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Introduction

The UltraBodysuit foDAZ 3 @enesis 2 Female(s)the most advanakand versatile suit of its type
yet created. This guide is presented to give you information on the suit to allow you to utilize it to its
fullest potential.

The suits included a number of user
NBIljdzSaiGa 3IFAYySR TNP
of discussionmDAZ 3@ a /[ 2YY2Y .
My thanks to all those who patrticipated, it it
because of you that this suit contains
cutting-edge features and functionality!

The suit come as a set bilifferent objects
built from one master suit. First there are
two versbns of the full bodysuivith cowl,
(UltraCatsuit) TheUltraCatsuittomeswith
over 316different material surfacethat
include different materials for the left and
right side of the body for greater versatility.
Thestreamlined versiomasa reduced
number of material zones for when
simplicity is required.

Next there is a version of the bodysuit
without the head, making it similar to the
much beloved Victoria 4 Bodysuithis
version also includes extra morphs to simulate unzipping the front o$diite The final separate object
is a cowlwhich can be used when onifyeadportion of the suit is needed

TheUltraCatsuittomes with over 48 different regularmorphs including morphs for popular characters
such as Victoria 6 and Aiko Also included are morphs to create different masks, clothing styles and
well as a full range of adjustment morphghe suit also has 861D Morphgo allow for even more
customizationand to simulate elements like seams and wrinkles

The suits come witthree maindifferent UVtexture map options.Thedefault UVmap has the whole
bodysuit on onanap;this makes it eag to use tiling textures. The seconp has a separate map for
the head so it will be easier for peopledoeatehi-resolutiontexturesof just the head. The body
section is the same as the first map. The third texture is compatible with the V4 bodysxitires
created forDAZ 3@ Xictoria 4.2 Bodysuitan be manually ap@d to the bodysuit using the compatible
UV map, material names are different so presets will not wditkere are several UV mamsed on

the default mapthat have been relaxed to look better on characters such as@ikbe Girl etc.



http://www.daz3d.com/victoria-4-2-bodysuit

Surface Materials

The defaultbodysuithas316 different surface materials! These include different material names for the
left and right so the arms and leganbe managed independently on each sidelaterial names are
grouped into sectionfor naming purposg The figure below shows how the sections map to the
bodysuit, (i.e. 1 to the head, 2 to the neck, etc.).

Sections

T 1 - Head
2 - Neck
3 - Arms
4 - Hands
5 - Chest

8 6-Torso
7 - Hips
8 - Legs
9 - Feet




Based oruserrequessthe bodysuitalsocomes with a version that hdewer materialszones(101)

This makes it easier féhose who want tado simple outits or for those whdind all the zones in the full
version too tedious. The UV map options are the same. Both versions of the suit share material names
therefore a large number of the presets for the full version will work with the siraglihaterial

version.

Sections

T 1 - Head
2 - Neck
3 -Arms
4 - Hands
5 - Chest

8 6-Torso
7 - Hips
8 - Legs
9 - Feet




The materiahaming convention was adopted sbat areas of the bodysuit are grouped together in the
Surfaces (Color) tab, (see below). This helps when usirutti@cedab to select multiple groups. In

the faceand head sectiossmall materials are grouped together by addargalpha numeric suffix, (i.e.

1 Facel, 1_Facela, 1_FacelB, etc.). The left and right sides of the arm and leg sections are further
denoted by adding _Lft or _Rt suffixes to the names.
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Presets

Theultra-bodysuit comes with a
large number of material
presets to make it easier for the B g o apuizars > | @ i P0E | @ wsteriais Body
user to create a wide variety of : (& Materiais-Color
outfits. It only takes a few P
clicks of the mouse to create a
bikini, shorts, tank top, etc.

L

@l Enter text to search by..

The preses can be found in the Materialslders under the Content Library tab. Ti®dy and Face are
designed to be applied to the figure with all surfaces visililhen a Body or Face preset is applted
will hide the surfaces to give the desired look.

Generally to use the presets you wantdpply your textures or materiatolor preset first. Then apply
the appropriate preset to hide the required material surfaces. Below is an example of how to use the
presets to create &uper Heroinetyle outfit out of the bodysuit.

Color Presets

There are a number of presets that just change the surface diffuse color. These allow you to easily turn
the bodysuit into things like simple superhero outfits. Some of the presets are designed to be used with
a Body Preset to hide some of the surfaces tmptete the outfit.

