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| found that dress done by
Shelby and it does not fit
me at all.

See this This one is

one is Medium
Large dress

And this
one is




Yes and | don't know
what to do with that.

Medium fit
me best but
still

So these size are
provided but none fit
you

Well Shelby model
can be modified with
blender




First export this model to
OBJ format for blender
using viewer export
mesh tool .

Ok | know how to do
that .

Then lets fire up blender
and get the model in.

| did all that rework the mesh and imported it back in
Opensim. When | try to wear it it did not work.
It attach to me like an object not like a clothing




That is because when
you export the dress you
were missing the rig.

The rig or in blender wording
the armature. The bones
that support you avatar
clothing.

So where can | get this RIG. Why does it not come
with the rigged dress?
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Unfortunately the export from inworld does not
export the rig too. So you have to get the rig
from second life . There is three rigs available

Why three?

There was never a rigged mesh produced by SecondLife
There is the old RIGGED avatar file done by Domino :
http://dominodesigns.info/downloads/blender/avatar.blend :
And two by him and Gaia (Avastar)
http://blog.machinimatrix.org/avatar-workbench/

The FITTED and BENTO the latest one.


http://dominodesigns.info/downloads/blender/avatar.blend
http://blog.machinimatrix.org/avatar-workbench/
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~ SOBENTO isnewand | : : = o
x/t rigged is old and what about {We will be using FITTED == =

FITTED?? for dresses. See the
difference between |
BIGG ED and FITTED;

| see left (RIGGED)
has LESS armature
segment then right




Why FITTED instead of
BENTO the new one See now the difference
between FITTED and
BENTO.

Wow a lot more
bones including
wings tail and legs!!!




What does it mean

inworld a fitted versus a Check when | modify the
rigged Mesh shape here with larger

breast and butt compare
to the default shape.

| see that the breast and
butt are not grey on the
right side .

The grey rigged body

does not change while

the fitted avatar breast
and butt is increase.




= MESH CLOZ&
RIGGED-FITTE

So that is why Shelby did
5 dress
Yes all of them slightly
different in shape to fit
different butt and breast
sizing.

From red large to
blue xxs
Yellow behing medium
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So what do | do with this L
fitted avatar | loaded on

blender
4 We will use it to fit the

dress so here is the
steps:

1. Exported the
dress from inWorld
as OBJ. .

2. Import it in
BLENDER using obj.

ﬁ has wrong rotation!!




4 Ok that will not be a
problem to re-import after.
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« ctl-a apply the rotation

““_ 1. Rotate it a with rx-90 and =

rz90.

2. And important

No the fitting will do the
magic. All that matters is
the scale of thing.
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-

d= you selected the

ﬁ \ medium over the standard

! SL body.
:i_ . Y __ LYes this is medium . Lets -

look at the other ( b 2ol

extremes
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N

. | see that both dont fit too ,
: T well the SL mesh body. Yes and they wont fit in
iInworld on you.
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Yes you show that in your
astronaute tutorial its

So we have to copy the
weight painting of the
base SL fitted avatar to
our dress.

done as follows:

1. highlight the dress
2. Shift clic the armature

3. Do control p to parent and
select with automatic weights

i) BaseFemnale : BELLY

& wegrerare+] @ ] 7 * [EIE) " Buas cuaes

NO that might work but
Astronaute is not done
that way.

Its done by copy the
EXISTING weight of the
SL mesh to the Dress.

| suggest you to look at
that tutorial again .
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Ok | will have an other
look to astronaut tutorial
on mesh avatar

~ As with blender thereis " @8
many ways to do - b
something here is an
other one using data
transfer modifier

