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ﬂporpaM/v\a,
npeAHasHa4YeHHas
AN LUPPOBOro
PUCOBAHWUSA B cpeae
Microsoft Windows,
pa3paboTaHHa4
ANOHCKOU

KOMNaHWeu
SYSTEMAX.




NMPOTPAMMDBI:;

o\

METASEQUOIA

Metasequoia-
Hebonblwaga no
pasmepam Nporpamma
AN MOAENUPOBAHUS
3d obbekToB. Bepcuu
cTaplue 4YeTBepToU He
TpebyroT MHCTaNNaUUU
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PMD Editor - nporpamma,
Heobxoaumas Ang
OKOHYaTenbHOW c60pKU
mofeneun, UCNosb3yembIx B
MMD, nx yactemn, n nx
HaCTPOUKMN.
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[ MikuMikuDance

daiin(F) peaaktuposars(

MPOTPAMMBI :
MIKUMIKU DANCE

becnnaTtHas nporpamma
KOMMbFOTEpHOW aHUMauum,
KOoTOpas nossonger
nonb3osaTtenam cosaasatb 3D-
QHUMUPOBAHHbBIE BUALOPOSTUKU,
U3HaYanbHO CO3AaHHAs Ang
nepcoHaxa Vocaloid Muky

XauyH3. TTporpamma 6b1na
HanucaHa FO Xurytu u npowna
npouecc

3HAYUTENbHOrO YCOBEpLIEHCTBOBA
HUS C MOMEHTa e€ CO3AaHUS.
TTporpamma 6b1na co3AaHa Kaxk
yactb npoekta VOCALOID
Promotion Video Project.
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NTak, cospaanm Kakyro-HMbyab nosy. [lonpobynTte NosKCcnepuMeHTNpoBaTh C
KOCTAMU. YTO6bI ABMraTbh OObIYHbIE KOCTU (€CNU YTO, OHN BbIrMSAAAT KaK Urinbl
WM NMPOCTO KPYXXKN) HKMUTE Ha KOCTb, a 3aTEM Ha KHOMKY rotate. HTo0bl
peuratb VIK KkocTu (KBagpaTHble KOCTU), HAXXMUTE move. DTO BCe HaXxoguTcsA
Ha naHenoke nopg HassaHnem Bone Manipulation (cuHsaa Takasl) Takxe MOXXHO
Bbigenntb BCE koctn — Bocrnione3ynteckb kHorkor Select All. £

cosfasna camyro NpocTyro No3y. Ha kapTuHKe NOHATHO BCE.

XopoLuo, Mbl co3ganu aTy Hally no3y, HO 3TO elle He Bce! Hy>XHO HaxkaTtb
KHonkyunregisted a 3atem register. Ho npn 3ToM Bbl JO/MKHbI ObITb HA
HynesoM Kagpe! Ecnm y Bac pycckasi BepCcusi, TO KHOMKWU PacriosioXXeHb! Tak
xe. Kctatn,o4eHs BAXKHAS seub: cnonb3ynte Tonsko TAKUE mopenu (To
ecTb Mogenu asTopa Animasa) gnsa co3gaHusi No3 1 asuxeHnn. Ecnu Bl
co3gaguTe TaHew, Ha haHaTCKOW MOAENN, KOTopble cenyac genatoT B
Metasequoia, PMXEditor, PMDEditor n to. (Metaseguioa — rniporpamma 4ssi
mogenmpoBarHns 3D o6wektoB. PMD n PMX — pegakTopel),

TO Ha gpyrux mogensax ato 6ynet paboTtarb, CKOpee BCEero, HEKOPPEKTHO!



