Babel 1.0 rev 2 - [ Babel Denpl. pz3]

Found 2 figures and 4 props in Babel Denol. pz3

Fi gures

Pubi cHai r
Upper Eyebr ows
EyeBal |

Ski nBody

Fi ngernail s
Toenai |l s

Ni ppl es
EyeWiite
Pupi

Iris

Ski nHead

I nner Mout h
Tongue

Li ps
Nostrils
Teeth

Pubi cHai r
Upper Eyebr ows
EyeBal |

Ski nBody

Fi ngernails
Toenail s

Ni ppl es
EyeWite
Pupi

Iris

Ski nHead

I nner Mout h
Tongue

Li ps
Nostrils
Teeth

Eyebr ows

156/ 109/ 103

014/ 014/ 014
014/ 014/ 014
255/ 255/ 255

255/ 225/ 225
255/ 255/ 255
255/ 255/ 255
255/ 255/ 255

255/ 2471 247
255/ 255/ 255
255/ 255/ 255

255/ 225/ 225
255/ 255/ 255
255/ 255/ 255
255/ 255/ 255
255/ 255/ 255
255/ 255/ 255

255/ 255/ 255

255/ 255/ 255

Texture

edobody. j pg
edobody. j pg
edobody. | pg
edobody. j pg

000/ 000/ 000

000/ 000/ 000
000/ 000/ 000
000/ 000/ 000

000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000

000/ 000/ 000
000/ 000/ 000
000/ 000/ 000

000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000

000/ 000/ 000

000/ 000/ 000

edoeyesbrown. j pg
edoeyesbrown. j pg
edoeyesbrown. j pg

edohead. j
edohead. j
edohead. j
edohead. j
edohead. j
edohead. j

edohead. j

079/ 079/ 079

000/ 000/ 000
000/ 000/ 000
014/014/014

001/ 001/ 001
014/014/014
014/014/014
014/014/014

000/ 000/ 000
000/ 000/ 000
000/ 000/ 000

000/ 000/ 000
000/ 000/ 000
014/014/014
014/014/014
014/014/014
239/ 239/ 239

000/ 000/ 000

000/ 000/ 000

000- 000%

100- 100%
100- 100%
100- 100%

000- 000%
000- 000%
000- 000%
000- 000%

000- 000%
000- 000%
000- 000%

000- 000%
000- 000%
000- 000%
000- 000%
000- 000%
000- 000%

100- 100%

000- 100%

Tr anspar ency


CJC
1. Materials are first sorted first by map.

SkinBody, Fingernails, Toenails and Nipples use exactly the same Texture (edobody.jpg), Bump (none) and Transparency (none) maps so they can be combined into a single material in your rendering application.



CJC
SkinBody edobody.jpg

CJC
Fingernails

CJC
edobody.jpg Toenails edobody.

CJC
Nipples edobody.jpg

CJC
edobody.jpg

CJC
Lacrimal

CJC
PubicHair

CJC
UpperEyebrows

CJC
EyeBall

CJC
000-000%

CJC
100-100%

CJC
100-100%

CJC
100-100%

CJC
2. After the maps, materials are sorted by transparency value.

Lacrimal, Pubic Hair, UpperEyebrows and Eyeball all use the same maps (none) but Lacrimal is separate because it's transparency value is different than the others.

EyeBall is in this group but you'll probably want to make that a separate material in Grouper.



CJC
3. If the maps and transparency values are the same, materials are finally sorted by specularity value (Ks).

CJC
000/000/000

CJC
000/000/000

CJC
014/014/014

CJC
014/014/014

CJC
014/014/014

CJC
239/239

CJC
239/

CJC
?

CJC
?


Eyel ashes edohead. j pg eyel ashes. | pg

Map Locati ons

\runti me\t extures\ Stefyzz\ Edo\ edobody. j pg
\runti me\textures\ Stefyzz\ Edo\ edoeyesbr own. j pg
\runti me\t extures\ St ef yZZ\ Edo\ edohead. j pg
\runti me\textures\ Stefyzz\ Edo\ eyel ashes. j pg

Unr ef er enced

Previ ew

MB 19 Mst ache- Handl ebar W de
MB_ 20 Mst ache- Common

MB 22 Mst ache- Handl ebar
MB_23_Mst ache- Conmedi anUpper
MB 24 Mst ache- Conedi an

MB 21 Mst ache- CormonExt ended
MB 26 Mst ache- Thi nExt ended
MB 27 Goat ee- Ful |

