P

AVATAR EDITOR USER MANUAL
Version 1.3 - August 2022

NextOS.ai 2022 — English

www.nextos.ai



INTRODUCTION
D-Talks! Editor 23 Frames Render — Central 5x5 Position
The Daz3D Posing Pre-Set File
D-Talks!! and Daz3D character compatibility
D-Talks!! and DAZ3D FACIAL ANIMATION FILES
OPENING YOU DAZ CHARACTER IN DAZ STUDIO
Placing our Avatar in the correct final position
Moving throughout the Animations Frames
Fixing the lighting inside the mouth.
Making the eyes look straight into the camera.
RENDERING SETTINGS
Setting up the number of CPUs used for Rendering
Setting up a preview rendering option:
Transparent Background
General Render Menu Option
Setting up our final rendering options
Render Mode Menu Option
Progressive Rendering Options
Tone Mapping Rendering Options
Environment Rendering Options
Final Rendering Images
POST-PRODUCTION
Fixing Brightness and Contrast.
Time to compare Before and After
Batch Processing

D-Talks! AVATAR STUDIO INTERFACE

MAKING MONEY BY BECOMING AN AVATAR ARTIST PARTNER

FINAL WORDS

Page | 2

10

14
17
19
20
22
24
27
28
30
30
30
33
33
34
35
38
40
50
48
50
59
65

66



1. INTRODUCTION
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NextOS.ai D-Talks! Avatar Editor is an application that allows users to create custom

talking Avatars to work with the D-Talks! Al chatbot system.

This editor assembles several pre-rendered 2D images (sprites) generated with

DAZ3D Studio Software.

Using pre-rendered images or “sprites” has many advantages over using a real-time

3D engine:

+ Achieving photo-realistic characters

% Running realistic avatars in older computers
< Avatars can be created in a question of a few hours

« Possibility to do post-working to improve lighting, sharpness, color, and
shadows with software like Photoshop.

+ The right to use any DAZ Character from any vendor without paying royalties
because we do not distribute the .obj, mesh or any other character’s 3D asset.

Even with today’s high-end computers, it is very hard to achieve the same realism we
do by using real-time 3D applications and game engines.

The D-Talks! Works with a Matrix of 1x1 or 9x9 cells, where each cell has 23 frames for
the mouth, eyes, and expression animations. The only variation from cell to cell is the
bending, twist, and side-side of the character’s head and neck.
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Using the 9x9 matrix, we can achieve more realism because the Avatar will have a
random head animation, but we don’t recommend using this matrix because of the
long time required to render all 2D images.

Multiplying 9x9 equals 81 cells. Each matrix cell has 23 frames, we multiply 81x23
which equals 1863 images. In an average computer, using average render quality, it
takes approximately 10 to 30 minutes to render each frame, leading us to wait weeks
to have all images rendered.

Therefore, we recommend using the more straightforward and faster matrix, which is
the 1x1 cell format, and this is the matrix we will initially use within D-Talks! Editor. Using
this method, we only need to render 23 frames to create a new avatar. The drawback
of this method is that we don’t have the idle head movement while the Avatar is
talking or in an idle state. Most people will find this method satisfactory.

| | |
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Using the central Matrix Cell to render only 23 frames.



D-Talks! Editor 23 Frames Render — Central 5x5 Position
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Each image or frame has the

render engine.

IMAGE O - FALF NORMAL

IMAGEOTO 5

IMAGE 6 70 10

IMAGEII TO 15

IMAGFE 16 70 20

IMAGE 21 10 23

Avatar with different eyes, mouth, brows, and
expressions to assemble the final animated Avatar to run within the D-Talks! Real-time
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Using the central 5x5 matrix cell, we have the Avatar always looking towards the user
without random neck animations.

Tip: Although it is not a requirement for users to know how to use DAZ3D Studio
software to create a new Avatar, it is recommended to take some time to get to know
DAZ3D Studio and its basic features. Although it’s not a requirement, it will help if you
are familiar with basic notions of lighting, posing, and textures to use this Editor, we
will guide you step by step in this tutorial, and we will soon offer video courses about
it. Also, there are a good number of tutorials available on the DAZ3D website.
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The Daz3d Posing Pre-Set File

Within D-Talks!, there will be a DAZ Studio .duf pose file pre-set with all 23 head
positions. We chose the DAZ Studio software because it’s not only free but offers a
huge collection of different character morphs, hair, clothing, and makeup. It also offers
one of the best render engines to achieve photo-realism without being an expert.
Finally, DAZ Studio has a great community of users, and its Store frequently offers
promotions, sales, and new items.

This file can be found in your D-Talks! installation folder:
\dtalks\modules\avatarstudio\matrix

Files name:

“DTalks Female Gen 8 23 Frames.duf” (to use with the DAZ3D Genesis 8 female)
“DTalks Male Gen 8 23 Frames.duf” (to use with the DAZ3D Genesis 8 male)
“Dtalks Vic 4.2 23 Frames.duf” (to use with the DAZ3D Vic 4.2 female)

We will get back to these files later in this tutorial.

D-Talks!! and DAZ3D compatibility

NextOS.ai D-Talks! can works with the Genesis 8 version as this version has a huge
collection of clothing, hair, textures, face, and body morphs.

D-Talks!” comes with a Posing pre-set animation morph file (.duf) to use in DAZ3D
Studio and Genesis 8 and Victoria 4.2. Additional character versions will be added
shortly. This file sets up the Genesis 8 female and Genesis 8 male with the 23 frames
needed by our D-Talks!. Each frame modifies the character's mouth, eyes, brows, and
face.

2. NEXTOS DAZ3D FACIAL ANIMATION FILES

Now that you have spent a good amount of time creating and customizing your
DAZ3D Avatar, it's time to give life to it, and convert it to the D-Talks! format.
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We need to add the animation file, which has the 23 frames, each having a different
mouth, eyes, and brows necessary for the final face animation lip-syncing.

Open a new Windows File Explorer Window and navigate to the “My DAZ 3D Library”,
which you can find in the directory you install the DAZ3D application.

In my case, it's located in “C:\DTalks\Applications\Data\DAZ 3D\My DAZ 3D Library”

Navigate to the folder “C:\DTalks\Applications\Data\DAZ 3D\My DAZ 3D
Library\People\Genesis 8 Female\Poses\”

Click on the upper menu option “New folder”.

