How to Use a Push Modifier: Creating a Blanket and Adjusting Clothing Fit
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This is a tutorial on using a push modifier so that a
primitive plane can be converted into a draped sheet or
blanket. The push modifier uses a weight map to deform
the mesh, similar to how a map can be used to control a
d-former. Unlike the d-former, there is no field or
deformer tool to be positioned and adjusted.

Here’s a render of the finished result:

Step by Step Instructions:

1. To setup the scene, we are going to use the bed from
Modern Room Bedroom. It comes with a blanket at
the foot of the bed and two pillows (combined as one
prop) at the head of the bed. The actor is G3Fin a
sleeping pose with her left arm tucked behind her
head. Originally her head and arm were flat with the
bed, but | adjusted her chest side-to-side to lift her
slightly so her arm is about half way into the pillow.

Here’s how the scene looks to start:
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https://www.daz3d.com/modern-room-bedroom

2. Create a flat plane by going to the main menu and selecting Create/New
Primitive and set the primary axis to Y-positive, size to 5 feet, and
divisions to 100. The more divisions, the smoother the draping.

3. Translate the plane so it is just above the sheet and blanket
and covers most of the girl’s shoulder. | set Y-translate to 52,
Z-translate to -27 and Z-scale to 105%.
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With the plane still selected in the Scene pane, go to the main menu A SSBE gt b sl es

and select Create/New Push Modifier Weight Node. Actors, . Mew Camera...
¢ —-n New Distant Light...

New Spotlight...
4. New Point Light...
Engine : e New Linear Point Light...
You will now see those words as a child to the plane in the Scene Al New Primitive. .

pane: Favorite *a% New Nul.
Current s .
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> Gen ;"

New Node Instance...

o Ry v@ plane

New Node Instances...

New Geometry Shell...

D-Former...

] New Measure Metric...
New INFINITO Scene Objects...
New ‘"Look at my Hair' Object.

New Iray Decal Node...

Select the Push Modifier Weight Node in the Scene pane. Go to the
Tool Settings pane and from the drop down box at the top choose
Node Weight Map Brush.

New Iray Section Plane Node...

Active Tool : 54 Node Weight Map Brush
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Spot Render Alt+Shift+C

ActivePose Alt+Shift+P
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Half way down the weight map brush pane you will
see a section titled Weight Maps. The Unused Maps
box will show <New Push Modifier>. Click on the Add
Map button.
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Tool Settings
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You will now see that a parameter slider has been added just below the button. This slider affects the amount
(distance) of push that will be applied. The default value is 1.

Bone : None

Scene

Unused Maps : * 2 ’ 4

Parameters

For now, set the slider to 36 which is a lot of push, as we need the blanket to cover the shoulders and hips.
(The planeis at Y 52, the shoulders are around Y 86 for a difference of 34. The setting of 36 gives a little extra
room and can later be adjusted up/down as needed.)

Bone : None

WLITEEL B R SS <New Push Mo ’

v K, PushModifer
PushModifer

The weight map will already be filled with a weight that needs to be removed. Right click in the viewport and
from the pop-up menu choose Geometry Selection/Select All. Right click again and from the pop-up menu
select Weight Editing/Fill Selected and type in a value of 0%. That removes all the weight. You are now ready
to start painting the weight map.

At the top of the weight map brush pane, click on the Paint brush icon (upper right with the letter P).

Active Tool : ?I Node Weight Map Brush

Brush :
Use Symmetry :

Go to the shoulder area and start painting in a small
area. The plane will turn blue, then reddish, then red
and you will see the mesh deform upwards. Continue
painting until the mesh is above the shoulder and
forms a flat top like a plateau. It’s OK for now if the
mesh is too flat and rough, as later we will smooth the
mesh to get better draping. (If you don’t see the color
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change, right click in the viewport, and from the pop-up menu select Weight Display/Show Weighted
Surfaces.)

10. Continue painting over the figure until the mesh covers the woman and her clothing. Increase the brush’s
sensitivity if you want to deform the mesh faster (at this stage, it's OK to overshoot some). Rotate the camera
to be sure she’s covered from all sides.

