Dynamic Bulge for tfrans-inclusive AXL
garments

a Tutorial by e
Hey there!

In this tutorial, I will show you how to use Berdagon’s Bulge
Detector script

This script detects the player V’s genitals to use different meshes!
The workflow will be the same for both feminine and masculine
body frames

You will need:
e An AXL addition mod (preferably in the leg slot (underwears,
pants))
e The Bulge Detector script

I assume you already know your way around AXL and won’t go in
depth about that in this tutorial

If your garment don’t have a visible bulge, or if you don’t plan on
making it trans-friendly, you don’t need this script and won’t need
this tutorial either

The Bulge Detector script is now compatible with
DynamicAppearance
(Codeware 1.11.2 + ArchiveXL
1.15.2)

This tutorial uses the regular AXL addition method (non-Dynamic)
For a tutorial showcasing the use of a similar script using
DynamicAppearance, check the Flat Chest Detector tutorial



https://www.nexusmods.com/cyberpunk2077/mods/14775
https://www.nexusmods.com/cyberpunk2077/mods/14775
https://www.nexusmods.com/cyberpunk2077/mods/14775
https://docs.google.com/document/d/1C3H_UldaYEAuz8t5P06xf7HjfChjF8VNfTOtybDylgE/edit?usp=sharing

1. Preparing Meshes

This goes without saying, but to make use of the bulge detector,
you’ll need two variants of your garment; One with a bugle, and one
without!

Other than that, there’s nothing fancy to do in blender
The script is also compatible with Garment Support

2 . AXL Struciture

/\ Again, for this tutorial, I’ll be using the Regular AXL
addition method here, not a Dynamic One!
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Pack your two meshes, bulge and nobulge, in the same mod
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Call for the two meshes in your garment entity
Make sure to give them distinctive names!

Each mesh (no_bulge and has_bulge) will need a set of
appearances
If your mesh has 6 appearances, you will need 12 entries!

Give them distinctive and clear names;
I recommend putting “no_bulge” and “has_bulge” at the start!
We will re-use them in the root ent later
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Make sure to call both the nobulge and hasbulge components
from your garment entity in all the appearances to avoid
rendering issue in game
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visualTags
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Don’t forget to chunkmask the component that isn’t used by the
appearance (for the no_bulge appearances, chunkmask the
hasbulge component and chunkmask the nobulge component for
the has_bulge appearances)
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10_pkd_boxer_classic_nobulge

chunkMask

componentName 10_pkd_boxer_classic_hasbulge

?3 Transform

meshAppearance black




Once your appearances dre set, you need to add two visualTags!
[no_bulge] to your NoBulge appearances
[has_bulge] to your HasBulge appearances

- yisualTags
-
sz hide_Genitals =] hide_Genitals

w:|  mo_bulge #:| has_bulge

s hide_LowerAbdomen =]  hide_LowerAbdomen

Just like the appearances in our .app file, we will need a set of
entries for each variant; nobulge and hasbulge

As said previously, I used the legacy AXL structure for my
garments
So in my case, I had to fill 24 entries;

- 6 no_bulge TPP

- 6 no_bulge FPP

- 6 has_bugle TPP

- 6 has_bulge FPP

»

Your entries need to start with “no_bulge_” and “has_bulge_
Don’t worry about the Factory, it will still detect the entity name!
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Call the correct apearanceNames from your .app for each entries



RDTDataViewhodel
¥ appearances
>0 1—_3 entTem nce no_bulge_un _black_&MaleSTPP

appearanceMame ] no_bulge_undiesboxerclassic_black

appearanceResource E‘j base\pkd_dadstore\gammentylegsipkd_I1_001_undies_boxer\J1_001_pma_boxer_classicapp @ @

name <] no_bulge_undiesboxerclassic_black_SMalesTPP

Despite our files having twice the entries (one set for each variant
of the mesh) this isn’t necessary here; we’ll only need to list one
set!

