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Hello | have tried an other mesh
that give me problem.
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i NASA 3D Resources (Beta)

| Homs Shuttle (High Res)

3D Models

" 3D Printing Description

Image= andiexhizes Author/Origin: NASA Johnson Space Center

. Visualizations Relevant Mission: Space Shutile

- Contributors Date Added: April 12, 2010

Keywords: 3D Model, Spacecraft, Shuttle, Vehicles, Space Shuttle

A high resolution Shuttle made up of several models, allowing
the user to animate the doors and gimbal the engines.

Download .3ds file - 6 MB ‘
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| went to blender an imported that 3ds file. There
was no normal problem so | went to export as
dae.Look at the model | get in the little window

K. O, W N o N
What |s wrong
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BN Let me download it and 5
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Yap that is what | see. Nothing wrong with the model.
You have to scale it and add the doors in it . But all
normal are fin as you can see.

Multitexture

Yap | see that . | also see
that there is no texturing.

Well the texture file comes with it. But yes now that you
tell me | dont see anything on the model. True!! Is
there something | did wrong?!

(1) Lamp

® objectmode + @ 5 ¢ 35 M0 Global
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Open Recent...

Recover Last Session

Recover Ato Save...

Save Ctrl 5
Save As... Shift Ctrl 5 Multitexture
Save Copy... Ctrl At S ' Textured Salid

User Preferences...  Ctrl AltU
Save Startup File Ctrl U

Load Factory Settings

Link Ctrl At O 5
Append Shift F1 S [ Rende

O —

I Collada (Default) (.dae)
Motion Capture (.bvh)
Scalable Vector Graphics (.svg)
Stanford (.ply)
O qui St (.5t
GUiERE Import from 305 file format (.3ds)
Wavefrant (.
X3D Bxtensible 30 (x3d/wrl)
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#. Extemal Data

You reimporting the 3ds file like | did.

(1) Lamp
® ObjectMode & @ B W o+ gmmns annns B @ 2 ¢ EE

All Scenes
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Do you prefer this one?
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XYZ Euler
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Yes What did you do?

It could not find the image files to use.
them all where the 3ds file is so they all together
with the model.

It still not all good. | dont see the wing texture.
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To solve this one we need a bit of setup work
again. Start with the a new model in blender.

Ok.

We dont do animation for now so we will get rid
of the bottom section by joining the 3d window
with the bottom window

How do | do that.

Right clic at the two window boarder. You will see
the option to split or join. Select joint.

(1)

© ObjectMode ¢ @ ¢ % tB L~ " Gl + §mmms ammns @ & FEE
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Hovering your mouse over the bottom panel you
will see a arrow down. Clic and its done.

The 3d window extended and the bottom is gone.

(1)
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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.

Rend) fEnim ' Audio
Image Ed ¥ E

My mouse at the jonction of the right

side panel. Ok ——

Hit split you will see a line appear. Just divide it like | s m -
you feel for now its easy to adjust after. e € % )

@ETD | - ¢
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""’* Area Options . ' '
11 Mitchell-y

Split selected area into new windows

(1)
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All Scenes

G vkrl

i
) ) we (B " © E
View all on the view -- o

panel will show a little [
grey rectangle. X3

Image Editor - m

Togale Full Screen Ctrl Up Arrow
Duplicate Area into New Window 5 :m@

"lr
SA7A L.
&
| ‘nleegmn

Zoom B:1 View the entire image

Zoom 2:1 Ctrl Numpad 2

Zoorn 1:1 Nurmpad 1 n 24 fps i
Zoom 1:2 Numpad 2 ?

Zoom 1:4 Numpad 4
Zoom 1:8 Nurnpad 8

View Zoom Out Wheel Out

View Zoom In Wheel In

Draw Other Objects
lUpdate Automatically

B Tool Shelf
(1) 'erﬂiv*
I
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Yap save that as
s statup for now.

v Shift Ctrl 5
¥4 save Copy.. Ctrl Al S

Duplicay ﬂ User Preferences...  Ctrl AltU
D ~— If need be | can
¢ e b0 Make the current file the default blend file, includes preferences Save Other SettlngS -
Shift F1 later. ' : —

Mitchell- ¥

(1) Lamp
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This is what you should see now after import in
your new startup with texture file in same
directory as 3ds model.

Yes with the new UV window in . This
sound like its going to get complex.

X 14717
0.555*
0.937"

Render Presets

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

Yes Uvmap and material understanding is a
most if you want to get going in mesh
importing. Cannot avoid that.

(1) shut.layer

O orecne 1[040 B o emm e @G ©
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Before you give up. Here is what you going to
get if you stick in ....

