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“For S?tutorlal' you WI” n.e'e "},
has already been rlgged o9

* The character may be a fuII body model W|th the N
cIothmg as a separate geometry,

* Or, a character model that has the clothing built
into the geometry.



AT
0ot ..‘Qﬁ 08 ;




Oor

03-1,.




Satiyour project - '« - VIR

| At this point, your character should already be

™

Opén Maya i

® "
Open your project scene

rigged and skinned.
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; .A'a the duplicate "’c‘lothing_nCI'oth”
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LB 3= 1Bl
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md side

[E] & xarig_grp
[5] & kaashiGeoGrp
LB & xaashiBodyGrp

o "™ kaashiBodyGeo

FAS AN S

r

|
g I_midArm_ikHandle
& kaashi_rig_grp
& kaashi_Skeleton_grp
mdootiom
& kaashiGeoGrp
& KA _blendShapes
[# & face_Gul
(@%) defaultLightSet
(&%) defaultObjectSet

(@) kaashi_skin_joints
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CREATING THE CLOTHING_SKINNED

 We'll be creating the clothing_skinned first so
hide the clothing _nCloth for now by selecting it
and hitting ctrl + h on the keyboard.

e Skin the clothing_skinned using the same skin
joints that you used when skinning the body.

e Select the skin joints
e Select the clothing_skinned

* Go to Skin > Bind Skin > Options




BIND SKIN OPTIONS

B Bind Sin Optirs el These are the settings that |

Edit Help
used:
Bind to: Selected joints v
Bind method: Closest distance v ° B|nd to. Selected JOintS
Skinning method: Classic linear hd
Normalize weights: Interactive ¥ * Bind method: Closest distance
Weight distribution: Distance v 3 i k i
v Allow multiple bind poses g Sklnnlng methOd: CIaSSIC Ilnear
Max influences: 3 . o . 5
" R * Normalized weights: Interactive
Remove unused influences

* Weight distribution: Distance

Colorize skeleton
Include hidden selections on creation

Dropoff rate: 4.0 [

e Allow multiple bind poses
* Max influences: 3

Bind Skin Apply Close * Dropoff rate: 4.0
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- Sel'é'c_t'tﬁ-e: body (that has
- the skin cluster)

* Shift + select the
clothing_skinned

Go to Skin > Copy Skin
Weights > Options




COPY SKIN WEIGHTS OPTIONS

These are the settings that | 8 Copy Skin Weights Optons -
Edit Help
used: B
Surface Association: @ Closest point on surface
Ray cast
Surface Association: Closest point on surface Closest component
UV space
Influence Association 1: One to One uence Association 1: [ NEEEEENES
Influence Association 2: One to One fiuence Association 2 -
nfluence Association 3 One to one v
Influence Association 3: One to One v Normalize

Normalize

Copy Apply Close
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Y .J: . : - *' NP ,'
Select the clothing_nCloth
+ Goto FX > nCloth > Create nCloth >

L
Options

« The default settings are fine so select Edit
and Reset, then Create Cloth.

>

Edit Help

Solver

Create New Solver

® Local Space Output

hd

World Space Output

Close
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Display Show
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Bq persp
md op
mdq front
Wd side
& KA_rig_grp

md bottom
[=] & kaashiGeoGrp
L|E| & kaashiHeadGrp
— :L‘aasmr thGrp
—[+] & vaashievecm
—o %% kaashiHeadGeo
o %% kaashiHead_bridgeGeo .
¥ KA_blendShapes A nucleusl node: this will control how the nCloth
& ace_GUI ' : \4 behaves. :

e,; - - 4
4
1 - \ J
o :
N — g

g (o%) defaultLightSet 3 3
(o) defaultObjectSet
'Ja) kaashi_skin_joints
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iy .;::"e”'até _th'e'hC_Iot_h, you will see a few
w nodes in your outliner:

. "An nCIdthl node: this belongs to the clothing
geo that you just made dynamic

.
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CREATING PASSIVE COLLIDERS

* To prevent the nCloth clothing from penetrating  :..:: nudeust =
the body when it simulates, you must make the
body a Passive Collider.

* Select the body

e Go to FX > nCloth > Create Passive Collider >
Options

e Make sure that the Solver is attached to the
nucleus that is controlling the nCloth. This will

be the one that was created along with the
nCloth, in this case, nucleusl.

Make Collide Apply Close



M OQutliner

Display Show Help
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Wd persp

mdq top ‘('/-//*;/r,.-r
¢ ont SRR SR ¥ ik 0“"»///// :
= side gid1 node is assigned to the body,and
KA_rig_ & : E % B b ') FEpye LAy
H Z e Cloth to collide with the body. AR
[=] & kaashiGeoGrp B e e ; ‘ V . :
L & kasshitteaccrp ~ So,itisa good idea to name this node S
& kaashiMthGrp - something like “body_nRigid” so that you know R
& aasnieyecrp A A which collider this Rigid belongs to.
“* kaashiHeadGeo b . b
-~ f’;;”‘”““'-‘”““’E3“‘ ;  Some rigs, like this one, have a head geometry
_blendShapes ’ . g d \
po S X : ' that is separate from the body geometry. ,/-\\)
.| | 1 . . 5 \ J
%:Z,:::Z * You will need to make both the head and the '-
o Eewee body nRigid passive Colliders.
(o) defaultLightSet
(o%) defaultObjectSet

l@:@ kaashi_skin_joints



ATTRACT TO MATCHING MESH

Now that we have our skinned clothing and our nCloth clothing, we are going to attach the
clothing_nCloth to the clothing skinned using the “Attract to Matching Mesh” constraint.

