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Yes lets see that but we need a
bit of blender setting change so

we see same things.

o

This is what | see from factory.
Please dont make it complex.
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L] Start by deleting the cube. If its not selected right
clic on it and hit your delete key.

Ok Done.

You still see a camera and a light.

| see two objects. | believe you they are camera
and light....

(1) Cube
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Hold shift to select multiple item and right clic the camera and the
light. Then hit 'm' on you keyboard.
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One more thing. Clic on the + mark
by my arrow on top right of the 3d
window.




Blender Render %

Ok got the right side panel in.

Scroll find and expand the 3d cursor position and
make sure its at 0,0,0

{1} Lamp
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Blender User Preferences

Editing Input Addons Themes File

" Mani pulator

i Tooltips Cursor Depth
" Python Tooltips ~" Auto Depth

" Object Info Zoom To Mouse Position
Rotate Around Selection
" View Name Global Pivaot

Playback FPS * Camera Parent Lock

One thing that I prefe-r; Optional really_bu;t might C b
make your life simpler. Use ctl-alt-u. You will see |

a window popup. Select interface tab and set
view manipulation as show.

All good. There is lot you can set.

Yes and additional addon you can activate. We
will sure come back here. Hit Save user Settings
at the bottom.
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Shift Ctrl 5
Ctrl Alt 5
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1 ((': Import
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# External Data

Yap and from now on this is what blender will
show you when you start it .You can always
change and re save Or you can load factory
settings the menu item just below.

Mesh-Import-part 2

You jUSt save that as your default Don't worry you can
easily go back to factory

menu too.
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Did you save your blender file of the house in
nart 1

Oh gosh no. | was so happy to load the dae to
opensim and | work on the house a bit in
opensim.

Yes then its a good occasion to try the export
dae tool available on opensim .

Ok is it possible to include the additionnal wall
and floor | made. Also | detached the door and
turn it so it appears open.

Yes. Let see that.
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Select all the part you Want to export Find the
save as DAE menu

Save OB]...
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&4 A have selected all my unlinked part. The house

the door. | also select the walls and floor I added
il'll"ilw —

Snapshot
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I Browse to where you want to put the file. Add the
options as show and hit export button.
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limiy - ColladaiExpo -~

0 it T . .
S Fle Mame:  /home/gimisa/Desktop/house/mesh_House dae Browse EXport

skt | Object Info
[

prr | MName: mesh House Inside

WESHTEX | Eyportable Prims: 40/40

Exportable Textures: 0/1 /
Options

Export Textures |(PAGH W
Consolidate faces
W Ip transparent textures

Apply textUre params

A have selected all my unlinked part. The house
the door. | also select the walls and floor | added.



Mesh-Import-part 2

m: PR

(=, Blender

Ctrl M .
Ctrl O
Shift Ctrl O

iy

T

Ctrl 5
Shift Ctrl 5
Ctrl Alt 5
Ctrl Alt L)

Ctrl L
settings

= il [ ) D | =
i = 2 (d
i = O =
u ! 0 | =
I - ]

.31‘

O PEE GSS YODIE

&

Ctrl Alt O
Shift F1

e—

!g) Export

%E External Data

) Quit Ctrl @

Histor

wnI= ¥
b
ol

W oy




Mesh-Import-part 2

and that the door is open.

Set Origin ¥

(1) prim39

[ Object Mode i - ‘¢‘ o= k. Glohal - - [;! @] [

| see that now the house have a floor and an inside

oIt

Image Editor 5l

Render Presets

X 1920

No])

 Start Fram: 1 ¢

¥ 1080 px "

“End Fra: 250

Yes all what you did is there as
separate object in this mesh set.

* Frame Ste: 1+
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If you zoom to the roof part you see that we have
= a problem there.