LOL you got me hook-up :)



Mesh-Import
Material&UVmap

F-I’-‘“'ﬂ Blender Render 5
® 5/ shut.layer

Imiage Editor v ?ﬁﬁ

Render Presets

19200
108000
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Look at how many materiel this SINGLE object has, |
have enlarge the right side top window so you can see.

(1) shut.lzyer
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i iiO g E!#-E'S_m VEENE  slerderRender 1 B
- & N7 shut.layer 1L ! All Scenes
And its a problem.

That is why you get this
Opensim cannot display more [
then 8 material per prim. This ' S
object has only 1 prim but over | | W e
40 materials . .00 (3 Textures
L3 1

(1) shut.lzyer
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Merge
Rip

i
S
Show/Hide Connect M Bymateia | | h Global i =T 5-@; ee LT E .-

Slide Shift v v
Proportional Editing Falloff = Byloose| ' ceparate selected geometry into a new mesh oF a8

So what do we do?

User Ortho

Proportional Editing Shade Smooth ean Bevel : 0.00

AltoMerge Editing Shade Sharp ) o
E S

Sort Elements... Bevel Shift Ctrl B i \\l'

Bisect Convex Hull e
2t

Snap to Symmetry Smooth Vertex
Symmetrize Remove Doubles

Blend From Shape
Clean up i

Blend Vertex Group
Mormals =

Shape Propagate
Fares x

Edges Vertex Groups G :

: i () shutlaver | i

Delete Q\s

b With all the verticies 'a'
selected in edit mode we

o separate the object in prims per
Wi material definition.

Transform

UV Unwrap...

Undo Histary
Redo trlZ
Undo Ctrl Z

© citvece 4| @40 4N Gea | ORI #
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User Ortho : I All Scenes

Back in object mode with 'a’ to select
all we can see that we have 50 prims
(object) now

That is not bad is it.

Only file size and verticies total count
realy matter.

(1) shut.lzyer

© ObjectMode 1 @ ¢/ < 1B I ol ¢ | GEmms ammms B0 NGE)
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Blender Render 5
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Select the wings in object mode and
flip to edit mode. Then 'a' to select all
mesh.

The Uvmap of that prim.

(1) shut.|zyer012
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© EdtMode + @4 O 4
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 Mean Bevel : 0.00*
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Wire Volume Halo

Multitexture 5 i
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Make sure you are in multitexture
shading with texture solid. In Uvmap
window
- S BRI
% e
Ok check. g
‘, -

— ﬂ@m @ Data
- el Wire Volume Halo
:

Z |

[ | shutlayer.012

In the Uvpanel use image menu to o
open image and get wingtop the v Textured sl
image to texture this prim face.

11) shut.|ayer012

Beitmoe 5| @4 ¢4 Moo+ CHIE &0 ¢ @ % EED
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You can work in the Upanel to zoom
and pan same as 3d panel.

| Global Local

“ Mean Bevel : 0.00"

(1) shut.|ayer012

Beitmoe +| @3] ¢4 I oo ¢ C MR 4] 0 4% |EER




Mesh-Import .o
Material&UVmap o

Let take the problem area of the side of the . ',
shuttle. In object mode right clic the side of the
shuttler to select that prim. Then edit mode use 'b' -
to select that area.

iz 13.26148"*

Global : = &
* Mean Crease: 0.00*
* Mean Bevel : 0.00¢

side prt F
X 422727
o 13992°
1z 0.1370*

shut.layer.020

United State is reverse.

Sej N “=

Yap we want to correct that see the
uvmap on the right side is already
showing the mapping of those mesh.

Tdilg B % 5|5 : f] sioeerT,
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Hover you mouse over the Uvpanel. Hit 'a’ to select
all verticies there. We going to scale them on X'
only to mirror them . To do that hit 's' then 'x' then
type in -1 and enter.

+ Mean Bevel : 0.00"

o

: Assign Select Deselect
¢ ' BRI EER 5 o0
. o : ik Lo | R
u SEEREE Wire Volume Halo
| B -1.3992¢ S
L .1370%

e nited State but not in correct
position.

This will require a bit of your artistic eye. Hit 'g' to
grab the verticies with you mouse still hovering
over the UVpanel. Now drag your mouse while
watching the 3dPanel. You will see the texture

moving. Fit it the best you can see.

k] soeerrps 7|
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Hover you mouse over the Uvpanel. Hit 'a’ to select
all verticies there. We going to scale them on X'
only to mirror them . To do that hit 's' then 'x' then
type in -1 and enter.