] . = | C:\Daz 3D\Applications\Data\DAZ 3D\My DAZ 3D Library\People\Genesis 8 Female\Poses

File Home Share View

New item ~ 0 Open
= | & v E

il Easy access ~ B cait
Delete Rename = New Properties

folder W5 History BN Invert selection

New Open Select
New folder (Ctrl+Shift+N)
Create a new folder.
Name ¥ Date modified Type
v I Applications B Basc Poses 12-Sep-21 3:20 AM File folder
B 64-bit
v | pata
v [ pAZ3D
B InstallManager
v [ My DAZ 3D Library
B aniBlocks
B Animals
B data

B Light Presets

I Characters
B Clothing
B Developer kit
B Hair
B Materials
v [ Poses
B Base Poses

B Genesis 8 Male

B Runtime

B Scenes

B Scripts

[l Shader Presets
B DAZ Assets

B Denise

1item |

Type “D-Talks!” for the new folder’s name.
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[ | B- az 3D\Applications\Data\DAZ 3D\My DAZ 3D Library\People\Genesis 8 Female\Poses

File Home Share View

* ‘ i V cut l . = g New item ~ P open ~ Select all

Copy path il Easy access ~ B cait Select none
Pinto Quick Copy Paste Move Copy | Delete Rename  New Properties
P B Pasteshortcut  tov  to~ = folder > B History Invert selection

Clipboard Organize New Open Select
¢« > v o [« Data > DAZ3D > MyDAZ3DlLibrary > People > Genesis8Female > Poses

I Light Presets Name Date modified
I People I Base Poses 25-Feb-22 4:46 AM File folder
[ Genesis 2 Female B DAZ Talks 29-Apr-225:32PM File folder
B Genesis 8 Female » 20-Jan-22 1:12 AM File folder
B Anatomy
B Characters
B Clothing
B Developer kit
B Hair
B Materials
B Poses
B Genesis 8 Male
B Victoria 4
B Props
B ReadMe's
B Render Presets
B Runtime
B Scene Subsets

Jitems | 1item selected |

Open a new Windows File Explorer Window and navigate to the folder where you
have installed D-Talks!.

In my case, it's located in “C:\DTalks!”. Navigate to the folder
“C:\DTalks\modules\avatarstudio\matrix\”. There you can find the file “DTalks Female
Gen 8 23 Frames.duf” Click on this file and hit “CTRL+C”, or right-click on the file and
click on the “Copy” menu option.

B B B - | G\DAZ Talks\modules\avatarstudio\matrix
File Home Share View

& Y Cut New item ~ Open ~ Select all
R B e G
[ Copy path o B cait

i Easy access v Select none
c Copy Paste Move Copy | Delete Rename  New Properties

Bl Paste shortcut o~ folder W History i Invert selection

Clipboard Organize New Open
2> v 4 l This PC Local Disk (C:) DAZ Talks modules avatarstudio matrix

B Installed Content Name Date modified Type

I DAZ Assets D DAZ Talks Female Gen 8 23 Frames.duf 15-Dec-219:29 PM DSON User File

I DAZ Talks B DAZ Talks Male Gen 8 23 Frames.duf 15-Dec-2 / DSON User File
B database B DAZ Talks Vic 4.2 23 Frames.duf A DSON User File
B himi I8 DAZ Talks Vic 42 23 Frames.duf.png / 37 PNG File

B Install

B modules

B agent

B aimleditor

B aimlengine
B avatarstudio
B bin
B languages
B matrix
B tutorial
B browser
I buy
B chat
l corrector
B Customers Manager
B dictation
B firsttime

4items | 1item selected 21.2KB |
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Now navigate back to the “My DAZ 3D Library”, which you can find in the directory you
install the DAZ3D application.

In my case, it's located in “C:\DTalks\Applications\Data\DAZ 3D\My DAZ 3D Library”

Navigate to the folder “C:\DTalks\Applications\Data\DAZ 3D\My DAZ 3D
Library\People\Genesis 8 Female\Poses\D-Talks!”

> Move to DAZ Talks

Drag and drop the files “DTalks Female Gen 8 23 Frames.duf” and “DTalks Female
Gen 8 23 Frames.png” to the folder “C:\Daz 3D\Applications\Data\DAZ 3D\My DAZ 3D
Library\People\Genesis 8 Female\Poses\D-Talks!”, or hit “CTRL+V” to paste the file into
this folder.

Go back to the DAZ3D software, click on the “Content Library” tab, and navigate to the
"People” - "Genesis 8 Female” — "Poses” — "D-Talks!” folder.

Important: On the DAZ3D left panel menu, you may have more than one “My DAZ 3D
Library” folder. This is normal and sometimes happens because we have the default
DAZ3D “My DAZ 3D Library” that is created when we install DAZ3D, and we may have
an additional “My DAZ 3D Library” folder in another hard drive. In my case, | have
three “My DAZ 3D Library” folders on my computer. | have created these additional
folders because a great part of my DAZ library is on a different and largest Hard Drive.

Keep in mind that if you do create additional “My DAZ 3D Library” folders, you need to
tell DAZ3D where to find those files. You can do so by clicking on the main top menu
option “Edit” — "Preferences” — "Content Tab” - "Content Directory Manager”
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3. OPENING YOUR DAZ CHARACTER IN DAZ STUDIO

Run DAZ Studio and open your avatar. Pose it using the Front camera, and make sure
your avatar has the arms naturally next to its body.

This is not a requirement, as you can pose your avatar any way you want to set it up to
use with the D-Talks!! Software.

B8 DAZ Studio 4.20 Pro - Michelle Light Set.duf

Before applying the animations to our character, let’s take a look at the DAZ Studio
Timeline. This is the place where we check all the frames from our animation. If it’s not
opened already, click on the small up/down arrow at the bottom of the Viewport.



Timeline

Now we can visualize the DAZ Studio Timeline, with which we can control all
animations we have in our scene.

)
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Before adding our facial animation to our avatar, let’s ensure the character is selected.
To do so, click on the “Scene” tab, and click on the “Genesis 8 female”

Timeline

1
I
1
I
I

:

Go back to the “Content Editor” tab, and double-click on the “DTalks Female Gen 8 23
Frames.duf” icon located in the "People” - "Genesis 8 Female” — "Poses” —
"DTalks” folder.

A window will pop up with the message “Preset Exceeds Limits”. Click on the “Turn
Limits off” button.
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Our character will move up a bit in the Viewport, and it now has all the 23 frames
necessary to work within D-Talks!.

Placing our Avatar in the correct final position

Before we advance, it’s time to position our character in the desired position in the
viewport.

To do so, let’s first make sure our animation is positioned in the first frame; otherwise,
our avatar will be in different positions throughout the animation. We can either type
“0” (zero) in the bottom Range field, or click on the “first frame” left arrow in the middle
bottom position on the Timeline.
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Let’s also ensure our character is the selected object, by clicking in the “Scene” tab
and clicking on the “Genesis 8 Female” item.

Use the positioning tools to drag the character down and closer and place it centered
in the Viewport. This is how our final Avatar will look within the D-Talks! engine. You
can rearrange the character as you want, for instance, showing the avatar from the
abdomen up or even showing the full body.

J " 8 CAM LiHead Shot v
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Moving throughout the Animations Frames

Click and drag to the right, or use the navigation menu in the button to navigate
throughout the 23 frames. Each frame has a character with different positions for the
mouth, eyes, and expressions.

Before we continue, let’s make sure our animation is positioned in the first frame
again. We can either type “0” (zero) in the bottom Range field, or click on the “first
frame” left arrow in the middle bottom position on the Timeline.
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Fixing the lighting inside the mouth.