annilr) peaakTupoeate(l) npocmoTplV) @OH(B) 3MounniiVi) ©@u3snkalF) 3axeat ABMXKEHMWIK) nNOMOLWbiF) MIVIETTEC

bone/frame manipulation "Garnet Fashion - Null 00 set m Go .Fshadowl info Ilow pow ll axis | @

frame manipulation

<N

Spe)

h Ennzaserta Il...
‘”, 3B0OHNM

0
4
*
P
4
P
p!
P
p!
4
4

AL
v

current

Tocamera bone place X 0.00°Y 0.00 Z 0.00 angie X 0.08Y) 0.08Z 0.0

Interpolation curve model manipulation bone manipulation facial manipulation view

cyes ST o oo B Lo Lo
o= |
e Woccel M bone

I M disp JERER | ' I '
e m yaste brow U 0. 00l register
0 o R | fe—

¢« = ® m ® o © E x ® & R B ARy I pyc 1826 []

.m.m flame - stop flame I




Tenepb NpucTynum K apmxeHnam... Pyk! Mopgenb gosnxHa
NoaHATb pyku. VITak, nepexoanum Ha cnegyowmn kaap. B
MOEM cliydae — gecstbi. Kaxkabin NATbin Kagp — 3TO,
MOXXHO CcKa3aTb, CeKyHAa. A nepexognTb MeXxay HUMu
MOXXHO KnaBuLlamMn co CTpeKamu.

Ha gecatom Kagpe s nogHsina en pyku. Haxxnmaem

cHoBa unregisted, a notom register. OTnn4yHo, NnosiBNSAETCH
HOBbIN «KBagpaTuk» Ha Frame Manipulation. 970, Tak
cKa3aTb,»HOBOE OABWXXEHUE>.
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Y106bI COXPAHUTH
ABUXeHUe, HyXHO
BbIAenuTb BCE «po
MOUKU» .

Haxumaem File (B8
epxy), a

notom Save Motion
Data.

"7 MikuMikuDance
lfile(ﬁi edit(D) view(V) background(B) facial expression(M)

new(N) manipulation

open(0)

physical operation(P) motion capture(K) help(H)

save(S)

save as(A)

render to AVI file(V)

render to picture file(B)

load pose data(P)

save pose data(Q)

load motion data(M) \

i

load WAV file(W)
play WAV with frame(F)

not play WAV file(D)
v set default folder to previous(E)

Exit(X)




A Tenepb 4 HayJy Bac
U3MEHATb BbIpaxeHue nuua.

TTepexoaum, aonyctum, Ha
NaTbIW Kaap U
OCTAHABIMBAEMCS TAM.
Tenepb cMOTPUM Ha
okowko Facial Manipulation.
Tam, ponycTum, 3aKkpbIiBaem
rnasa mopenu. TTocne
3TOro Haxumaem Register.

Y MikuMikuDance
dann(F) pepaktuposate(D) npocmotp(V) ¢oH(B) 3smoumn(M) Pusmuka(P) 3axs:
bone/frame manipulation
undo

frame manipulation

R OB 5

revers

v-sel
Sel Bone g
0.00 0.00 0.00 |'angle x
- | bone manipulation

select rotate

Garnet Fashion v

Interpolation curve ‘ model manipulation

oo

EH o e O % m 6 @ B & & OH ® O ¢ @ @

— T | i o el
el T RETEE e L |
OON = I

W fom feme [l steo flame

04:08

*  Enn3asera[l.. ‘ =

local
DD
* PP

AR T oeye 1837 B



A Tenepb ONATb Xe NepexoAuUM Ha HOBLIW Kaap U
HacTpaueaem nmuuko. Ecnu Bbr HacTpounu (B
TOM CMbICIE, YTO TaM YTO-TO ybpanu, unu
3GKPLLIU F1a3a) YTO-TO, AOMYCTUM, eyes Unu
other — 10 064a3aTenbHO HaxmmTe register. nu
e BbI HacTpounu ase 6posu 0AHOBpEMEHHO —
serious u anger. TTepeknrounTe Ha serious u
HaxXMuUTe register,NOTOM C anger Aeraem Toxe
camoe. HacTpaueatb NIMLIO MOXHO KAk YrogHo, TO
eCTb MOXHO CcAenaTb ero CepAUTbIM, MUTTBIM,
FPYCTHBIM, Cepbe3HbIM, YAUBIIEHHLIM, 3a 3TO yXe
OTBeudaeT Balle BoobpaxeHue).
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