MB_28_ Goat ee- Taper

MB 29 Goat ee- Chin

MB_30_ GCoat ee- Soul Pat ch
MB_31_ Coat ee- TaperV
MB_ 32 Goat ee- Chi nV
MB_33_Coat ee- Soul Pat chStri pe
MB_34_Goatee-Stri pe
MB_35_GCoat ee- Chi nVSt ri pe
MB_36_Goat ee-Stri pe
MB_37_VanDyke- Neck

MB 25 Mst ache-Thin
MB_38_VanDyke- NeckW de

MB 17 Mst ache- Ful |

MB 18 Mst ache- Ful | Ext ended
MB_16_Bear d- NeckLong

MB 02 Burns-PointMd
MB_13_Bear d- CheeksHi gh

MB_ 01 Burns- Hair Bl end
MB_06_Bur ns- LanmbChop
MB_07_Bur ns- Mut t onChop
MB_08_Bur ns- Mut t onChopW de
MB_09_Bur ns- Mut t onChoplLong
MB_10_Bur ns- Hol | ywoodi an
MB_11 Bur ns- Rever seVanDyke
MB 12 Bear d- Cheeks
MB_04_Bur ns- Squar eW de
MB_ 14 Bear d- Neck

MB_15 Bear d- NeckFul |
MB_03_Bur ns- Squar eM d
MB_05_Bur ns- Squar eLong

| anpBase

| anpFl aps

Props for BBN ck


CJC
These are materials defined in the Poser file, but never used. Babel lists them for reference but doesn't include any details.

CJC
Unreferenced ---------------------------- Preview MB_19_MStache-HandlebarWide MB_20_MStache-Common MB_22_MStache-Handlebar MB_23_MStache-ComedianUpper MB_24_MStache-Comedian MB_21_MStache-CommonExtended MB_26_MStache-ThinExtended MB_27_Goatee-Full MB_28_Goatee-Taper MB_29_Goatee-Chin MB_30_Goatee-SoulPatch MB_31_Goatee-TaperV MB_32_Goatee-ChinV MB_33_Goatee-SoulPatchStripe MB_34_Goatee-Stripe MB_35_Goatee-ChinVStripe MB_36_Goatee-Stripe MB_37_VanDyke-Neck MB_25_MStache-Thin MB_38_VanDyke-NeckWide MB_17_MStache-Full MB_18_MStache-FullExtended MB_16_Beard-NeckLong MB_02_Burns-PointMid MB_13_Beard-CheeksHigh MB_01_Burns-HairBlend MB_06_Burns-LambChop MB_07_Burns-MuttonChop MB_08_Burns-MuttonChopWide MB_09_Burns-MuttonChopLong MB_10_Burns-Hollywoodian MB_11_Burns-ReverseVanDyke MB_12_Beard-Cheeks MB_04_Burns-SquareWide MB_14_Beard-Neck MB_15_Beard-NeckFull MB_03_Burns-SquareMid MB_05_Burns-SquareLong lampBase lampFlaps


Props for

Previ ew

Pr evi ew

Map Locati ons

014/014/014 000/ 000/ 000 014/014/014 100-100%

Texture

Tr anspar ency

M2BodyTrHi . j pg

M2BodyTrHi . j pg

\runtine\textures\ DAZ\ Char act er s\ M | Man\ M2BodyTr Hi . j pg

BBNi ck

096/ 079/ 031 000/ 000/ 000 010/018/012 000-000%

142/ 142/ 142 000/ 000/ 000 014/014/014 100-100%
142/ 142/ 142 000/ 000/ 000 014/014/014 100-100%

Col ors Kd
Previ ew
Hai r
Base

Maps Texture
Previ ew hai rt ex0. j pg
Hai r hai rt ex0. j pg
Base

hai rt ex0. j pg

Transpar ency

hai rtextrans.jpg

hai rtextrans.jpg
hai rtextrans.jpg

\Runtine\textures\LQ LQ@Hai r\ hairtex0.jpg
\Runtine\textures\LQ LQHair\hairtextrans.jpg

Beard (BODY: 2)

MB_02_ Burns-PointM d
MB_03_Bur ns- SquareM d
MB_04_Bur ns- Squar eW de
MB_06_Bur ns- LanbChop
MB_07_Bur ns- Mut t onChop
MB_08_Bur ns- Mut t onChopW de
MB_05_Bur ns- Squar eLong
MB_10_Bur ns- Hol | ywoodi an
MB_11_ Bur ns- Rever seVanDyke
MB_ 12 Bear d- Cheeks
MB_09_Bur ns- Mut t onChopLong
MB_ 01 Burns- HairBl end
MB_15 Bear d- NeckFul |
MB_16_Bear d- NeckLong