+ Mean Bevel : 0.00"

o

: Assign Select Deselect
¢ ' BRI EER 5 o0
. o : ik Lo | R
u SEEREE Wire Volume Halo
| B -1.3992¢ S
L .1370%

e nited State but not in correct
position.

This will require a bit of your artistic eye. Hit 'g' to
grab the verticies with you mouse still hovering
over the UVpanel. Now drag your mouse while
watching the 3dPanel. You will see the texture

moving. Fit it the best you can see.

k] soeerrps 7|
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So far so good. The next one is bit harder. |

[ 000000 [ =
In object mode right clic on the blank problem area to
select it. Then while holding shift select the area aside
. of it so both prim are selected. We will join them to
i | work with them as a whole.

Track ; .
Parent We did that before so in Object menu | select join.

Make Single User U ! : Wire
) e\ ‘72 10000" —

o k|

Quick Effects

Ctrl AlEP 8

X
Shift D

Animation

Snap

Apply i 8 12358 ¢

Clear iy 0.6444 "

Mirror vz T2347#

Transform

Undo History Ctrl Alt Z
Redo stife Ctrl Z L shutlayer028

|__| ndo

€ otiectiode ¢ @ 4] O+ onal 4 g AOIPE:
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l In edit mode with face and limited selection activate < -
. Right clic the first of the serie of face of the side of g
the shuttle in 3d view. Keep holding shift and select |

all the faces with the problem area.

If | select too many | right clic
to remove. Ok Done.

i m Deselect
o' CEXETRROER)| 5] o

Wire Volume Halo

A5

¥
1z 1.2331*

[l | shutlayer.028

o
R

Multitesture
' Textured Solid

(1) shut.|ayer028 \

Oy ¥ EdtMoce v/ @7 05 F‘l_! Global & _ln“" #] ot .9“ @@H = ¢_|
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You going to do something fun and rather fundamental in 3d work. Make
a uvprojection. That is transfer a 3d pattern to a fat 2d image.

—T = =

o 3229333
o 2160354°
z 10707267 )| IR e
1 = & il o

EErT— —m

Hope it does not hurt.... :)
ShowHide

Proportional Editing Falloff &

il Before we do this we have to make sure we square.
AutlergeEiting Use view menu at the bottom of 3d panel and
Sort Elemerts... . | select top

Bisect

A N SR SR - e

Snap to Symmetry
Symmetrize Unwrap

Smart UV Project | The shuttle is upside down!!

Clean up
Lightmap Pack

Mormals

Fares Ctrl F
Eoges Er  Gube From mesh menu uvunwarp from projection from
Vertices Ctrl ¥V I ial .

- " view.

Follow Active Quads

Delete X
Extrude AltE
2ac dinicas P V vertices of the mesh as seen in current 3D view

sture H

' Textured Salid
Snap

Mirrar

Transform

Undo Histary Ctrl AltZ
Redo I

|__| ndo

v (v oy : K sioerrTiPG i
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You rotate it back . | [E—

Yap after projection | prefer working upside down easier for the neck!!

| dont see the verticies in the uvpanel. o706 )| NP ¥

= (TR T
b TS mEEN O eV EEYH

Hover your mouse on the uvpanel. Hit 'a’ to select all verticies there
and 's' 'x' -1 to scale it mirror. Then put your mouse pointer in the
middle of the uvpanel and hit 's' and drag the mouse to scale is up
to proper size so it fits with the surrounding and enter when happy.
T v e RSN R Da

1y 0.6444 %
10 1.2331*

1w’nl ume Halo

E" i"‘mﬂ ol

Tricky but | got it... titexture

Textured Solid

Be patient we are almost there. While hovering over
the center of Uvpanel with mouse hit 'g' and drag
the mouse to position the texture approprlately

(1) shut.|ayer028

Dedtvode 5| @4 ¢4 ol ¢ MM e 0 ¢ @ Y EEERD = tH] soeerrpe |
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We are ready to export

i New Ctrl N

el ct 0 Chee...but what about all the other part?

~" Selection Only = B openRecert..  ShiftCtrio

f Apply Modifiers View

We will have a bit of work to do in opensim. My
experience show that its best to do texturing there
Siois when uvmap are all good.

Ctrl Alt 5

Cut Ay How do you know they are good.

