The Complete Brainlet's Guide to CharaStudio




>How do | use scenes

Put them in \userdata\studio\scene
>How do | play them though

Click the load button in the studio
>[t's not moving

Most don't

>gay

You're the one who is the gay

Continued on pag e 3
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To start posing I'll add a girl. Click the add button at the top left, go to girls, click one, and
then click confirm.
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The girl should appear in her default school outfit. I'll use this page to go over some quick studio hotkeys.
Q activates visibility of nodes. W, E, and R switch those nodes through movement, rotation, and scaling
respectively. F moves your camera to the selected object. C moves the selected object to your camera.

CTRL+D duplicates the selected object. Z is undo. A or numpad 5 reset the camera. . (period key) and \
control rotation of the camera while / resets it. = and | control zoom while ; resets it. F11 for screenshots
with the plugin. Shift F11 to configure the screenshot plugin.
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By default shadow density will be set so low that they don't really show up at all. Go to System
> Scene Effects and scroll to the bottom. There's a dropdown menu for shadow type and a
slider that controls shadow density. Increasing shadow density and changing shadow color to a
darker color both make them pop more. Additionally, if you change the shadow color saturation

to anything but 0, the selected hue will also be your rim light color. There's other scene effects
in this menu like bloom and vignetting, so try them all out.




2

add Config
Options

\k Logo

anim Character Lighting

ﬂ Scene Effects
sound Save

Load
Reset
Quit

C/j KK

; PE
Axis B ur
Pos 0.000
Rot 0.000

Scale 1.000

Light Controller

Color

Self-Shadowing #

Strength
Vertical Light

Horizontal Light
= BT

0.000
0.000
1.000

1.00} det

024 | def

0.000
0.000
1.000

def
def
def

Save | Save Sa S| Save | Save = Save Save @ Save Set Camera I»:I {—|-| . @ pr
rAPFAEEA AT rd e A r — | \W Wl
s H ﬂ H n ﬁ “ ! 0 = NV Emenugwor kB moveRcolor®option N camera

Workspace £

> v Rem

@)

Character lighting is controlled through System> Character Lighting. No, you can't place lights
that affect characters like in Honey Select.




[ ] Si Save | Save | Save | Save || Save | Save | Save || Save Set Camera — s pr
s current State | }| Clothing Menu e I el el el Mol e - M- e :l { | w @ ﬁ
g e y! e et gt - "
add Ki " Type i T @ “ ﬂ m “ E’ h 0 g s Emenullwork @ moveRcolorfoptionll camera
inematics .
Animations 5 ® @ Workspace X
Voice Shoes 5t
Clothing SetAll on ¥ off P/ Rem
ﬂu Joint Adjustment Clothing 7
unc
Top Y2 off
00 Bottom ¥, off
o
systen Bra
Underwear Ya 2 om
4 | KK
T PE
&
AXis B unde

Pos 0.000 0.000

Rot 0.000 0.000
Scale 1.000 1.000

Anim > Current State is where you control clothing sets, state of undress, accessory visibility,
blush, etc. For males you can turn them transparent and blue as well. Here | switched the

character's outfit and will toggle off an accessory.
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It's usually easier to start from a preset animation than it is to pose straight from the T-pose. The
Anim menu has all of the animations and poses used in the main game and more. You can
control the speed of animation with the Animation Controller menu. Show Attached Items toggles
things like dildos in certain animations. Extra1l and Extra2 are usually used to compensate for
height differences between characters in H-Animations
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Inverse Kinematics (IK) is a quick method for customizing a pose. Go to Anim > Kinematics
>|nverse Kinematics and click the Refer to Animation button to copy our selected pose, then
toggle on the IK with the circle at the top. Press Q to toggle visiblity of nodes. IK is like moving
around a ragdoll. You can grab a hand or foot and move it around. If you move it far enough,
it'll affect other parts of the body.