A very common mistake we usually make when rendering a character animation is not
to fix the illumination that comes from inside the mouth. When lip-syncing our
character, this gives an unnatural appearance.

Using the Timeline “Step to the next frame” bottom menu, go to frame number 10 and
change the “DrawStyle” to “NVIDIA Iray”. Note that the avatar does not look natural
due to the illumination inside of the mouth. In our case, it’s not that bad, but we usually
have to fix this issue when changing the position or intensity of our scene, so | will
show how to get the light inside the mouth right.

Viewport 3 =

10:9 e 7 FA_ 1R« CAM LiHead Shot =

‘.
¥
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To fix it, click on the “Surface” tab. Search for the “Genesis 8 Female” folder, and scroll
down until you find the “Surface” — "Mouth”. Click on the “Mouth” folder to select it.

Find in the right menu option the “Base Color”. Click on it.

Editor

ader : Iray Uber

In the color palette that will pop up, change the values of Red, Green, and Blue to
“155”. Change the “Val” option to 155 as well. Scroll down the right menu until you find
the “Glossy Reflectivity” option. Change its value to “0.20” and click “Ok”

v . S
) CAM LI Head Shot
<, B eal v

B8 Select Color

With these simple adjustments, we now have the inner mouth with more natural
lighting.
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Making the eyes look straight into the camera.

You may have noticed that the character’s eyes don’t look quite well. This is an
important configuration some people forget to do before rendering a scene.

It's easy to fix that, but before we do so, we need to make sure our Avatar is
positioned in the first frame of our animation. By doing so, we will automatically fix the
eye position on all frames of our animation.

We can either type “0” (zero) in the bottom Range field, or click on the “first frame” left
arrow in the middle bottom position on the Timeline.

In the right of the DAZ3D Studio windows, click on the “Parameters” tab. This tab may
be in a different position, depending on your layout interface configuration.

Make sure you click the “Right Eye” menu option as shown above. In the many options
located on the right, search for the “Point At” menu option. When a pop-up window
shows up, select the “CAM Li Head Shot” and click “Accept”. Repeat this procedure to
the left eye.



Page | 20

g

B8 select an item X

—
P
=
=
=
o
=
L

=

Note: For some reason, if you save and close your scene, and reopen it, you may
need to adjust the eyes again to look at the camera. I’'m not sure if this is a bug or
something that needs to be done every time you open a scene.

Important: Time to save our work!

. DAZ Studio 4.16 Pro - Avatar_Editor_Tut.duf

File Edit Create Tools Render Connect W

Daaeon s

Editor (o]

Save the current Scene (Cirl+S)|
Engine : NVIDIA Iray v Defaults

dptimization Environment Intensity

al Rendering

Environment Map
tion Objects

€ Mapping Environment Tint
» [G] Environment 1.00

Environment Lighti

nent Lighting Blur

ientation Z
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4. RENDERING SETTINGS

We have our character and final scene ready! We are almost there, we only need to
set how our scene will look after rendering.

To do so, click on the “Render Settings” tab. Select the first menu option on the left,
“General”.

bR PSR B

We need to make sure DAZ3D Studio is using our GPU (Graphic Processor Unit), or
our “Video Board”. To make sure it's selected. On the upper side of the “Render
Settings” menu, click on the “Editor” tab. Click on the down arrow to list the options.



- DAZ Studio 4.16 Pro - Avatar_Editor_Tut.duf

File Edit Create Tt Render Conne

D& &S H=SB

(o]

Defaults

What do | do?

group from t

that v

If your computer has an NVIDIA GPU board, select the “NVIDIA Iray option”.

Otherwise, select the “3Delight” option.

. DAZ Studio 4.16 Pro - Avatar_Editor_Tut.duf

Fie Edit Create Tools Render Connect

DA A& O 0 1 &

Multi-pass Open |
S UEEIVA NVIDIA Iray efaults

What do | do?
up from the list on the

t will show up

Video: Render Settings
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Another important setting is telling the DAZ3D Studio render engine to use only our
GPU or to use both our GPU and CPU. To be sure what to select, take into
consideration how old your computer is, and what processor it has (I3, I5, I7 or similar).

If you own at least an 15 processor with a four years old graphic board (the computer |
use for this tutorial is an Intel I5 with an NVIDIA GTX 980 Tl) and 16 GB RAM.

Tip: In my case, | can use both CPU and GPU to render all images, “but only if” | will
not use the computer while the rendering is in process. If you need to use your
computer while rendering, | advise you to check only the GPU, so your computer will
not get too slow to work on other tasks Simultaneously.

To set up this configuration, click on the “Advanced menu option and select only GPU
to render images.

If you own a new computer with a fast processor and a new GPU, you can check both
CPU and GPU even if you will work on another task.

. DAZ Studio 4.20 Pro - Michelle Light Set.duf

| Eie Edit Create Tools Render Connect

I D& &8 HS B

Engine : 'NVIDIA Iray

NVLink Peer Group Size : 0

CPU Thread Affinity

sBuias Japuay
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Setting up the number of CPUs used for Rendering

Tip: There is a secret configuration, not every DAZ3D Studio users know to help to
render using both GPU and CPU.

To set up this configuration, hold CTRL+ALT+DEL to open the “Task Manager”
windows.

ance App history Startup Users Details  Services.

cPU
| mnaseH: GPU NVIDIA GeForce GTX 980 Ti
£ ,

24.7/63.9 6B (39%)

Disk 0 (C)
5D
0%

Video Encode 0% ~ Video Decode

Disk 2 (F: G)
use
o%

Disk 3 (E)
use

0%

Disk 4 (K)
use

0%

Disk 5 (J) Shared GPU memory usage
uUsB.

0%

Disk 6 (H: )
s
0% Utilization Dedicated GPU memor n: 300149729
1% 5.6/6.0 Gl 15-Dec2!
Ethernet ) / ) 12(FL127)
5% coners GPU Meman Shared GPU memery PClbus 1, dvice, function 0
57/380GB 0. o 46318
o

=T
L]
I
[ ]
L]
]
[]
b

GPUO
INVIDIA GeForce G...
1% (76°Q)

Fewerdetils | ) Open Resource Moritor

Click on the “Details” tab and search for the “DAZStudio.exe” file. Right-click on this
file. A pop-up window will show up listing all CPUs you have available on your
computer. You can select them all, or select just a few if you want to work while you
render your scenes. This will help not freeze your PC while rendering. If you own an 15
or I7 computer, leave all selected.



File Options Vv

Processes Peformance App history Startup Users Details | Services

Name - PID

[ Caleulator.exe 2088

O ccxProcess.ece 18392
18548
T4
20688
13568
16028
620
%032
348
6668
040

T Corsiinkd Service exe
[ CorsainMiiPluginsenvice.ece

BEoazsudoae
[#DbxSve.exe

DoropboxUpdste.re
[ dwm.exe

Fewer details

Status
Suspended
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running
Running

Processor affinity

Wihich processors are alowed to run DAZStudio exe™?