Daz Studio has a bug where the paint brush icon (two concentric circles) can disappear and you’ll get a plain
white arrow that no longer paints the mesh. If that happens, click on another object in the scene and then in
the Scene pane reselect the push modifier child of the plane.

11. You can check to see if the push modifier property needs adjustment by moving the slider in the middle of the
Node Weight Map pane back and forth. If you move it down to 33.2, the shoulder will still be covered but
you’ll notice the hip is the high spot and is showing too much. Move it back to 36. The value you need to set
for this slider will vary depending upon which pose you are using and the size of the character.
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12.

13.

14.

15.

16.

At the top of the weight map brush pane, click on the Smooth brush icon (upper right with the letter S). Paint
on the weight map and you’ll see the edges soften. If an area is too high, hold down the Alt key as you paint
and it will push down the mesh. If an area gets too low and skin or clothing is exposed, hold down Ctrl and
paint and the mesh will grow higher. (See image below).

The painting of the map is a bit of an art. For the blanket, you want it to drape and not be form fitting, so
paint/smooth further away from the figure, so the plane smoothly flows onto the bed’s surface.

As a shortcut, you can quickly smooth the entire plane by right clicking in the viewport and selecting from the
pop-up menu Weight Editing/Smooth Selected and use a value of around 20% smoothing factor and 40
iterations. To smooth a smaller area, use the Geometry Selection tools from the pop-up menu to pick an area
and then apply the Weight Editing/Smooth Selected.

You'll find the most troublesome spots are points of the figure (shoulder, hip, hands, feet) which will tend to
poke through. As you fine tune, | find it helpful to adjust brush sensitivity. For smoothing, | set it high (0.80) so
it acts more aggressively. But if | have to add some height back (Ctrl key) or remove some height (Alt key), |
set sensitivity low (like 0.05) so it changes slowly.

A blanket on a bed is not going to be totally /
smooth, so use the paint brush at a low B

sensitivity to paint in a few bumps and ridges in
the flat sections.
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17. Add a shader and you have a blanket.

18. Next we are going to add a push modifier to the pillow. Repeat steps 4-7 except choose the pillows in the
Scene pane and set the push modifier to a negative value (-3). You will see the pillows shrink in as you do so.

19. At the top of the weight map brush pane, click on the Paint brush icon (upper right with the letter P).
Important Note: Because you have a negative push modifier parameter, the brush will act in reverse. Hold
down the Alt key while painting to cause the pillow to fluff back out. Start with the left pillow which is not in
use and paint until it becomes blue then maroon (because the pillow is red). | made it fully maroon, then used
the brush without any key modifier to depress the center slightly (as a pillow would be if used recently).

7 0f10



20. You may find the pillow got pushed down into the mattress by the negative modifier setting. If so, change the
pillow’s Y translate to move them back up.

21. Repeat step 19 for the right pillow, but mostly paint along the edges with the Alt key held down. You want the
portion where the arm is located to remain sunked in, so you will want to see red in those areas.

22. | changed the pillow color to gray so you can better see the result. | also added sub-D to the pillows as they
are a fairly coarse mesh and were showing a more jagged edge to the depressions.
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23. Where else can you use push modifiers? To adjust clothing so it fits better. Here’s G3F wearing the Summer
Trend shirt. The lower front edge of the shirt is embedded in the body at several spots (see left figure). If your
clothing item doesn’t have useful adjustment morphs for that problem, create your own solution by adding a
push modifier. Choose the shirt in the Scene pane and follow steps 4-9. Leave the parameter setting in step 7
at its default of 1.0. You paint right on the figure and can see the change in real time. Here’s a screen capture
of the viewport after a map has been added to the shirt on the right. You can see the front and sides of the
shirt have been lifted free of the pants.

Here's the final render:
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Here is another example of a shirt where a
push modifier helps with the fit over the belt
and loosens the fit around the arms and
neck. Push modifiers don’t provide a
complete solution like clothing modifiers
(such as Fit Control) but they do offer a quick
and easy way to make minor adjustments.

| repeated this tutorial using a primitive cylinder to
make a summer time wrap. You follow the same basic

steps as outlined above.
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