Cti U
‘¥ 10.000

Ctrl Alt O

¥: External Data
Stanford (.|

) Quit Ctrl Q

~" Triangulate

- X3D Extensible 30 (.x3d)

1 il Matrix > '
/1 P by Ol reme Cause you see how much work it is when they are not.... |
I / LOL
(1) shut.layer028

© ObjectMode + @+ O 18 IN Gl ¢ gmmms ammns i 1o
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Upload Model

[Vladel narme:

Levelof Detal | Biysics

Unload options

Triangles Jertices

' r i b 4| /media/gimisa/kINGST BEIEIIEEL: 19946 41341
r o . W | Triangle Limit v LEE 664 15715
PR ¥ Triangle Limit v = FN 2217 5329

740 1688

¥ | Triangle Limit v ¥ [ES

|
Yap. Accept all default here. u

1 g

Iy Hizh v Display...
T O—— i) Clearisettings & resetform™ , W cdges
Preview Spread: Physics
Upload fee: O5% TED Land impact: TED Download: TED Physics: TBD server: TBD | 0.000 B =tures
Price Breakdown:  Streaming: OS5 TED  Physics: 055 TED.  Instances: O5% TBD.  Textures: 055 TED Model: D55 T
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UploadiModel

[Wadel name:

Here | load lowest and analyze
Levelof Detal™ |Physics 1 \Upload options

=

"all Lowest v

Quality: Smooth:

Default v ¥ B o Hoks Analyze

e, Passes: Detall scale:

HEY C \ Wertices: 1485 Hulls; 403

Iy High ¥ Display..
(aiuaTeweignsweree’, (NGnce| Clearsettings/&resetform : W e
Preview Spread: B rhsics
Upload fee: O5% TBD [andimpact: TED Download: TED Physics: TED Server: TBD | 0,000 [E]T,:.;c tres
Price Breakdown:  Streaming: 055 TED  Physics: 055 TED.  Instances: OSKTED  Textures: OS5 160 Wodel: D55 T
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Upload Model

[Vladel marme;

{Upload options

&

Leveliof Detal™ Physics

scale (1 = no scaling): Dimensions: 14,711 %5554 X9.370

L!J [nclude textures %F
o9

For avatar modgls only: -

or lower avatar): =1{0.000

We did not export any we

will have to do that
R e manually

Iy High ¥  Display..
Galculateweights 8efee’ Cmeanue, Clearsettings eresetform , W Edges
Preview Spread: B rhsics
Upload fee: O5% TED [and'impact: TED Download: TBD Physics: TBD server: TBD 0,000 Textures
drice Breakdown:  Streaming: 055 TBDC  Physics: OS5 TED  Instances: OS5 TBD  Textures: OS5 TBD Model: OS5 T
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ﬁ Nice but not what you show me... ?1?

We still have a bit of work to do in opensim. | think its
easier here in my opinion.
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File Edit View World Tools Help Singularity Advanced ' Your Parcel, gimisad (128, 128, 25)- P&
= .

| have downloaded the wingtop.

ISEEEEIGEEmAEI

Just slid it over your wing. It should fit nicely. f

Dimensions: 5l x5 12 Preview Aspect Ratio

= Communicate’ |« ¥ Snapshot ' Search Build MinEMap Inventory
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File Edit View World Tools Help Singularity Advanced ' Your Parcel, gimisad (128, 128, 25)- P&

- —
_ | have the two sides. _

WpoanEdion S (Mon 28 Jul 2014 12:43:08 Loading

f%,«
—
i

Dimensians: 5125064 Preview Aspect Ratio bl 7

Description: - EREEY
LuID debdadae-efff-4feb-b4as-ce 17ee10c1a6
Uploaded by gimisa cerise

Uplogdediog: - . Mon 28 Jul 2014 12:43:07

S = © nuieqaereR g

- 1 5 : St SLIEE B
: Dimensionsy 512 ¥ 64 Preview Aspect Ratio: [Wlalia el

a -

Do the same slide them on each side they will fit in
place. You can dowload the one you need in bulk if
you like.

t = CommLinicater [« Radar Fly ( Snapshot Search Build Wap MinEMap Inventory
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After a bit of trial and error | got it done . Yeah. That was
some work ....

Yap but great learning opportunity is it not.?
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SUMMARY:

We learn that a prim in opensim cannot have more then 8 faces = material.

The object we want to upload has 40 material in an object of one prim exceeding that
limit.

Solution is to seprate the object and the easiest is to use the material division of
meshes for that object.

In 3ds import that model did not carry texture. Moving the texture from the texture folder
to the directory where the model file is help but not totaly.

We had to relink uvmaps with texture material. Instread of doing that in blender we keep
this for later in opensim.

We did repair mapping of the side panel and uv projected the mesh from view. Then
scale it and rotate it to map the model with the texture.

We did not do any optimisation of the model as this would require a carefull watch of the
uvmaping we did not perform.

In opensima we downloaded the DAE model and the texture separatly and manualy
matched the two.

A bit of trial an error made it into a nice shuttle craft to enjoye.
GiMiSa@yahoo.fr 140728
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