X

Setting up a preview rendering option:

Select the “Editor” tab in the “Rendering Settings” tab option. In the “Constrain

Proportions (Global)” click to turn it off.

User name,
quile
quile
quile
quile
quile
quile
quile
quile
guile
quile
quile
guile
quile
quile
quile
quile
SYSTEM
SYSTEM
quile
SYSTEM
SYSTEM
SYSTEM
SYSTEM
quile
SYSTEM
LOCALSSE,
NETWORK,
quile
SYSTEM
SYSTEM
SYSTEM
quile
quile
guile
quile
SYSTEM
owM-1

4

888888888888888888888R888888888888888888

Memory (2
oK
396K
1136K
114K
1.084K
0K
516K
560K
5816K
580K
560K
812K
586K
582K
588K
5840K
93.280K
1296 K
50348K
904K
1696 K
145K
1592k
54K
1,684 K
6032K
64K
1428352K
2260
114K
1,688 K
2104k
25,084 K
1312K
276K
612K
337K

UAC virtualizat..
Disabled
Disabled
Disabled
Disabled
Disabled
Disabled
Disabled
Disabled
Disabled
Disabled
Disabled
Disabled
Disabled
Disabled
Disabled
Disabled
Not allowed
Not alowed
Enabled
Not llowed
Not alowed
Not allowed
Not allowed
Disabled
Not alowed
Not allowed
Not allowed
Disabled
Not alowed
Not allowed
Not allowed
Disabled
Disabled
Disabled
Disabled
Not alowed
Disabled

In the “Dimension Preset (Global)” option, select “Custom”

B0 R P * @ F

End task
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For the “Pixel Size (Global)” type “1200” for the W (Width) and “1080” for the H (Height)

Select “Still Image (Current Frame)” for the “Render Type”

Select “New Window” for the “Render Target” option

Hit “Render” and voila! We have our masterpiece Avatar almost alive.

. DAZ Studio 4.16 Pro - Avatar_Editor_Tut.duf

Fie Edt Create Tools er Connect

Dé@@daiB s

Editor

Engine : NV
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B8 Render(1/1) - O X

Click “Cancel” in the render window because we still have to make some final
adjustments. We need to improve the lighting because it’s too bright.
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Transparent Background

Because our final Avatar needs to have a transparent background to hove over our
desktop, we need to tell DAZ3D Studio we do not want a background. To do so, click
on the “Environment” tab, generally located on the upper right side of the window.
Select “None” for the “Type” options menu. You will also need to set the “Show Dome”
to off in the rendering tab. (We’ll check that later on)

sohddFSCRBRE P

Q‘v 28, Posing Front Camera

General Render Menu Option

Setting up our final rendering options:

Select the “Editor” tab in the “Rendering Settings” tab option. In the “Constrain
Proportions (Global)” click to turn it off.

In the “Dimension Preset (Global)” option, select “Custom”

For the “Pixel Size (Global)” type “1200” for the W (Width) and “1080” for the H (Height)
Select “Image Series” for the “Render Type”

In the “Render Range” option, type “0” for the “Start” and “23” for the “End” option.

Type any name in the “Series Base” box. In my case, | typed “DTalks_Michelle_00"
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- DAZ Studio 4.20 Pro - Michelle Light Set.duf

File Edit Create Tools Render Connect

D&@EHNB S

Editor

Engine : NVIDIA Iray (MDL

nvironment

aracters/Life Android Fema

Important Note: When typing your file name in the “Series Base” field, make sure you
select the extension as a “.png” extension, otherwise your images will not have a
transparent background.

B8 DAZ Studio 4.20 Pro - Michelle Light Set.duf

Fie Edit C Render  Conne:

De&&HDE 9

Sub ttems
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. DAZ Studio 4.20 Pro - Michelle Light Set.duf

Fie Edit Create Tools Render Connec

Dé@@daB S

Y
@
=
@
@
@
=
S5
=
@

<

Important Note: Please always name your avatar ending with “_00”. DAZ will add the
“01”, ”02” etc. at the end. The final render file name should be like
“DTalks_Michelle_0001”, “DTalks_Michelle_0002” etc.

In the “Series Path” option, select a folder on your computer you want to save the final
render images. In my case, | create a new folder with the name “D:\Nextos
2022\DTalks\Tutorials\Michelle” Leave the final options as it is as the default (Auto
Headlamp to “When No Scene Lights”, and None for the “Post Process Script”)
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Render Mode Menu Option

Select “Photoreal” in the “Render Mode” option

B8 DAZ Studio 4.20 Pro - Michelle Light Set.duf
Fie

»[6]

Progressive Rendering Options

Use the configuration below. In this section, have in mind that every change in the
values can greatly increase the render time. If you’d like to spend more time rendering
every frame (for instance to have a more natural hair) increase the value of the Max
Time (measured in seconds) and the value of the “Rendering Quality” to 4 or 5.

B8 DAZ Studio 4.20 Pro - Michelle Light Set.duf

File Edt Create Tools Render Connect V

D&&EHAB S

» [G] Progressive Rendering =
[G] Alpha

Optimization Max Seoies
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Leave the default values for:

Alpha, Optimization, Filtering, Spectral Render, Section Objects, Tone Mapping

Those setups will be discussed in a future advanced tutorial.

Tone Mapping Rendering Options

In this section, we will only change the value of the “Exposure Value”. Change the
default value from “12.0” to “12.5”. This change makes our render less bright.

. DAZ Studio 4.20 Pro - Michelle Light Set.
File Edt Create Tools Render Connect

D&&ad DB AR N X =D LSSV

Editor

hd

Engine : NVIDIA Iray (MDL) A ead S
[/ v 8« CAM LiHead Shot v

DI bl

P
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=
a
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»
o
=
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Environment Rendering Options
This section is very important, as it can completely change your final renders.

You can use my suggested configurations below, or you can play with your own
configurations. You will note great overall final render results by changing the values
of Environment Intensity, Environment Map, Environment Tint, and Dome Rotation.

Important: Make sure the “Draw Dome” is set to “Off”, otherwise we will not have a
transparent background.

le Light S

sOLhAdAdFES NS

Changing the “Dome Rotation” value is like moving the position of the “Sun” or
“Skylight”. In the image above, this setting's value is “35”. Let’s change it to “45” and
do a quick render.

Important: Save your work!
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B8 DAZ Studio 4.20 Pro - Michelle Light Set.duf

L]

» [G] Environment

Note how the light affects the face in a more homogeneous way. Now let’'s change it
to “80” and do a quick render.

. DAZ Studio 4.20 Pro - Michelle Light Set.duf

» [G] Environment



Page | 34

And finally, let’'s change the “Dome Rotation” to “180” just to check how the render
looks.

B8 DAZ Studio 4.20 Pro - Michelle Light Set.duf
File Edt Creat nder Co

De&&EoB BB sohddFS RS

Engine : NVIDIA Iray (I

» [G] Environment

For the purpose of this tutorial, we will use the value “45”, but it’s up to you to set this
value according to your personal preferences.
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Final Rendering Images
Click on the “Render” blue option to render the 23 frames.