MB_ 17 Mst ache- Ful |
MB_ 18 Mst ache- Ful | Ext ended
MB 19 Mst ache- Handl ebar W de
MB_ 20 Mst ache- Common

MB 21 Mst ache- CoomonExt ended

MB 22 Mst ache- Handl ebar
MB_23_Mst ache- Conmedi anUpper
MB_ 24 Mst ache- Conedi an

MB_ 25 Mst ache-Thin
MB_13_Bear d- CheeksHi gh

128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000
128/ 063/ 000

000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000

000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000
000/ 000/ 000

100- 100%
100- 100%
100- 100%
100- 100%
100- 100%
100- 100%
100- 100%
100- 100%
100- 100%
100- 100%
100- 100%
100- 100%
100- 100%
100- 100%
100- 100%
100- 100%
100- 100%
100- 100%
100- 100%
100- 100%
100- 100%
100- 100%
100- 100%
100- 100%


CJC
This is the good part. It's easy to see that all the maps and transparency values for the beard are the same so we can combine all these into a single material.

(this will change depending on which options for the beard you selected in Poser)

CJC
Each material for an object is listed twice. The first table shows it's color attributes and the second shows any maps.

Kd - Diffuse color
Ka - Ambient color
Ks - Specular color
Tr - Transparency range

CJC
Colors

CJC
Maps


MB_14_Bear d- Neck 128/ 063/ 000 000/ 000/ 000 000/ 000/ 000 100-100%
MB_28_Goat ee- Taper 128/ 063/ 000 000/ 000/ 000 000/ 000/ 000 100-100%
MB_29_GCoat ee-Chin 128/ 063/ 000 000/ 000/ 000 000/ 000/ 000 100-100%
MB_30_GCoat ee- Soul Pat ch 128/ 063/ 000 000/ 000/ 000 000/ 000/ 000 100-100%
MB_31_Goat ee- Taper V 128/ 063/ 000 000/ 000/ 000 000/ 000/ 000 100-100%
MB_32_Coat ee- Chi nV 128/ 063/ 000 000/ 000/ 000 000/ 000/ 000 100-100%
MB_33_GCoat ee- Soul Pat chStri pe 128/ 063/ 000 000/ 000/ 000 000/ 000/ 000 100-100%
MB_34_GCoat ee-Stri pe 128/ 063/ 000 000/ 000/ 000 000/ 000/ 000 100-100%
MB_35_GCoat ee- Chi nVStri pe 128/ 063/ 000 000/ 000/ 000 000/ 000/ 000 100-100%
MB_36_GCoat ee-Stri pe 128/ 063/ 000 000/ 000/ 000 000/ 000/ 000 100-100%
MB_37_VanDyke- Neck 128/ 063/ 000 000/ 000/ 000 000/ 000/ 000 100-100%
MB_38_VanDyke- NeckW de 128/ 063/ 000 000/ 000/ 000 000/ 000/ 000 100-100%
MB_26_Mst ache- Thi nExt ended 128/ 063/ 000 000/ 000/ 000 000/ 000/ 000 100-100%
MB_27_GCoat ee- Ful | 128/ 063/ 000 000/ 000/ 000 000/ 000/ 000 100-100%

