POSER DYNAMIC CLOTH DEMONSTRATION
USING M4 AND RDNA FREE GALABIA ROBE

AVAILABLE HERE: http://www.runtimedna.com/M4-Galabia.html

UNDER FIGURE, SELECT
INVERSE KINEMATICS,
AND UNCHECK BOTH LEGS

LOAD M4, AND WITH
BODY SELECTED,
CHOOSE DESIRED
TEXTURE AND

HAIR, LEAVING M4
IN ZERO POSE



http://www.runtimedna.com/M4-Galabia.html

CLICK CLOTH TAB
TO GO TO CLOTH ROOM

SELECT GOWN,
CHOOSE NEW SIMULATION,
AND CLICK OK
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SELECT CLOTHIFY,
MAKE SURE ROBE
IS SELECTED IN
CLOTHIFY BOX,
THEN CLICK
CLOTHIFY BUTTON
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"SELECT COLLIDE AGAINST,
BOX APPEARS
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SELECT ADD/REMOVE
AND SELECT OBJECTS
BOX APPEARS

IN SELECT OBJECTS BOX,
CHECHK ANY FART OF
M4 THAT MAY TOUCH

THE ROEBE DURING
MOVEMENT

HAMDS AND FEET ARE ONLY SELECTED IN CASES
OF VERY FULL ROBES, OR FOR PARTICULAR MOVEMENTS
L
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Select objects Select objects
Select collision objects Select collision objects
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CLOSE-UP VIEW OF SELECT OBJECTS
BOX, SCROLLED TO SHOW ALL THE

X-SELECTIONS TO BE CLICKED




Select objects
Select collision objects

= [€ @& Left Collar
= [ #E Left Shoulder
= [£] #E Left Forzarm
= [] #E Left Hand
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Select objects

Select collision objects
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CLOSE-UP VIEW OF SELECT OBJECTS
BOX, SCROLLED TO SHOW ALL THE

" Cancel |
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X-SELECTIONS TO BE CLICKED




AFTER CHECKING ALL NECESSARY COLLISION PARTS,
CLICK OK IN SELECT OBJECTS BOX, AND THEN CLICK OK
IN CLOTH COLLISION OBJECTS BOX
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PREPARING FOR CLOTH
SIMULATION, MAKE SURE
FRAME 115 SELECTED

WITH M4 STILL IN ZERD POSE
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MOVE ARROW TO FRAME 15,
SELECT M4 BODY, AND CHOOSE A
POSE, MODIFY POSE IF DESIRED
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SELECT CALCULATE SIMULATION
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SIMULATION PROGRESS E{JK WILL APPEAR,
M4 WILL MOVE FROM ZERO TO SELECTED POSE
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M4 MOVING DURING
SIMULATION PROGRESS
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M4 REACHING FRAME 15 AND SELECTED POSE
DURING SIMULATION PROGRESS
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ONCE SIMULATION HAS
COMPLETED, RETURN
TO POSE ROOM, AND
SELECT RENDER IN
ORDER TO SEE

FINAL RESULTS
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AFTER LEARNING THE
BASICS OF HANDLING
DYNAMIC CLOTH, BOTH
STILL SCENES AND
ANIMATIONS CAN BE
PLANNED USING
THESE SAME STEPS

| HOPE THIS DEMONSTRATION
WILL HELP YOU GET STARTED
USING POSER DYNAMIC CLOTH.
HAVE FUN!
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