. DAZ Studio 4.16 Pro - Avatar_Editor_Tut.duf

Fie Edit Create Tools Render Connec

L @@ H 2 B

Editor

Engine : MNWVIDIA Iray

All

Faworites

Currently Used
>

Render Mode
L Draw Dome

Alpha

Optimization Environment Intensity
>

rtres Yenderinn
ctral Rendering Environment Map

ion Objects
one Mapping Environment Tint

Dome Environment Lighting

TIP: Because I've used the value “600” in the “Progressive Rendering”, “Max Time”
options, this means that | told DAZ3D Studio to spend not more than 600 seconds, or
10 minutes to render each frame. By multiplying 10 minutes X 23 frames, my total
rendering time was around 4 hours. | could probably use a much lower value for the
“Max Time” and get a similar final render. The trick is to first render a single frame with
a high “Max Time” value and frequently check how long the render is taking to get a
final good result.
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After DAZ finishes rendering all images, you will find them in the folder you previously
chose. In my case, they are saved in D:\Nextos 2022\DTalks\Tutorials\Michelle

B ER- m D:\Nextos 2022\DAZ Talks\Tutorials\Michelle

File Home Share View Picture Tools

* §% - Cut ' LE% o g New item ~ B open ect all
o= a - ] B Easy access - B eait Select none
Pinto Quick Copy Paste Copy | Delete Rename = New Properties
Tarac B ra a = folder S B History BN Invert selection

Clipboard Organize New Open Select
« L3 . ThisPC > NextOS(D:) » Nextos2022 > DAZTalks > Tutorials > Michelle

B Epic Games

I Fibershop » ) J J : 3 ¥ ¥ i

B Guile d ) )

B Guile 3D Studio

B Guile Licencas A 2 D D.
Talks_Michelle_ 00 | Talks_Michelle 00 Talks_Michelle 00 Talks_Michelle 00 Talks_Michelle 00 Talks_Michelle 00 Talks_Michelle 00 Talks_Michelle_00

B sotropix 00.png 01.png 02.png 03.png 04.png 05.png 06.png .png
B Luxand

MapData
B maya autosave
l My D, Library Talks_| thheHe 00 Talks_| chhe\le 00 Talks_| Mlchelle 00 Talks_| Mlch:lle 00 Talks_| Mvch=||= 00 Talks_| Mlch=||= : 00 Talks_Michelle_00  Talk
B Nextos 2021 08.png 09.png 10.png 11.png 12.png 13.png 14.png
8 e
B DAZ Talks ) % | | Yy 3 | 3 | s | Y
DAZ DAZ DAZ DAZ DAZ DAZ DAZ 1):v4
[ |

B Michelle

24items |

We will soon understand how to use these images to create the DAZ Talk animated Al
Avatar.
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5. POST-PRODUCTION

Most of the time, the DAZ3D Studio render engine with default settings or just small
tweakings will do a great job rendering the final images, but we can always improve
by using a Photo Editor.

We can use any free or paid Editor, as we will perform simple image corrections.

| personally like Adobe Photoshop, but there are free or very affordable options that
offer similar features, like:

PhotoPad Photo Editing Software: https://www.nchsoftware.com/photoeditor/

GIMP: https://www.gimp.org/

Ashampoo Photo Optimizer: https://www.ashampoo.com/en-us/photo-optimizer
Note: NextOS.ai has no affiliation with the companies above.

| like to use Photoshop to correct overall lighting, exposure, vibrancy, Hue/Saturation,
and Color Balance.

Fixing Brightness and Contrast.

In Photoshop (or using any similar Photo Editor) | use basically only the “Adjustment”
menu option.

The first thing | like to do is to fix the Brightness and Contrast, but before doing any
corrections, | like to first add a color background, so the Avatar doesn't stand over a
white and transparent back.
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DAZ Talks Michelle_0000.png @ 66.7% (Layer 1, RGE/8)

BoeTnd®
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The easiest way to add a new layer is using the “+” icon in the “Layers” tab or
“Shift+Control+N” keyboard keys.

A

~  Align and Distribute

Align:

~ Quick Actions

Layers tory Channels Paths Actio

Q Kind moeTna®

Normal ~ | Opacity: | 100% | -
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o Layer 2
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Drag the main layer to the top using the left mouse button. You may first need to
double-click on the layer with the avatar to be able to drag it up.

H | 1080 px Y 0px
A 0.00° |- bid

a

v Align and Distribute

Align:

v Quick Actions

Layers

Q Kind meTHR®

Normal v | Opacity: | 100%

Lock: S oA Al 100% v
wa

o RN Layer1
||

o . Layer 2

Click in the transparent background layer so select it. Using the left menu bar, click on
the “Set Foreground Color” icon, and from the color palette, choose any color you like.
| personally like to use Cyan.

e

A

Align and Distribute

e

i1 peO

ok B ¢ b i @ Al o100%

o -
[

o [
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Sample: | AllLayers ‘Show Sampling Ring

Denise_Michelle-png @ 89% (Layer 2, RGB/8) *
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Click Ok on the Color Picker dialog windows.

Select the “Paint Bucket Tool” in the left vertical menu bar by clicking and holding the
left button until all three options show.

DAZ Talks_Michelle_0000-Recovered.png @ 66.7% (Layer 2, RGB/8) *
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Click anywhere in the character window to fill the background layer with the Cyan
color.

FANBRISNSNRE A

-
»
2
T
ke

K

With a color background, it makes it easy to make corrections due to the contrast
against the avatar.

Before start applying the corrections, make sure you select back the main character
layer by clicking on it.

Normal

Lock: S P Doa Al o10%

2]
o K% ayer
L o .

o Layer 2
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Click in the “Image” — “Adjustment” — ”Brightness/Contrast” top menu options.

Mode

ShiftsCtleL
ntrast  Alt+Shift+Ctrl+L.
Shift+Ctrl+B

>
&

2 | @ Antralias [ Contguous () All ayers

G

Alt+Crl+l
Al Ctrl+C

\Z Talks_ Michelle_0000-Recovered.png @ 66.7% (Layer 2, RGB/8) *
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When the ”Brightness/Contrast” menu option shows up, start moving the dials until
you feel comfortable with the result. While doing the corrections, | like to open
“Notepad” and write down the final values. | will use it later to make a Photoshop
Action to Batch process for all images.

Brightness:

Contrast:

Auto

Use Legacy
Preview

] *Untitled - Notepad
File Edit Format View Help

Brightness: 2
Contrast: 20|

Ln2, Col 13 100%  Windows (CRLF) UTF-8

The first correction | made was: Brightness 2 /Contrast: 20

| like to make the changes and click on the “Preview” checkbox on the
“Brightness/Contrast” window to check the difference between before / after



Click on the “Image” — “Adjustment” — "Exposure” top menu options.

