Mesh-Import
Physic shape

JUST ADDED  TEXTURES  TUTORIALS FORUM

| would like to import this mesh
model.
http://tf3dm.com/3d-
models/dancer03/1/obj

Same work as importing any other
mesh..
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We will add a UV window on the side panel. To do
that locate your mouse at the boarder of the 3d panel
and then right side to get the split option.
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Hit split you will see a line appear. Just divide it like ‘e m -
you feel for now its easy to adjust after. '?.. : % )
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All Scenes

View all on the view
panel will show a little [
grey rectangle. \a
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Ctrl 5
Shift Ctrl 5
¥4 save Copy.. Ctrl Al S

ﬂ User Preferences...  Ctrl AltU
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Yap save that as
statup for now.

h

e the default .blend file, includes preferences

If need be | can
save other settings
later.
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' Outline Selected

~ Relationship Lines

Bring about you
favorite 3d software.

LOL blender of course...
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H_ Y Default 97| 22 | B Scene

il new Ctrl N
& Open... Ctrl O
B8 OpenRecent..  ShiftCtrl O »

And | import the obj danser file.
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Yes and by putting the 3d window in edit
mode and hit 'a’' to select all you can see
the uvMaping of the avatar.
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| have activated the

show normal option

. We seem to have
a few problem.

Show/Hide

Proportional Editing Falloff

Ctrl N
Shift Ctrl N

If we calculate
normal outside we
should get rid of
those problems

Undo History Ctrl Alt Z
Redo Shift Ctrl Z
Lindo Ctrl 7
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| have added the
decimate modifier
in object mode
after cleaning for
double verticies.

Wow you could go

down to 0.2 without PN : :

loosing detail. The |4 | — 1}

uvMap is doing its § :
job. 5 o200

. ' Trangulate

: Add Modifier
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| am ready to

L8 (ol o ceaenewer  jmport my mesh in
opensim. But | am
not sure of the
= I options.

<" Include Shape Keys

=]

" Only Active UV layer

" Include UV Textures

Yes go ahead with the o SR
option as show. —
Use apply modifiers. Dont
forget to tick all texture
options. So you dont have || &
to download them g
separately
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Preview:
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Paste

Rezing her in
opensim the
uvMap is already
applied properly.




Let talk about physic shape =&
a bit. The mesh feature for

physic is prim.
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prim and convexe.

There is realy two choices
cause you cant select none
for an object. Only part of it.
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| see three choices. None,
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In advance menu you can see the physic shape. Sculp /’
But you will see no differences for the lowest e &

physic shape option we used to import our model Bt
and default convex shape.
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Lets quickly create a shape
in blender using a tube.

7
7

Why.

To define a physic shape
for our model.
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Blender [fmediafgimisa/ LploadModel

i |lodel name

Physic

Wn=ople _danser Choose One..,

Operator Presats + - [EVeliof Detail™ [Physics ) [Upload aptions

. Step 1:Level of Defail
=~ Apply Modifi

~" Selection Only
Step Z: Analyze
Method Quality
Default ¥ | Default
==}
| Only Active UW layer
" Include Uw Textures
~ Include Material Texturas

v Copy

5 Triangles: 1088

| Triangulate

~"  Use Object Instances Strearming: 055 TED

Matrix

Frorm file b4 B/ mediafgimisa/KINGSTON/ope Browse..

o . Close Holes .J:"J-IEll}"EE

You export the shape as
DAE but this time use
selection only and select

¢ ONLY the physic shape we

did in object mode.

Import in opensim as
 before but this time browse
for the shape we created
instead.

Physics
B Textures
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Now i see the new physic
shape the model uses.

Lets try an other way that is
often use to define the shape
using the model itself.
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You have added modifiers.?
Yes the idea is to degrade her without loosing the
essence of her shape. | have crank up the decimate
collapse to 0.1 and added the smooth modifier to
attenuate the result

Add Modifier

L [omobjor |

' Outline Selected Un-Subdivide

' Relationshi p Lines

v GrdFloor  x v [E3)

1 Lines: 16 4
1 Scale: 1.000 L4

Singletexture

Factor: 0.940
Repeat: 1
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| export that shape from blender and
select that physical shape to upload with
the model as previous.

Yes, one model three physical shapes depending on your
need for interaction with the world.

p—
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SUMMARY:
Physic shape is the shape an object present inworld for physic interaction like collide .
The object we upload is a woman shape.

After cleaning and optimising in blender we upload that model in opensim using the lowest default
physic shape.

In opensim we learn how to use the advance menue to see the physic shape of our model.

We also see that the physic feature either of convexe hull or prim give the same shape to our model
when using default lowest shape in mesh upload physic tab.

We also see that we cannot select none as physical shape.

We use blender and quickly made a shape in mesh.

We export that shape from blender as separate DAE file.

We import our model again but use the separate DAE file for the physic shape.

Finaly we decimate our model and degrade its prim count while keeping its shape relatively
unaffected and export that result as DAE in blender.

We import the model again and use the degrade DAE physical shape file
One model three physical shapes when physic counts.
Done with fun in mind. Hope it helps.
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