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The settings ...



Poser 7 , ZBrush 3.1 & Victoria 4.1

| work with Poser and one day | discovered ZBrush .The first steps were pretty hard

3D software but once you understood the way it works you can only get amazed by this new intuitive way of

doing 3D .

I have compiled in this tutorial all the settings for those two software in order to make them work together

correctly to make your own morphs for Poser ; | have also put the settings for Victoria 4.1 because it seems

that she is not a piece of cake neither éThose settings
for earlier versions of Poser but | haveno6t tested them
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THE MAIN SETTINGS :

* Poser 7 SR2

Edit>>General Preferences i Misc. iunc heck

bi nary mor ph itthkisrogtientckeckéd causes a lot of

trouble with injecting morphs

* ZBrush 3.1 and the free plug - in PoserScaler

http://www.zbrushcentral.com/zbc/showthread.php?t=49815

fiuse

General Preferences

Document Interface Library Render
Save Files Software Update
£ Use file compression [ Check for updates
on launch
[l Use external binary
e X morph targets _Checknow |
Temp Files
Path:  C:\Users\CHRIST~1\AppData\Local\Temp\Poser 7
and i Change J _Reset )
Python

Ediror:

(free registration

required )

('no need to use an external software as ObjScaler to do the scaling )
You must do that in ZBrush 0 instead of importing

small , and the import

Here are my ( default ) settings of
import 1 exportin ZBrush
They work fine for me i atleast to make

morphs for Poser .

- exporting directly

- export in ZBrush causes a slight displacement that is quite visible in Poser.

Init ZBrush

Gonfig
Quick Info
Hotkeys
Interface
Custom Ul
Icolors
Picker
Mem
Marker
2sphere

Zscript

iFlipx
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iSwitch¥z  eSwitch¥?
Import Mat As Groups
Group Nsided Polys
NormalMapFlip®
NormalMapFlip?
NormalMapFlipZ
NormalMapFlipXY

NormalMapFlipvert

Draw
Tablet
Performance
Edit

Transpose

- it looks like no other

8 because objects from Poser are very

Tool
Load Tool |Save As
Imp Export
Clone | Make PalyMeshzD
PolyMesh3D. 42 R

=
w

SubTool
Layers
Geometry
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Deformation
Masking
Polygroups
Texture
Morph Target
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Unified Skin

Display Properties

rrg Add
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Export
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http://www.zbrushcentral.com/zbc/showthread.php?t=49815

Load your V4.1 .

Turn the IK off and zero your figure .
You may use some dials  if youwant, as a
startingpoint ii n this case itos
on the |lips .This is why

original bIMilWom_v4b.ob;j .

Turn the IK off

Inverse Kinematics". You will note (with most models) that the inverse

: Go to the Figure drop - down menu and select "Use
kinematics is checked for the left and right legs. You should uncheck

both of them before continuing.

Zero your figure  : After you've unchecked the Inverse Kinematics,
you need to select your figure and then select "Body" in the drop -

down menu next to it so that the figure's body is activated. Go to your
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Window drop - down menu and open up the Joint Editor then click on

the « Zero Figure » button.
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And here are the export options to check :

As Morph Target
Include body part names in polygon groups

Include existing groups in polygon groups

Export >>wavefront OBJ>>single frame
Uncheck Ground and Universe
Check Victoria 4 all

Export Options
Export object groups for each body part
[E) Weld body part seams
i@ As Morph Target (no world transformations)

i Include body part names in polygon groups
1| Use exact internal names except spaces

|1} Include figure names in polygon goups
[ Include existing groups in polygon groups

| prefer to export from Poser the entire body even if | do only a head morph .

That solves all the troubles of transition between the morphed and non

of the body .

Name it an save it as you wish .

- morphed parts