Preset: Custom @ oK )

Exposure: +0.14

X 2
Offset -0.0099 s

Preview
Gamma Correction: 0.96

) *Untitled - Notepad

File Edit Format View Help

Exposure: +0.14
Offset: -0.0099
Gamma Correction: 0.96|

Ln6, Col 23 100%  Windows (CRLF)

I've changed the values to:
Exposure: +0.14 / Offset: -0.009 / Gamma Correction: 0.96
Write these values to our notepad note.

Click on the “Image” — “Adjustment” — "Vibrance” top menu options.

Vibrance:

Reset

Saturation:
Preview

1) *Untitled - Notepad
File Edit Format View Help

Brightness: 2
Contrast: 20

Exposure: +0.14
Offset: -0.0099
Gamma Correction: .96

Vibrance: -12
Saturation: -7

Ln 9, Col 15 100%  Windows (CRLF)

6.67% 1200 px x 1080 px (%6 ppi)
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I've changed the values to:
Vibrance: -12 / Saturation: -7

Click on the “Image” — “Adjustment” — "Hue/Saturation” top menu options.

Master

Hue:
Saturation:

Lightness:

Colorize

2 Preview

7 *Untitled - Notepad
File Edit Format View Help

Brightness: 2
Contrast: 20

Exposure: +0.14
Offset: -0.0099
Gamma Correction: ©.96

Vibrance: -12
Saturation: -7

Hue: +5

Saturation: -4
Lightness: |

Ln 13, Col 13 100%  Windows (CRLF) UTF-8

I've changed the values to:
Hue: +5 / Saturation: -4 / Lightness: O

Click on the “Image” — “Adjustment” — ”"Photo Filter” top menu options.

oK
O FHiter:  Cyan Cox )

Reset
Color:

Preview

Preserve Luminosity

) *Untitled - Notepad
FEile Edit Format View Help

Brightness: 2
Contrast: 20

Exposure: +0.14
Offset: -0.0099
Gamma Correction: 0.96

Vibrance: -12
Saturation: -7

Hue: +5
Saturation: -4
Lightness: @

Phot Filter: Cyan 12%

Ln15Col22  100%  Windows (CRLF) UTF-8
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| made the following changes:
Photo Filter: Filter=Cyan / Density: 12%

You can play with different filters by clicking on the Filter list box.

Time to compare Before and After

Click in the “History” tab in the right-down Photoshop menu. This tab shows us all the
modifications we’ve done.

By clicking on the action we did when starting the Brightness correction, we can
visualize the original image and compare it to the final image. Above is the original
image, and below is the image with the Photoshop Post-production actions. All these
corrections are very personal to any individual, so there is no rule or guide to follow,
only your personal preferences.

DAZ Talks Michelle.psd @ 66.7% (Layer 1, RGB/8) *
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Save your Notepad file with the post-production modifications. | named my file
“Michelle Post Setup.txt”

4 B < Nextos2021 > Deniselegacy > DAZTalks

Organize ~ wfolder

DAZ DAZ Talks Video
Guidelines.txt Scriptct

DAZ Vendor
Info.txt
ontent Editor
B Custome
B DAZ Talks

File Edit Format
e P 3 Eile Edit For

| Brightness: 2

Save as type: | Text Docum: bct) | Contrast: 20
. Exposure: +0.14

A Hide Folders Encoding: |UTF-8
<ol Offset: -0.0099

Gamma Correction: ©.96

Vibrance: -12
Saturation: -7

Hue: +5
Saturation: -4
Lightness: @

/Phot Filter: Cyan 12%

Ln15,Col22  100%  Windows (CRLF)  UTF-8
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Batch Processing

If your Photo Editor does not have the feature to batch process a group of images, you
will have to manually open each one of the 23 frames and apply your corrections to
each one.

Photoshop offers batch processing, so | will use it.

First, we need to get our image to the original render look and hide the cyan
background we added for corrections purposes. To do so, click in the “History” tab
and click on the first top action. This will show our image before any corrections and
with a transparent background.

Now we are ready to create a new Action in Photoshop.

Before starting to record our macro, we need to make sure the main layer is selected.
To do so, click in the “Layers” tab, and click on the “Layer 1”, which corresponds to our
character.



DAZ Talks 94.png @ 100% (Ellipse 1 copy 9, RGB/8) *

DAZ Talks_Michelle.psd @ 66.7% (Layer 1, RGB/8)
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In Photoshop, select the “Actions” tab. Use the “+” icon at the bottom to create a new

action.
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v
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v
v
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Quick Actions

Denise_Male_Darius
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Denise_Leony_Gynoid
Denise_Michelle_Tutorial
Guile

Laverne Full Body
Leony_Wireframe
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Life_Android
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Open your notepad “Post Setup.txt” file to check the configurations we’ve made.

| Michelle Post Setup.txt - Notepad - O x

File Edit Format View Help
Brightness: 2
Contrast: 28

Exposure: +8.14
Offset: -8.8099
Gamma Correction: B.96

Vibrance: -12
Saturation: -7

Hue: +5
Saturation: -4
Lightness: @

Phot Filter: Cyan 12%

Ln 15, Col 22 100%  Windows (CRLF) UTF-8

Name your action. | choose “DTalks!_Michelle_Tutorial” for my action. Click on the
“Record” button.

& pixel Layer

~ Transform
Q
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) Guile

) Laverne Full Body
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Everything we do in Photoshop will now be recorded into our Action.

Open the Brightness/Contrast window, and type the values you saved in your notepad
file. Click Ok on the Brightness / Contrast windows to apply the effect.
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File Edit Format View Help
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Open the “Image” — “Adjustments” — “Exposure” window, and type the values you
saved in your notepad file. Click Ok

On the “Image” — “Adjustments” —

your notepad file. Click Ok

Preset: Custom

Exposure: +0.14

Offset: -0.0099

@ Preview

Gamma Correction:

Q’:

) Michelle Post Setup.txt - Notepad

File Edit Format View Help
Brightness: 2
Contrast: 20|

Exposure: +0.14
Offset: -0.0099

Gamma Correction: .

Vibrance: -12
Saturation: -7

Hue: +5
Saturation: -4
Lightness: @

Phot Filter: Cyan 12%

Ln2, Col 13 100%  Windows (CRLF) UTF-8
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“Vibrance” window, type the values you saved in

Vibrance:

Reset

Saturation:

Preview

Michelle Post Setup.txt - Notepad

File Edit Format View Help
Brightness: 2

Contrast: 29|

Exposure: +0.14
Offset: -0.0099
Gamma Correction: 0.96

Vibrance: -12
Saturation: -7

Hue: +5
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Lightness: @

Phot Filter: Cyan 12%
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On the “Hue/Saturation” window, type the values you saved in your notepad file. Click
Ok

Custom

Master

Colorize

Preview

——
——
Align and Distribute

Align:

) Michelle Post Setup.txt - Notepad
e Edit Format View Help

Brightness: 2

Contrast: 20|

1 +0.14
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) Guie
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Finally, in the “Photo Filter” window, type the values you saved in your notepad file.
Click Ok
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To stop recording our action, click on the small square icon at the bottom of the
bottom-left Actions menu.

