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Mesh-Import-part 3

| still see something on the eaves part
that is not correct.

And you try correcting the normals the way we
learn in part 1 or 2 and it did not do.
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This time | have my blender file. :)

Image Editor 5l

Set Origin ¥
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Render Presets T EE=

A% 1920« " || ¢ Start Fram:1 "
Y. 1080 px* || *EndFra: 250
50% * Frame Ste: 1*

Ok Lets jump to that eaves. In object
mode 'a' to unselect everything and
right clic to select the eaves part.
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Notice my shading setting. It help see the ! le
\ ‘ transparent area better . Notice the edit setting. 0
p - Hit 'a’ on you keyboard to select all mesh
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| did and calculate normal outside

and it did not work.
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| see. We need to clean this mesh a bit. That is ° %g;_mu
why calculate outside dont work. So hit Remove Yo
double on the left hand side panel under remove.
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It removed 870 verticies. !!
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Extrude

And what about calculate outside now.
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Ctrl F
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Ctl v

L X
Extrude AltE

Add Duplicate Shift D

UV Unwrap...

Snap
Mirror

Transform

Undo History Ctrl Alt £
Redo Shift Ctrl Z
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BlenderRender 5| &

All Scenes
LR L ]
Ok

There is an number of other things we can do to
clean this mesh. Remove double is only one.

GLSL

What else

v Backface Culling

This eave has 600 verticies. Not that it big in
itself but it can be optimise using limited dissolve
on right panel in remove menu.
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BlenderRender 5| &

All Scenes
LR L ]
Ok
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q That has reduce de
. number of verticies
to 468.

Yes without much of
I a cost in appearance
of the mesh result.
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D What is that number
on limited dissolve
Narmal param Ete r.

Material

Its the dissolving
threshold angle.
When verticies angle
L. are lower then that

" they are merge.
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r ™ We could try to do that with the roof it has a lot of

verticies?

0
Try remove doubles.
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Removing Double on it remove almost 6000 verticies.
Wow. What about limited dissolve.

itkface Culling

T T 1 =1 T e
L .

I f ) L -l; v Faces
: k. ¥ - - - : i Vi

Yes that would be great. But you have to limit the
| dissolve angle to 1 degree so as not to affect the build
too much.
With 1 degree it still reduce the verticies count by
Marmal 1400-
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2 e Delete double remove about 200 verticies there and
- 50 more with limited dissolves at 5 degree.

+' Backface Culling
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You realis that we dont need the outside
surface of the inside walls. So we will remove it
by using select similar coplanar.
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¥ | select on face and use the selection tool. It does
; select only the outside wall.
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Select similar vertices, edges or faces by property type:
Random

Inverse
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Then we delete verticies and get rid of the
external part.
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Then we remove double verticies and limited
dissolve it and we get down to a few plans only.
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Normal

Vetard And i will still have my inside walls as | can see.
We can do that for all the prims of the set.
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We could join them but we have to watch we are |
! not using more then 8 material. Look onthe |
right hand panel searching for material. You |

could join prim that have same material up to the ;
total of 8 for the joined piece..

Is it a problem to have many prim.

In opensim no. The limit was 256 linked prim limit
but not reinforced in OS. What count is the
information it carries. Number of verticies or file
S|ze |s a good indication.
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We could join the inside wall and the floors. That
IS safe.

Game |oin selected objects into active objec
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Snap
Apply

Clear

Mirror

Tanstorn Yap use join tool in mesh menu in object mode
ryreea) after using shift right clic to select both the inside
™ wall and floors
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_
r B s on remove doubles and an other 40
on limited dissolve.
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How do | get my outside wall back.

Operator Presets

In object mode try 'alt-h'.

" Apply Modifiers
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" Include Material Textures
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f¢ house-12.blend 2.3 MiB
4 !

ﬁ % house-13.blend 2.2 MiB

We saved about 1.1MB doing optimization in blender file and 0.6MB
LLSE  in DAE file . Hit 'a’ to select all and lets export this out to opensim

~" Sort by Ohject name

V| Triangulate




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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R S - ) Al
All nice thanks. That was a bit more
work then just copy from internet.
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SUMMARY:.

. We work on mesh optimisation and correction.

. Main blender tools we saw are remove double, and limited
dissolved.

. We remove unecessary faces and verticies from wall and
floor..

. We also join separate object to make one. This reduce the
number of linked part in opensim.

. The resultis about 30% less load for server and viewer.
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