How do | zoom?
——

R
ad® VOU IT1ouse pd 2 Wwrnere vou Wada 0

zoom. Use you mouse wheel and rotate itto = y
zoom in or out. Push the mouse wheel and move |
— the mouse to rotate the view. And hold the shift

key and move the mouse to pan. Have fun try
it
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Right clic that area. Go in edit mode and hit 'a’ to select all mesh
% in that object. To see the transparent face use backface curling in S

| see every other tiles of the roof is revers. K/
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Look at the setting at the bottom and on the side

panel. Activate the normal indicator on the right

hand side panel. Check face selection and limit
to visible on the bottom panel.

i Ok | had to change the normal size to 0.5 to see
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Similar

clic on it and hit ctl-l or use menu selection and
select Ilnked

Select Faces by Sides

onse Geometry

Linked Flat Faces  Shift Ctrl Alt F
Sharp Edges

Checker Deselect

Randarm

Inverse

(Delselect All

Circle Select C

Border Select B 'I Il I . | _ Overhang
%) Edit Mode N EGIE B2 )
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Next step in Selection menu use Similar and
Normal for selection.
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Select Faces by Sides
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Now the final. In Mesh menu use Normal, Flip
normals.

AV
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Bisect ! il
5nap to Symmetry

Symmetrize

Clean up T i

l nerale ]
ormals [ Recalculate Outside Ctrl N

Faces Ctrl F Recalculate Inside  Shift Ctrl N q

Edges Ctrl E T ”
Vertices Ctrl v |' ”j ! j FITvIR: ’J—#
Flip the direction o ' normials (and of their vertice L,
Delete X L}% g ”J 'H
Extrude AlLE i i ” |I|'|| |']II [.' W ”I
Add Duplicate Shift D f i f[|| '|'r|
Il

UV Unwrap... U

J "

Snap
Mirrar
Transform

Undo History Ctr| Alt Z
Redo Shift Ctrl Z

Undo Ctr Z & [
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Ctrl L

S normal selection tool.

Mirror « & W 4
: A

Ctrl Nurmpad Render Presets

Ir

Ctrl Numpad +

Material
Select Faces by Sides Image

Area
Polygon Sides

Perimeter
Linked Flat Faces  Shift Ctrl Alt F =
Sharp Edges

Co-planar Select similar vertices, edges or faces by property types
Checker Deselect ek g
ol Freestyle Fz (il - @Ei o= — 5
Random T L i | N L] Size: 0.10

Then flip normal. Ok understood
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Circle Select

Border Select




Cperator Presets

~" Apply Modifiers View

~" Selection Cnly

~"Include Material Textures

" Sort by Object name
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esh-Import-part 2

All done save blender file, go back to object
mode, hit 'a’ to select all part, and export as we
saw in part 1.
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Import in opensim like you did before. LOD,
Physic and Texture.

Upload Model
[Model name: This: model represents...

house2 Choose Cne..

[EVelofibetal™ Phisics ™ [URcad options )

Scale (1= no scaling): —1.000

Inclucle textures

Display...

] Physics
sics: TED Server: TBD 00 Textures
Price Breakdown:  Streaming: O5% TED  Physics: O TWED Textures: @55 TER  Model: @55

Galculateweights ffee Eance| > ? [~ Glearsettings &iresetform . @E-'Ii-& 5
OaRT c i

Upload fee: Q5% TED landimpact: TED

Yes done lets see the result
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Yeah, the tile part is now great
compare to before. And | have my
open door and my inside wall too. But |
still see something on the eaves part
that is not correct.

LOL for part 3 !! 2).
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SUMMARY:

. We have done blender default setting modification to work
with our preference on the screen.

. We also see working with mesh inside opensim.
. Adding prim like inside floors or wall.
. Then export the group back out as DAE or OBJ files.

. We use selection link and similar normal selection tool to
properly adjust hard to fix normal on the roof tiles.

. Then we reimported back the Mesh set in opensim.
. GiIMiSa@yahoo.fr 140727
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