Maps Texture Transpar ency

MB_02_ Burns-PointMd M2_bear dM j pg M2_bear dTr. | pg
MB_03_Bur ns- Squar eM d M2_bear dM j pg M2_bear dTr. | pg
MB_04_Bur ns- Squar eW de M2_bear dM j pg M2_bear dTr. | pg
MB_06_Bur ns- LanbChop M2_bear dM j pg M2_bear dTr. | pg
MB_07_Bur ns- Mutt onChop M2_bear dM j pg M2_bear dTr. | pg
MB_08_ Bur ns- Mutt onChopW de M2_bear dM j pg M2_bear dTr. | pg
MB_05_Bur ns- Squar eLong M2_bear dM j pg M2_bear dTr. | pg
MB_10_Bur ns- Hol | ywoodi an M2_bear dM j pg M2_bear dTr. | pg
MB_11 Bur ns- Rever seVanDyke M2_bear dM j pg M2_bear dTr. | pg
MB_12 Bear d- Cheeks M2_bear dM j pg M2_bear dTr. | pg
MB_09_Bur ns- Mutt onChoplLong M2_bear dM j pg M2_bear dTr. | pg
MB_01_ Bur ns- Hai r Bl end M2_bear dM j pg M2_bear dTr. | pg
MB_15 Bear d- NeckFul | M2_bear dM j pg M2_bear dTr. | pg
MB_16_ Bear d- NeckLong M2_bear dM j pg M2_bear dTr. | pg
MB_17_ Mst ache- Ful | M2_bear dM j pg M2_bear dTr. | pg
MB_18 Mst ache- Ful | Ext ended M2_bear dM j pg M2_bear dTr. | pg
MB_19 Mst ache- Handl ebar Wde M2_beardM j pg M2_bear dTr. | pg
MB_20_Mst ache- Conmon M2_bear dM j pg M2_bear dTr. | pg
MB_21 Mst ache- ConmonExt ended M2_bear dM j pg M2_bear dTr. | pg
MB_22 Mst ache- Handl ebar M2_bear dM j pg M2_beardTr. | pg
MB_23_ Mst ache- Conedi anUpper M2_bear dM j pg M2_beardTr. | pg
MB_24 Mst ache- Conedi an M2_bear dM j pg M2_beardTr. | pg
MB_25 Mst ache-Thi n M2_bear dM j pg M2_beardTr. | pg
MB_13_ Bear d- CheeksHi gh M2_bear dM j pg M2_beardTr. | pg
MB_14 Bear d- Neck M2_bear dM j pg M2_beardTr. | pg
MB_28 Goat ee- Taper M2_bear dM j pg M2_beardTr. | pg
MB_29 Goat ee- Chin M2_bear dM j pg M2_beardTr. | pg
MB_30_Goat ee- Soul Pat ch M2_bear dM j pg M2_beardTr. | pg
MB_31_ Goat ee- TaperV M2_bear dM j pg M2_beardTr. | pg
MB_32_Goat ee- Chi nV M2_bear dM j pg M2_beardTr. | pg
MB_33_Goat ee- Soul Pat chStri pe M2_beardM j pg M2_beardTr. | pg
MB_34 Goatee-Stri pe M2_bear dM j pg M2_beardTr. | pg
MB_35_Goat ee- Chi nVStri pe M2_bear dM j pg M2_beardTr. | pg
MB_36_Goat ee-Stri pe M2_bear dM j pg M2_beardTr. | pg
MB_37_VanDyke- Neck M2_bear dM j pg M2_bear dTr. | pg
MB_38_ VanDyke- NeckW de M2_bear dM j pg M2_bear dTr. | pg
MB_26_Mst ache- Thi nExt ended M2_bear dM j pg M2_bear dTr. | pg
MB_27_ Goat ee- Ful | M2_bear dM j pg M2_bear dTr. | pg

Map Locati ons

\ Runt i me\ t ext ur es\ DAZ\ Hai r\ M | Man\ M2_bear dTr. j pg
\runti me\ 1 extures\ DAZ\ Hai r\ M | Man\ M2_bear dM j pg

Unr ef er enced


CJC
These are the paths to the referenced map files as Poser stores them. 

They can be either; relative to the \runtime directory, relative to the \runtime textures directory, or an absolute path.

When copying maps, Babel searches for the files in these directories.

CJC
\Runtime\textures\DAZ\Hair\MilMan\M2_beardTr.jpg \runtime\textures\DAZ\Hair\MilMan\M2_beardM.jpg


Iris
Pupi |
EyeWite

Unpar ent ed Props

Col ors Kd Ka Ks Tr

Preview 204/ 204/ 204 000/ 000/ 000 000/ 000/ 000 000- 000%

Maps Texture Bunp Transpar ency
Preview  Gound Default Texture.tif

Map Locati ons

G ound Default Texture.tif

square_1 (square_1)

Col ors Kd Ka Ks Tr
Preview  142/142/142 000/ 000/ 000 255/ 255/ 255 000-000%
Maps Texture Bunp Transpar ency
Preview  variOLjpg variOilb.jpg

Map Locati ons

C:. \ W ndows\ Deskt op\ vari O1L. j pg
C. \ W ndows\ Deskt op\ vari O1Lb. j pg


CJC
Objects in a Poser scene are listed and indented by:

1. Figure
2. Props parented to a figure
3. Unparented props

CJC
Unparented Props