DAZ Talks_Michelle.psd @ 66.7% (Layer 1, RGB/8) *
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What we need to do now is tell Photoshop to use the “Action” we have just created to
automatically process the 23 images rendered in DAZ3D.

Click on the top Photoshop “File” — "Automate” — "Batch...” menu option.

File Edit Image Layer Type Select Filter 3D View Plugins Window Help
Ctrl+M

Mew...

show Transform Controls |-_ : _-l
Open... Ctrl+0
Browse in Bridge... Alt+Ctrl+0
Open As... Alt+Shift+Ctrl+ 0

Open as Smart Object...
Open Recent »

Close Ctrl+W
Close All Alt+ Chrl+W
Close Others Alt+ Ctrl+P
Close and Go to Bridge...  Shift+ Ctrl+W
U save Ctrl+5
Save As.., Shift+Ctrl+5
Save a Copy... Alt+Ctrl+5

Revert F12

Export
Generate L4
Share...
Invite...
Share on Behance...

Search Adobe Stock...
Place Embedded...
Place Linked...

Package...
Chwomate o e
Scripts ¥|  PDF Presentation...

Import Create Droplet...

File Infa... Alt+Shift+ Ctrl+| Crop and Straighten Photos

Print... Ctrl+P
Print One Copy Alt+5Shift+Ctrl+P

Contact Sheet Il...

Conditional Mode Change...
Exit Ctrl+Q Fit Image...
Lens Correction...
Merge to HDR. Pro...
Photomerge...
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In the “Batch” windows, first, use the “Action” option to choose
“DTalks!_Michelle_Tutorial” action we have just recorded. Probably this choice will be
already selected. Click in the “Choose...” option just below the “Source” and select the
“D:\Nextos 202N1\DTalks\Tutorials\Michelle”. This is the folder we selected to save the
23 frames rendered in DAZ3D.

On the right top side, just below the “Destination” option, click on the “Choose...”
option to select a folder where we want Photoshop to save our final images. In my
case, | created a new folder with the name “D:\Nextos
2021\DTalks\Tutorials\Michelle\Photoshop”

Click “Ok™.

Destination:  Folder
Play Cox )

Set: Default Actions e Choo
Cancel

Action: DAZ Talks_Michelle_Tutorial . ): AZ Talks\Tut: c
Override Action “Save As” Curmmanas

Source: Folder v File Naming
Example: MyFile.qif
Document Name Document Name
\DAZ Talks\Tutorials\Michelle
Override Action “Upen~ Commands extension extension
Include All Subfolders None
Suppress File Open Options Dialogs None

Suppress Color Profile Wamings e
Errors:  Stop for Errors None

Starting Serial #: 1

Compatibility: Mac 0S

Congratulations!

Now we have the final images we will use within D-Talks! Avatar Studio!
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6. D-Talks! “AVATAR STUDIO" INTERFACE

It is very easy to use the D-Talks! “Avatar Studio” after you create the 23 images.
Running the D-Talks! “Avatar Studio”.

Open the folder \DTalks\modules\avatarstudio\bin\Win32 (I've created a new folder
“DTalks” to install D-Talks! software, but in your case, this path may have a different
name e.g., \{your D-Talks! folderNmodules\avatarstudio\bin\Win32)

In this folder, you find the file “DTalksAvatarStudio.exe”. Right-click on it and choose
“Send to” - “Desktop (create a shortcut)” Double-click on it to run the Avatar Studio,
or Avatar Editor.

D DAZ Talks Avatar Studio
Avatar Editor Install

Avatar Name Select Render Folder

Michelle D:\Nextos 2022\DAZ Talks\Tutorials\Michelle\Photoshop | Browser

DAZ Talks_Michelle_0001.png O Eyes ® Mouth
DAZ Talks_Michelle_0002.png
DAZ Talks_Michelle_0003.png
DAZ Talks_Michelle_0004.png
DAZ Talks_Michelle_0005.png
DAZ Talks_Michelle_0006.png
DAZ Talks_Michelle_0007.png

DAZ Talks_Michelle_0008.png .
DAZ Talks_Michelle_0009.png . Height D

DAZ Talks_Michelle_0010.png Width D
DAZ Talks_Michelle_0011.png -

DAZ Talks_Michelle_0012.png

DAZ Talks_Michelle_0013.png

DAZ Talks_Michelle_0014.png

DAZ Talks_Michelle_0015.png

DAZ Talks_Michelle_0016.png

Matrix Size

Visemes .
e 1)
Total Images: 207 Height Width | 1200 Width E]

Menu ltems:

= New: Start a new Avatar Project
*» Load: Load an existing Project file
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= Save: Save a Project

* Install: Install the new Avatar to the D-Talks! folder

= Avatar Name: The Avatar’s name

= Select Render folder: The location on your computer where you have saved the
23 Avatar rendered images with the Photoshop post work. (in our example, we
have used the folder “D:\Nextos 202N1\DTalks\Tutorials\Michelle\Photoshop”)

As soon as you chose the Render folder with the 23 images, each file will be displayed
in the left box.

Change the Matrix Size values from 9x9 to 1x1, which represent the 23 final render
images.

Note: We will soon make the 9x9 DAZ3D .duf pose file. Although by using this Matrix
we will need to render 1863 images, our final Avatar will have an idle head animation
while talking. This matrix also will add facial expressions to our avatar, like smiling,
scared, bored, afraid, crying, amazed and any other animation you create in DAZ3D
Studio.

D DAZ Talks Avatar Studio

Avatar Editor New B Load B save Install

Avatar Name Select Render Folder

Michelle D:\Nextos 2022\DAZ Talks\Tutorials\Michelle\Photoshop Browser

DAZ Talks_Michelle_0001.png O Eyes @® Mouth

DAZ Talks_Michelle_0002.png

DAZ Talks_Michelle_0003.png

DAZ Talks_Michelle_0004.png

DAZ Talks_Michelle_0005.png

DAZ Talks_Michelle_0006.png

DAZ Talks_Michelle_0007.png

DAZ Talks_Michelle_0008.png X

DAZ Talks_Michelle_0009.png Height E] Left E]
DAZ Talks_Michelle_0010.png - 2 To
DAZ Talks_Michelle_0011.png

DAZ Talks_Michelle_0012.png

DAZ Talks_Michelle_0013.png

DAZ Talks_Michelle_0014.png

DAZ Talks_Michelle_0015.png

DAZ Talks Mlchelle 0016 png

—— N

Visemes -
Total Images: 23 Height Width
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Click on the “Eyes” option to select it. Position the mouse cursor in the top left part of
the character’s face, a bit above the character’s right ear (marked in the image above
by the first small cyan circle). Mouse left-click button and holding the button, draw a
rectangle until the second cyan circle mark, a little below the character's left ear.