a 1K Save | Save | Save | Save || Save | Save | Save || Save || Save | Save Set Camera — - "
i'.“ Current State r Formard Kneratics P e pakh ﬁ P ]:;U s ,‘Wm A / <;:,> r?
: i e - men WC X, oV co | or@option amera
: Kinematics pen—— | _ N ¥ K h (5 L6 | ﬁ h 110 v
Animations Gaze Refer to Animation Workspace m
Voice Head Operation Copy to FK :
Clothing rows  eyeswoutn | [Display » SR
% nd Joint Adjustment Hands SetAll L
— — Body ¢, Resel
%{) Right Hand *, Reset
Sys ten LeftHand , Resst
Right Foot *, Reset
Left Foot &, Reset
Size l'
2 -
A (]
(/ V)
3 \
{
P
R
. 2
1] -
4 | KK
of PE
-

Pos 0.451 1.226 0.109 def
Rot 321.764 295,523 8.527 def

K_A
Scale 1.000 1.000 1.000 def 'é‘ @ .f.\-

I've moved the hand, but the elbow node is affecting how the arm bends. By grabbing and
moving the elbow node | can correct that.
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In IK Mode you can also select hand and feet nodes and press E to toggle rotation. Her
Elbow looks pretty messed up so we'll go to anim > Joint adjustment to fix it.




@ r
M | Ccyrrent State
add
Kinematics
Animations
Voice

Clothing
Joint Adjustment

J?

sound

8
o

sTen

Joint correction

Right Forearm

Left Forearm
Right Foot

Left Foot

Right Farearm Group

Left Forearm Group
Right Thigh
Left Thigh
Crotch

Left Ankle
Right Ankle

Save | Save | Save || Save | Save | Save || Save | Save | Save || Save

| i |

-

Set Camera

Note that you don't always want to use this. Sometimes it does more harm
than good.

mETLJ worklmoveBcolorfoption

olo t camera
Workspace £
P v Rem 1




[Save | Save | Savo | Save | Save | Save | Save | Save | Save ['Save |~ g0 =
Glalslalelslalalalnl - vl=d-2%]2ls.

Next, on the Anim > Kinematics > Inverse Kinematics menu, click Copy to FK and then
toggle off IK. Then go to the Forward Kinematics (FK) menu and toggle on FK. Your old IK
adjustments should be reflected in FK.

FK adjustments are all done through rotation. It requires a bit more planning but can get
more natural-looking poses since it has more joints. It also allows precise control of the head
and neck. If IK is like a ragdoll, FK is like posing a stiff, plastic figure. Moving the hand will
never affect the elbow, but moving the shoulder affects both the elbow and the hand.
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Kinematics > Hands gives you access to some preset hand gestures. Since Rem is
making a notorious white power hand signal here we'll have to change that.
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By going to FK and clicking the Reset button next to Left Hand | copy the selected hand
gesture to FK. Failing to do so will result in the hand reverting to the original animation's
gesture when you toggle on the hand FK node. From here | can adjust individual finger
rotation. | recommend turning down the size slider while working with fingers.
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Her face has been bugging me so we'll fix that next. Kinematics > Gaze controls the eyes.
The default is front. Follow makes her look at the camera. Avert makes her look away from
the camera. Adjust gives a node (toggled with Q) for her to look at. The node can be moved
with the C hotkey like everything else. Fixed freezes her gaze where it is.