. D5 LK - Blender Render

All Scenes =

¢_
Generate Deformm Simulate
ata Tra L | Array T Armmature B cloth
=] Meshc ® Collision
- Add a modifier to the active Db]EEt Data Transfer
£ MNorma o i one bt oAl e e el ooth £/ Dynamic Paint
BN UV Proj.. e Buitd = i #} Explode
EY UV Warp ¥ Decimate ‘¥ Displace & Fluid Simulation
F Vertex Weight Edit &  Edge Split & Hook o Ocean
E Wertex Weight Mix <] Mask r=] Laplacian Smooth ;t Particle Instance
éf Wertex Weight Proximity .Q Mirror ]E' Laplacian Deform ;t Particle System
EP Multiresolution HH Lattice o~ Smoke
48 Remesh i=l Mesh Deform > Soft Body
? Screw Ll Shrinkwrap
& skin I Simple Deform
M Solidify £ smooth A
® Subdivision Surface & Warp
fjﬁ Triangulate AT Wave -
EJ1 wireframe [
(138) 0.001
(e ® otiectmode 5] @ ¢ W~ ~ Goba t|gamaseasas I=: EL = new [ oren I IEREIOE
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So we have to copy the
weight painting of the
base SL fitted avatar to
Using data transfer our dress.
modifyier that is new !

N
So adding mofifying dataTransfer.

o P oaemenser |l E3 (712 [ 2] 23] - Source Object is baseFemale

[easeremale xJ5:2- Select vertex data Nearest
vertex.

v Vertex Data MNearest vertex

All Layers * | ByName
Bevel Weight

3- select Vertex Group(s)

— A Hit generate data layers

Replace
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/ So the weight paint group

L information is copied B ———
g .
parent and that is it!!

So adding armature modifier.

1- Select dress

Constraints
Group
Track

2- Shift select armature

Paren

Make Single User U
Make Local... Lb

Make Dupli-Face
RS s Set the object's parenting: ~ With Empty Groups

e i 3- ctl — P or object menu, parent,

e e ‘ D arent with empty groups

Duplicate Linkec AltD Curve Deform Ctrl P

Done import inworld the dress and

Animation I Path Constraint Ctrl P

:Latti ce Deform Ctrl P i _I Ji e ar m at U re

Snap

g:: :’:rt:: (Trangle) Ct:IP - &\Jiﬁ
. ~ Ok you dont need to show /
o A T \it me how to importinworld. |

: Al 2 | JOROR| daamE: T :
ZiE t Ohja:tMndE : : e : sl I ’ v EEED EEEED !"' @ L d : Active : E:
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Welcome Temme test Welcome Tfemme test
X 127951 ¥Y: 124.880 Z:25.028

And that Is
the result
inworld

MEDIUM WITH LARGE BEREAST ANBE BL|

Yes this Is using
\m MEDIUM dress

| 'R

fVIEDIUM- DEFALULY

with Large and
defaut shape avatar




MESH ClOgdi5biN G
. RIGGED-EILTED=BENTO

Welcome femme test

il

.

X / : 5 [ r%—h
This is small. & ‘ L. b
None fit well HNIER GEBREAST AND BUT . - 8
here Yes this is using

| X 4 SMALL dress
- ol et with Large and default
. shape avatar [0
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And this Is
large Dress

LARGE "-.-"'-.-"ITHgl.FE: & BR

Yes this is using LARGE dress
So its putty much what you M Large and default shape avatar
see Is what you get in »
blender fitting |




We talk a lot about FITTED Well as you can see

but what about BENTO bento is a fitted armature
then? that include wings, tails
and 4 legs. It also has a
w-? = lot more bones for hands
\r\h"\:&\ / // = S and face. Most dress and
— TV clothing dont use these
new bones so to keep
this tutorial simple | did
not use it.

So what you do for fitted
works with BENTO bone
system now.

Well | did Rex a dog. He
IS the subject of my next
tutorial. Its obvious that
he uses 4 legs and tail.
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SUMMARY

-Get the standard SL fitted mesh body

-Export your dress as OBJ file using medium sized.

-Import in blender .

-Make adjustment to your model'so it fit.the standard.

-Add DataTransfer between SL fitted body and your dress and get
vertice group data transferred to dress.

-Parent the dress with the fitted armature.

-Export the mesh dress with the rigged SL DAE option

-Import the DAE file inworld'.

GiMiSa 161018 revised to present bento 180322