This selection will set the eyes blinking and expressions.
We will now repeat this process, but for the mouth section.
D DAZ Talks Avatar Studio
Avatar Editor New B Load B save Install

Avatar Name Select Render Folder

Michelle D:\Nextos 2022\DAZ Talks\Tutorials\Michelle\Photoshop Browser

DAZ Talks_Michelle_0001.png @ Eyes O Mouth
DAZ Talks_Michelle_0002.png
DAZ Talks_Michelle_0003.png

DAZ Talks_Michelle_0004.png . .
DAZ Talks_Michelle_0005.png
DAZ Talks_Michelle_0006.png i i

DAZ Talks_Michelle_0007.png

DAZ Talks_Michelle_0008.png _
DAZ Talks_Michelle_0009.png Height Left

DAZ Talks_Michelle_0010.png
DAZ Talks_Michelle_0011.png
DAZ Talks_Michelle_0012.png
DAZ Talks_Michelle_0013.png
DAZ Talks_Michelle_0014.png
DAZ Talks_Michelle_0015.png
DAZ Talks_Michelle_0016.png

Visemes

Total Images: 23

Click on the “Mouth” option to select it. Position the mouse cursor in the middle left
part of the character’s face, around the bottom part of the character’s right ear
(marked in the image above by the first small cyan circle). Mouse left-click button and
holding the button, draw a rectangle until the second cyan circle mark.

This selection will set the mouth positions for the talking lip-syncing and face
expressions.

Click the “Start” button in the window bottom right.
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The Editor starts to generate all images necessary to create the final Avatar.
When finished, click on the “Save” button.

Click “Install”.

D DAZ Talks Avatar Studio

Avatar Editor New B Load B save Install

Avatar Name Select Render Folder

Michelle D:\Nextos 2022\DAZ Talks\Tutorials\Michelle\Photoshop

DAZ Talks_Michelle_0001.png @ Eyes O Mouth
DAZ Talks_Michelle_0002.png
DAZ Talks_Michelle_0003.png
DAZ Talks_Michelle_0004.png
DAZ Talks_Michelle_0005.png
DAZ Talks_Michelle_0006.png
DAZ Talks_Michelle_0007.png
DAZ Talks_Michelle_0008.png
DAZ Talks_Michelle_0009.png
DAZ Talks_Michelle_0010.png
DAZ Talks_Michelle_0011.png
DAZ Talks_Michelle_0012.png
DAZ Talks_Michelle_0013.png
DAZ Talks_Michelle_0014.png
DAZ Talks_Michelle_0015.png
DAZ Talks_Michelle_0016.png

T

Visemes E] X
Height

Total Images: 23 Height Width Width

v

Completed.

The Editor will create a folder named “Michelle” in the D-Talks! installation folder, “{root
folder)/modules/agent/characters/”, which is the name we gave to our Avatar in the
D-Talks! Avatar Editor.
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B B = | C:\DAZ Talks\modules\agent\characters\Michelle

File Home Share View

B W

l ‘ New item ~ ? Open Select all

il Easy access ~ B cait Select none
Pin to Quick Copy Paste \ Delete Rename New Properties
a t - -

access folder rg History g Invert selection

Clipboard anize New Open Select
€€ > ve l This PC Local Disk (C:) DAZ Talks modules agent characters Michelle

v l DAZ Talks Name Date modified Type
B database
l html
l Install
v . modules
v l agent
l aiml
B bin
l cache
v . characters
B Michelle
B images
l languages
B voices

l aimleditor

. character.sfds 6:48 PM SFDS File

l aimlengine
1item |

Run D-Talks! by double-clicking its desktop shortcut.

e
FORDAZ STUDIO

 Talks

W i it

Guile says:
hide desktop

Denise says: 7:12:32 PM
Desktop dleaned.

A+ALC D &)

Note: The Avatar above is not part of D-Talks! Avatar Editor.

Click on the Upper Left Menu icon to open de Configuration Module.
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Click on the “Settings” option. Select the “Michelle” Avatar from the “Select Character”
list box.

FORDAZ STUDIO

 Talks

£ Settings
2) Dictation
W Store

Assistant Resolution

Animation Delay [IEH

T Auto When starting, show:
Big

800x600

1024x768

O 1280x1024

2048x1536

Volume

Click on the bottom “Test” button to check your new Avatar talking. Use the Volume
and Speed buttons to set up Michelle's voice according to your preferences.

E__ =

FORDAZ STUDIO

 Talks

£+ Settings Assistant Name
2) Dictation | N e ]
Select Character

W Store

Assistant Resolution
Animation Delay [IEl

T Auto When starting, show:

Big
D sooxs00

1024x768

L) 2048x1536

Voices

Close the Configuration menu by clicking on the “X” icon in the window top left.

Congratulations! You have created your first Masterpiece Atrtificial Intelligence
ultra-realistic talking Avatar you can talk with!
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FOR DAZ STUDIO

 Talks

Denise says: 8:04:51 PM
Wonderful. I'm so happy to be alive, and here
with you Guile.

Guile says: 8:05:00 PM
Im happy too

Denise says: 8:05:00 PM
I'm happyyou're lad Guile. I'm happiest at
times like this.

AtA-LC ® §)

N
Note: When I chose a different Avatar in the Setting option, the avatar does not show up

If after changing the Avatar, it does not shows up on your screen, go the the chat box and type
“SHOW”

1. MAKING MONEY BY BECOMING AN DAZ3D AVATAR ARTIST SELLER

Now that you have mastered the art of creating realistic avatars to use within the
D-Talks! software, you can earn money by selling your creations at our DAZ3D Store.
The avatars you create should be in the .sfds D-Talks! format. This extension is from
the Avatar files you create when using these D-Talks! Avatar Editor.

Also, keep in mind that you can purchase ready-made avatars and customize them to
sell in our DAZ3D Store. You don’t need to pay royalties to the creator, as you will use
only render images (sprites) to assemble your DTalks Avatar. You are not really using
the 3D objects and meshes related to the third-party purchase Avatar.

Before starting selling your art, It's important that you request to be a DAZ Seller.
Please visit https://www.daz3d.com/community/community-publishing to do so.

A few time ago, the DAZ3D company start selling NFT Avatars. If you purchase one of
them, use this tutorial to make them work with D-Talks! software and have them
talking!

If you are interested, please contact us at guile@nextos.ai with the subject “Becoming
a Partner” and we will send you further instructions.
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8. FINAL WORDS

Thank you so much for your support and for being with us!

D-Talks!! originated from the Virtual Assistant Denise, one of the first digital assistants
ever available released in 2007. Fifteen years later, she came back with updated code
and new modules. Today in the format of the D-Talks!! framework, she continues to be
a unique software, and we have big plans for her! Please follow us in the DAZ3D
Forums and on our Facebook page.

Thank you again and thanks to the amazing team at DAZ3D company. Welcome to
NextOS.ai and D-Talks!" world!

Please don’t hesitate to contact us at guile@nextos.ai

NextOS.ai Team — 2022

Facebook: DTalks Facebook Page

Instagram: DTalks Software

Support: support@denise.ai

Webpage: www.dtalks.io (under construction)



