at most arranged HQ celebrity photos the so urce of 

light is extremely softened because that way peo ple look 

prettier, no wrinkles and with a clever make - up they can hide 

some mistakes of mother nature. Therefore this technique canôt 

be applied every time.  

 

While editing details like nose use good close up -  you can see 

better then -  HQ pics are really u seful here.  

 

 

 

 

 

 

 

 



5. TEXTURES 

 

In most cases to start any work on textures you need a Template 

one  that shows the mesh óunwrappedô. Also itôs very useful to 

have the model open in Poser 7 or render of a mesh to see how 

the changes will be mapped on actual 3D model.  

For the sake of clarity I removed some mesh around the mouth on 

Template texture.  

Making LIPS will be a good example. Here I used Photoshop CS. As 

you can see to make a genuine nice ones I used HQ glamour photo 

of Angelina, pasted it into original t exture (on different 

layer). The bigger ori ginal photo you have the better:  

 
Next step you have to add the Template texture over them. In 

layers window right click on it and choose Blending Options. 

They are two gradient bars at the bottom. Move a small w hite 

triangle at upper one towards left to make all white 

transparent. Come back to layer window and change Templateôs 

opacity to ~30%. Adjust the size and position of pasted lips to 

the template mesh. Cut out separately lower and upper lip and 

position th em like on the picture. Donôt change size of any of 

the lips in relation to the ot her as they will look unnatural:  



 
Now use  Filter / Liquify tool to adjust the shape of each lip. 

Tick Show Backdrop on  to see other layers. Before you execute 

the change Tic k Show Backdrop off, turn Show Mesh on and try to 

make the liguify mesh more regular to suppress distortions:  

 



You can save the liguify change and apply it on any selected 

area.  This way exactly what you do to Diffuse ( colored ) 

texture can be done to Bu mp ( blac k and white ) texture  while 

working on something else .  

You might balance the lightness of two lips as usually the upper 

one is often darker on pictures . We want to have them similar.  

After some tweaks  the result should look somewhere near  this:  

 
Save as JPEG. Merge all lips layers and add to bump (BMP) 

texture. Desaturate it and add some wrinkles in black if 

necessary:  

 



   

----------------------------------------------------------------

------------------------------------------  

 

One note ab out eyes. Unfortunately morphs in Victori a do not 

follow natural behavio r of eyes while moving side to side and up 

-  down. This is obviously due to its complexity but it makes 

model expressions less natural. For instance when looking to 

side the eyelids ar e opened slightly wider where the iris is. In 

Poser it is static. As the result for a good effect you have to 

adjust ev en eyelids for each different glance. Anyhow I guess 

that it is the problem of ov er  perfectionists like me ;)  

 

 

 

 

-  first Golden Rule -  "d on't edit changing something just 

slightly. Change it EXACTLY how i t  should be". I know from my 

experience as a teacher of drawing that people's mind is afraid 

to change what it made before and therefore they change things 

just half way or less. Keep it al ways in mind!  

-  second Golden Rule -  "never too much comparing". If your eyes 

are tired you may come back later and try compare the model with 

different photos from the same or different angles. I bet that 

you will notice the discrepancies. Yeah, it is nev er - endi ng 

process that you have to stop somewhere;)  

-  third Golden Rule -  Don't relay only on my hints. Be open to 

your own ways try to find solutions yourself as I did  

 

 

 

 

Any questions, comments send to arch angelxxxx@gmail.com   

 

Good luck!  

 

Archangel  
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