The Attract to Matching Mesh constraint attracts the vertices of an nCloth object to the
corresponding vertices of a mesh with matching topology

Select the clothing_skinned first, then shift + select the clothing_nCloth

Go to FX > nConstrain > Attract to Matching Mesh

] i N \’ .'1), w \,
Th e d efa u It Settl ngs a re fl n e M Create Attract to Matching Mesh Constraint Option Box - O X

Display Show Help

Edit Help

Jse Sets

Create Constraint Apply Close
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DYNAMIC CONSTRAINT

L}
L}
[}
W side
& KA_rig_grp ’ - )
- e You will know that the “Attract to Matching
EL s Mesh” has worked when you see the constraint
[=] & kaashiHeadGrp B 3 A
AP z attached to the cloth in the preview window.
- > ' kaashiHeadGeo » There will also be two new nodes in your
:' “emifn o - "] = outliner.
. ', B ._.-' & KA_blendShapes
| 1] 4 * Anew nRigidl node: automatically created for
. A" nucleust c o
| ;;;,,mltm the clothing_skinned
. - * A dynamicConstraintl node: this constrains the
4 X\ nRigid1 vertices of the clothing_nCloth to those of the

i+ dynamicConstraint1 clothing_skinned.
(@%) defaultLightSet
(#%) defaultObjectSet
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FROM THE AUTODESK MAYA KNOWLEDGE WEBSITE:

e “Attract to Matching Mesh constraints attract the vertices of an nCloth object to the corresponding
vertices of a passive object with matching topology. This type of constraint is useful when you want

your nCloth to assume a specific shape during simulation.

* For example, use this constraint to create a specific end shape for a garment falling off of a character
that must land in a specific shape, or orientation in the scene. The Strength attribute on the
dynamicConstraint node determines how closely your nCloth object resembles your target mesh.
nParticle objects do not support Attract to Matching Mesh constraints.”

* http://download.autodesk.com/global/docs/maya2014/en us/index.html?url=files/GUID-FAD8F763-
5E3D-4872-8773-CE095E3BDFD6.htm,topicNumber=d30e512357,hash=WS1A9193826455F5FF-
AFDFBFFB11A5310C890-6500



http://download.autodesk.com/global/docs/maya2014/en_us/index.html?url=files/GUID-FAD8F763-5E3D-4872-8773-CE095E3BDFD6.htm,topicNumber=d30e512357,hash=WS1A9193826455F5FF-4FDFBFFB11A5310C890-6500
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Map Option

: Tms-wﬂl Iet you pamt any o the available pror rﬁ‘w' on the component members of your nCloth
constramts The constralnt property values you oF mt are stored per-vertex, per constrain component
‘member. o . . g

* https://knowledge.autodesk.com/support/maya/learn- BN/ 4

explore/caas/CIoudHeIp/cIoudheIp/2015/ENU/Mava‘/fiIes/nConstraints--Paint—properties—bv—Vertex— 5
Map-htm.html



https://knowledge.autodesk.com/support/maya/learn-explore/caas/CloudHelp/cloudhelp/2015/ENU/Maya/files/nConstraints--Paint-properties-by-Vertex-Map-htm.html

PAINT PROPERTIES BY
VERTEX MAP

* To Paint Properties By Vertex Map:

e Select the clothing_nCloth

* Go to FX > nConstraint > Paint Properties By

Vertex Map > Strength

* The clothing_nCloth should appear completely

white. This means that the entire
clothing_nCloth is 100% attracted to the
clothing_skinned.



ol Settings gl X
Paint nComponent Attributes Tool Reset Tool Tool Help

¥ Brush

Radius(U: 2.0641 .

T PAINT PROPERTIES BY

Opacity:  1.0000 l =
e 90onm r .
o = I VERTEX MAP
¥  nComponent Attributes %
Paint Attribute Strength h - , B
¥ Paint Attributes * Use the Paint Properties By Vertex Map Tool to
Pt operaior _ Bepac paa - paint values for where the clothing_nCloth is
— I attracted to the clothing_skinned and where it is
Min/Max value 1.0000 - nOt, and iS instead fO”OWing the nCIOth.
Clamp  CERrE * White represents areas where the
o clothing_nCloth will follow the
Use Color Ramp clothing_skinned, and black represents areas
SCHORC where it will follow the nCloth simulation. Just
® like painting skin weights!
e Grey areas will follow both the clothing_skinned
b Stroke and the nCloth each by a percentage based on
> Stylus Pressure H e
> Attribute Maps the palntlng.
2 Display



PAINT PROPERTIES BY
VERTEX MAP

* Basically, areas where the clothing is supposed

to be skin tight, will follow along the clothing
skinned (will be white)

 And areas where the clothing is hanging off of

the body, will follow the nCloth (will be black).

* The next step, is to play the simulation.




"+ Youcan compare the ‘motion of the clothlng skr ed to the movement of the clothing_nCloth by
P turnlng on and off the VlSIbI|Ity of each and pIaylng the simulation. .
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List Selected Focus Attributes

nCloth: nClothShapel

v Enable

Show Help

nCloth1 _ nucleus

dynamicConstraint1

v Collide
Self Collide

Collision Flag Face
Self Collision Flag Vertex
Collide Strength  1.000
Collision Layer 0.000
Thickness 0.154
Self Collide Width Scale  3.000

Solver Display Off

Bounce 0.000
Friction 0.100

. You may notice that the nCloth behaves- Stickiness | 0.000
strangely in areas like the armpits. '

* The best thing to do is to turn Self-Collide off

v v v v w
i’

w

Display Color [N

| N

dy,4 >

Copy Tab

1afe]/xog Puuey?
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