I personally listed the “no_bulge” set because this is the first
listed in my AXL files, but you can choose either one; the Script
will use the correct mesh depending on V’s junk regardless of what
name is listed in the Yaml



PinkyDude _Undies_Boxer _classic yaml

Items . PinkyDude Undies Boxer Classic Black:
$hase: Items.Genericlegllothing
placementSlots:
- lappend OuttitSlots.legslnmer
entityMame: undiesboxerclassic
appaarancelame: no bulge undieshoxerclassic black
appearancesuffixes: | itemsFactoryiAppearanceSuffix.Gender, itemsFactoryippearancesuffix.Camera |
displayMame: boxer classic black name
localizedDescription: undiesboxer
quality: Quality.legendary
statModifiers:
- lappend Character.ScalaToPlayerlevel
feon:
atlasResourcePath: base\pkd dadstore)garment)legs\pkd 11 &8l wndies boxer\iconshclassic.inkatlas
atlasPartMame: slot 1

Items .PinkyDude Undies Boxer Classic Blie:
$hase: Items.Genericlegllothing
placementSlots:
- lappend OQutfi oLs . Legs Tnner
entityMame: undiesboxerclassic
appaarancelame: no bulge undieshoxerclassic bluee
appearancesuffixes: | itemsFactoryiAppearanceSuffix.Gender, itemsFactoryippearancesuffix.Camera |
displayMame: boxer classic blue
localizedDescription: wndiesboxer
quality: Quality.legendary
statModifiers:
- lappend Character.ScalaToPlayerlevel
feon:
atlasResourcePath: base\pkd dadstore)garment)legs\pkd 11 &8l wndies boxer\iconshclassic.inkatlas
atlasPartMame: slot 2

Ttems . PinkyDude Undies Bower_Classic Green:
$hase: Items.Genericlegllothing
placementSlots:
- lappend Out oLs . Legs Tnner
entityMame: undiesboxerclassic
appearanceiame: no bulge undieshboxerclassic_gresn_
appearancesuffixes: | itemsFactoryiAppearanceSuffix. Gender, itemsFactoryAppearancesuffix.Camera |
displayMame: boxer classic gre
localizedDescription: undiesboxer
quality: Quality.legendary
statModifiers:
- lappend Character.ScalaToPlayerlevel
feon:
atlasResourcePath: base\pkd dadstore)garment)legs\pkd 11 &8l wndies boxer\iconshclassic.inkatlas
atlasPartMame: slot 3

Ttems . PinkyDude_Undies Boxer Classic _Grey:
$hase: Items.Genericlegllothing
placementSlots:
- lappend OutTitSlots.LegsTnmer
entityMame: undiesboxerclassic
appearanceiame: no bulge undieshoxerclassic_gr
appearancesuffixes: | itemsFac yAppearances JGender, itemsFactoryAppearanceSuffix.Camera |
displayMame: boxer classic grey name
localizedDescription: undiesboxer
quality: Quality.legendary
statModifiers:
- lappend Character.ScalaToPlayerlevel
feon:
atlasResourcePath: base\pkd dadstore)garment)legs\pkd 11 &8l wndies boxer\iconshclassic.inkatlas
atlasPartdame: slot 4

Ttems . PinkyDude_Undies Boxer Classic_Red:
$hase: Items.Genericlegllothing
placementSlots:
- lappend OQutfi oLs . Legs Tnner
entityMame: undiesboxerclassic
appearanceiame: o bulge undieshboxerclassic
appearancesuffixes: | itemsFactoryiAppearanceSuffix. Gender, itemsFactoryAppearancesuffix.Camera |
displayMame: boxer classic
localizedDescription: undiesbo
quality: Quality.legendary
statModifiers:
- lappend Character.ScalaToPlayerlevel
feon:
atlasResourcePath: base\pkd dadstore)garment)legs\pkd 11 &8l wndies boxer\iconshclassic.inkatlas
atlasPartMame: slot 5

Ttems . PinkyDude_Undies Boxer Classic White:
$hase: Items.GenericlegClothing
placementSlots:
- lappend Out oLs . Legs Tnner
entityMame: undiesboxerclassic
appearanceiame: o bulge undieshboxerclassic &_
appearancesuffixes: | itemsFactoryiAppearanceSuffix.Gender, itemsFactoryAppearancesuffix.Camera |
displayMame: boxer classic whi
localizedDescription: undiesboxer
quality: Quality.legendary
statModifiers:
- lappend Character.ScalaToPlayerlevel
feon:
atlasResourcePath: base'\pkd dadstoreigarment)legs\pkd 11 &8l wndies boxer\iconshclassic.inkatlas
atlasPartMame: slot &




Teleport yourself to your favorite Ripper Doc and switch V’s
genitals to see if everything works as expected

Selecting the Vagina should switch the mesh to the no_bulge
version
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And vice-versa with the Penis
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You might need to re-equip the garment for changes to take
effect in FPP

And voila!
Your garment is now adapting itself to V’s junk o

When doing refits as mesh replacers, simply pack two meshes
(with and without bulges) to replace your OG variants

Huge thanks to Berdagon for the script!

Have fun and happy modding! "


https://next.nexusmods.com/profile/Berdagon1/mods?gameId=3333
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