Current State
Kinematics
Animations
Voice
Clothing
Joint Adjustment

Pattern - 12 |
Display | From Config W

From Config
General
Blinking + Frontmost

Display | Frontmost W

Openness

[Tdefn
f

e [+ @]

Save || Save || Save | Save 'Save || Save | Save | Save | Save | Save || 5ot Came =
FACICIE COICICIC1 0 —— = G EA L
Workspace x|

Expressions are pretty straightforward and if you can't figure them out then you probably can't
read this shit anyway. The only things of note are the drop down menus that affect whether or
not eyes/brows are displayed through hair. Toggling lip sync makes her mouth move if you

decide to add any voice lines.
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Now that we have our great pose we need a fuckin map. Add > Map gives you access to the
Koikatsu maps. Rem seems to be stuck in a table though.
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It's easiest to just move Rem by selecting her in the workspace and pressing Q and W to
toggle the node visibility and movement, but you can also use the map button to pull up map
properties. By clicking and dragging on the movement and rotation buttons you can do those

things, and some maps have alternate evening/night versions. Options toggles off things like
the swimmers on the pool map.
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To add items to a scene go to Add > Item. Did you need me to tell you that? Good luck
finding what you want.
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To attach an item to a character, click the arrow next to the character's name in the
workspace. Find the part you want to attach the item to (Right Hand in this case). Click on the
part in the workspace menu, then CTRL-click the item you want to attach. Next, click the

Parent button in the workspace. The order is important here — the first item you click is always
the parent of everything else you CTRL-click
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Next | turn one lens flare into a shitload by using the power of CTRL+D. By the way, you
can duplicate a bunch of shit at the same time by Ctrl-clicking or Shift-clicking things in the
workspace. This also works with scaling/rotating/moving multiple things at the same time.
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The workspace was pretty messy so | cleaned it up with a folder. Folders are created with
the folder button on the workspace and they'll appear at the center of your camera. To
place shit inside a folder, select it and then use it as a parent for the objects you want
inside of it. Folders can be moved and rotated like objects and so you can do all sorts of
tricks with them — for example, you can create a folder at a certain location and use it as a
point of rotation. Duplicating a folder will duplicate everything inside it.



Workspace B

ra
5 - DONJOFF #) -, Workspace X |
-ty LR €

Self-Shadowing #, e ‘ 3 | P % Rem
IStrengtl . & s P & New Folder
R { !
sound I +oco NeieT i ) P + New Falder

39 tensit e P New Folder
" - | 10.00 ' def - 2 » + New Folder

Ay M . L - Y b + New Falder
sa.00 def [ )
P+ New Folder
P & New Folder
P ' New Folder
W Colored Shadow
V  New Folder
P & Eramusa Ken
P> ¥ Hojo Roy
P ¥ Kondo Takuma
P+ Kenba Torama

Spotlight

afun

Bepa

| :F 4
free A

Pos. o4z Y [FTe02 -0.549 [Tdef™

Rot. 13.688 186.335 0.000 Cdef”

X »
Scale = 1.000 1.000 1000  [Fderl) "' @ A

Map lights can be added through the Add menu and controlled via the anim panel and by
movement and rotation.
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The bepis is enabled at the bottom of the current state menu. It also has FK nodes and a
size slider. Also, you can place characters into folders. It's useful.
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| probably should have mentioned this at the start but replacing a character goes like this:
Select the character you want to replace in the Workspace

Select the character you want to replace them with in the add menu

Press the change character button
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| forgot to mention cameras. You can save camera angles by clicking “save” on the 1-10 icons
at the top of the screen, but there's also object cameras accessed through the workspace (by

pressing the camera button). Object cameras can be parented to characters and items. This is

useful for animation and replacing characters in scenes.
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It's also good for getting a 90 degree turn for portrait-style shots. Obviously you have to
rotate the image afterwards. To change the view to the object camera's, use the drop down in
the top right. One thing to note is that your zoom and tilt settings carry over from whatever

they were before you activated the object camera.
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| forgot to talk about the move copy button. To use it, click one object in the workspace and ctrl
click another. Click the button. This copies the position and rotation of the first object to the
second.

Gimmick items are animated objects. When you use them as parents, the children objects
take on those movement properties.
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ltem properties are managed through the anim panel. Some items have FK nodes, others
have colors and patterns or line thickness. The Japanese text there basically toggles jiggle
physics in certain items.
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