Body Presets

The suit comes with0 presets for thebody. These presets will ondffect the surface on thbody,
except one. The preset IDefault will reset ALL surfaces to be visible, neutral greyTltwqreset
IDefaultBody vill only affect the bodysurfaces



Face Presets
The suit comes \th 71 presets for the faceThe presets are designed to work with all the face surfaces
visible

Sample body presets
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Sample face presets

Mask02
Mask06

Mask10

T\ﬂ?';‘;‘
- J

\
Mask14 Mask15

D J

Mask19

o )
C 2

Mask27

) ; ‘_/'
'
Mask32 Wask Mask34 Mask35

P
B )
¥




Morphs

DAZ Studio 4.6 Pro
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The suit comes with oveid8different

morphsincluding morphs for popular
characters such as Victoria 6 and Aiko ¢
Theusermorphs can be accessed
through the Shaping tab on the Actors,
Wardrobe & Props pager the

Parameters tab for the selected iteim ‘C\" e
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TheFitgroupcontainrs morphs that ‘ i
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Style group contains a wide range of g::::dex oa g
morphs to create different looks for the [ — ExpandSkullBack o
bodysuit. [G] Clothes §'

[G] wrinkies 52
Spandex [G] Body Expandheck
The Spandex group cortg a number of (Gl Ees
morphs to create a spandex look aroun ’ et
the breasts. Separate morphs for a » [6] Chest gt

number of the different breast shaping
morphs were created. For example, if
using theBreastsShapeOhorph you would use thepandexBreastsShapeOtb create a spadex look.
Thereare also morplsto give the area between thglutesa spandex lookln addition, afew character
specific morphs where createxs well

ng

Some spandex morphs may produce slight odd shading due to how some of the polygons are laid out,
particularly where a vertex has more than four attached to it. The polygons where laid out to maximize
surface materials and in some areas geometry is less than optimal for morphs. If this is a problem then
changing the SubDivisigxgorithmfrom Catmull to @mull-Clark (Legacy) can help. However, if you do
this then the HDMorphs may not work.



Clothes

Some of the morphgarticularlysome of the clothes morphs were designed
to look their best when the feet or hand materiednesare hidden. For
example the Pants morph should have the feet material hidden as it is
intended to have an open cuff look. The Jumpsuit morphs look best when
the feet and hand materiadones are hidden. Presets in the Materidedy
are included for th8 purpose.

HD Morphs

The bodysuits come with numerou® Morphdor additional
detailing and customizationA large numbeof the morphs are
used to simulateseams and other fabric effect®lease note that
HD Morphasormallyonly show their full effet at rendertime and
usuallyonly display partial effestin preview mode.

Note, ChestStretchSPDX morph is a utility morph that was desigi
to be used with theegular pandex chest morphsand actually
pushes the vertices in. This is why there is poklerough when
you apply it at 100% just by itseBy default the limit is set to 60%

Some of the HD morphs only affect some of the polygons on the
top of neck (for example NecklbSeam). Without close inspectio
may look like there is no morph theréhese were left in to help
when matching the corresponding HD morph in the Cowl when
both items are used together.

Fabric Effects

Normally fabric effects like wrinkles and stretching are handled
using displacement mape simulate these effectsAlso for
specific clothing items they can be modeled into the mesh
general use item, like the UltraCatsuit, the placement of the
polygons to facilitate the large number of surface materials make
modeling in the fabric effects difficult. In additihis woud

drastic increaséhe polygon count.However, with the ability to
addHD Morphgo Genesis 2 figures it is now possible to use morphs to simulate some of thests eff

A set of specific morphs where created to simulate wrinkles around most of the joajts. This is
useful when using textures sets that do not include displacement maps for this specific purpose.
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UV Texture Map s

The bodysuit comes with number of differentJV mapgo give
texture artists some flexibility when making textures &ext the
UV map that best fits the textures they are makinithe maps can
be selected from the UV Set section in the Surfaces t&AA
Studia

Thedefault UVmap has the whole bodysuit on omeap;this
makes it easy to use tiling texture¥he V4Bodysuit had some
stretching in certain areas andi#hs eliminated with this map

Thedefault UV map witthi-resolution heachas a separate map
for the head This iso it will be easier for people wreatehi-
resolutiontextures of just the head. The body section is the sal
as the first map.

The V4Bodysuit texturis compatible with the V4 bodysuif he
head and hands are compatible with the cowl and hand portion
the gloves that came with the V4 Bodysuit.
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Character Specific Maps

Additional UV texture maps where created from the default normal map for some of the Genesis 2
female figures. Thiwas done not to necessarily fix stretching, (i.e. breast area), as this would require
cutting up the UV map further, but to relax the map so it behaves more like the normal Bame
textures may look a little better using one of these alternate UV maps

Below is theThe Girl Gigure with the normal map and with the optimized map.
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Additional character maps include:

Big Breastélternate (reduces stretching in the chest area)
Aiko 6 Body Optimized

TheGirl6 Body Optimized

Victoria6 Body Optimized

= =4 =4 =4
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HD UV Map

An additional map is also included that maximizes different body sections in order to provide the highest
resolution maps possible. However this would mean for the complete bodysuit four different maps
would be required. This mapping wagated mostly for artists looking to use a portion of the bodysuit,

for example using just the legs to create stockings or hosiery.
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