
Poser and World Builder integration
In these tutorials we do not describe basic World Builder operations like creating
skeletons, or animating objects. For introductory tutorials please refer to your getting
started guide. Also we suggest that you refer to Poser manual for more details on Poser
related issues.

Basics

Stage 1. Export of animated Poser models into World Builder
We will use animated horse trot, which is coming with Poser 4 disk.

Step 1. Load the file “Poser/extras/sample files/Heather Dunnigan/horse trot.pz3”.

Step 2. Set loop interpolation to on.

Step 3. Select command File | Export | Wavefront OBJ…

Step 4. Select Multi-frame export in the appeared dialog. Leave the frame range as is.

Step 5. In the Hierarchy selection dialog you have to uncheck GROUND object.

Note. If you leave GROUND object checked, it will be exported together with the horse
model. In WB, if model is imported with certain options, you might have no means to
remove GROUND or detach it from the horse model. So we suggest excluding it from the
very beginning.

Step 6. Next a file dialog will appear. Select location and a name for the exported model.
Let’s assume we export it into d:\awb30\PoserMeshes\horse.obj. Poser will automatically
add numbers to the file name.

Make sure that you have enough room on your disk for export operation – for a long
sequence you might need considerable disk space.

After you press Ok in the file dialog you will have to wait a little bit while Poser goes
through the entire sequence and saves obj files.

Stage 2. Import of animated Poser model into World Builder
We suggest that you start WB with the pre-built template scene that already contains flat
terrain surface, camera, light and the ambient light is set to some reasonable value.

Step 1. Select command File | Import | Poser Object…

Step 2. In the file dialog select the first one of the created obj files. In our case it will be
horse_0.obj.



Step 3. A new dialog with import options will appear.
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Complete description of import options will appear in the manual; here we will discuss
only few of them.

- Import entire object. If unchecked you will have an option to select what parts of
the object to import from the list to the right.

- Rotate model. Poser axis Z is oriented horizontally while in World Builder it faces
up. Check this option on to rotate Z of Poser model up on import.

Other options should be left as suggested by default. Sometimes in quite rare situations
you might need “Unify normals” checked to eliminate artifacts on the imported model.

In most cases however default options work perfectly, so we will leave the OBJ import
settings as is.

Step 4. Usually on the first import of Poser object your redirection is not set to include
Poser textures into the search paths. When World Builder can’t find textures it prompts
you to select the path to the textures that it can’t find. Make sure that you select right
texture in the right folder otherwise the model will import incorrectly. Also keep “Include
path into redirection” checked on so that next time you will have less manual work to do
to complete the import.

When you select all options and textures, World Builder will read entire sequence of the
obj files.

Step 5. After the import will be completed you will have a Poser object in WB scene with
one area attached to it. Here are properties of the object and area.



Figure 2

On the Poser Animation property page you can turn on and off loop option. In our case
we want the trot looped so we could set arbitrary long animation range in World Builder.

Use temporary files is an option existing mainly for compatibility with earlier builds and
should be used with caution – instead of using virtual memory World Builder will swap
animation data into temp folder defined on your system. Make sure that you have enough
space on the disk where temp folder is located when you use this option.

To replace texture maps you can use material properties. Material can be found in the
area attached to the Poser object. Formally you can define new areas on Poser object but
in the current version results could be unpredictable.



Note. When you change texture map outside World Builder while the project referencing
the map is loaded, you can use Reload button on the Map property page – see right screen
shot.

Stage 3. Animating translation for Poser object in World Builder
Imported object is animated but it is not moving according to the animation. You have to
animate translation of the horse model manually. Follow the standard procedure that we
describe here in brief only. Please refer to quick start guide for more details.

Step 1. Select horse_0 object

Step 2. Switch to the move mode - use icon on the top toolbar for that

Step 3. Turn on Auto key mode – click on the icon in the right lower corner.
When you are in Auto key mode the icon changes color to red.

Step 4. Move object to the desired initial location while World Builder remains in frame
0.

Step 5. Move time slider into the last frame of animation.

Step 6. Move the model into the final location while remaining in the last frame.

Replay animation to make sure that the model is aligned with the terrain surface and that
hooves do not slide along it. If you have this sliding effect, adjust final or initial position
of the model. Remember that you need to be in Auto key mode so that changes apply to
the key frames.

Now with the horse animated an properly placed into the scene you can build the rest of
the scene.

Some tips

We suggest that you always start with animating object in Poser and bringing it into the
default scene into World Builder. If you start with World Builder scene you might end up
having hard time to fit animated object into the ready scene. It is easier to build scene
around the object rather that tweak animation to fit the scene.

To keep flat region along the object trajectory you can use closed skeleton on the zero
level. The skeleton should enclose the path. To make this technique work you should
avoid intersection of this enclosing skeleton with other skeletons (this is also true in case
of general skeletons) and also you should not place other non-flat skeletons into the
enclosed region.



Another way keep area flat is to use flat 3ds mesh as a footprint. With 3ds mesh you can
also profile terrain to fit the shape of the 3ds object. So if the 3ds mesh is a prop from
Poser, say a staircase, or mesh strip representing a trail, then you can import this object
too, use it as a footprint and, provided WB terrain has high enough resolution, it will snap
to the prop. We will discuss this more advanced technique in the upcoming tutorials.

Right after importing the model you should tweak lighting so that models looks right.
You can change ambient light intensity and color as well as directional light intensity and
color. Also if you plan to use File Response emulation filter then you have to add it at
this stage since it changes the appearance of the objects considerably. The same applies
to RGB levels filter. Tweaking lighting is easier than going through the numerous
material properties of the imported object. Also it ensures that you will have the same
appearance for the re-imported object.


