| have found this nice statue on 123D. !'%:
http://Awww.123dapp.com/ This site 1S well know
by people that want to make a 3d objectﬁ

out of ordinary pictures.

Generally the mesh result Is faulty and
need repair in order to import in opensim.

This tutorial will use Blender to help you
repair holes in your mesh. =



http://www.123dapp.com/obj-Catch/Au-nom-de-la-france/2174247

e

Dont let you be intimidated by Blender. For its price its the best tool
to work out meshes for opensim.

Get Blender at : https://www.blender.org/download/



https://www.blender.org/download/
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 The tjééult s that the edge of the hole is
highlighted in orange.
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1) Hit Shift+H, this show ON
the edge of you hole so its easier
to work with

2)Take note of the number of vertices
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User Ortho

It helps to fill the hole if the
vertices are equally spaced.

il

1) use the loopTools

)
v

2)Hit space with linear
interpolation.
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Select two opposite vetices on |
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Proportional Editing
AutoMerge Editing

Sort Elements...
Bisect

Snap to Symmetry

Symmetrize

Clean up

Narmals

Edges Ctrl E
Vertices Ctri v
Delete x
Extrude AltE
Add Duplicate Shift O
UV Urwrap... u
Snap Shift 5
Mirror

Transform

Undo History Ctrl At Z
Redo Shift Ctrl Z
Undo Ctl Z
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TRIED

If you remember we had 40
vertices on that loop.

1) select 10 vertices equaly o
each side. (total 20 selected)

Flip Normals

Make EdgeFace F
Fill AltF
Beautify F

et Face Fill grid from two loops
Bevel

Solidify

Intersect

Wire Frame

Mark Freestyle Face

Clear Freestyle Face

Poke Faces AltP
Triangulate Faces Ctrl T

Tris to Quads Alt
Split by Edges
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All Scenes
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v Triangulate

2) In Mesh menu use Faces griafiil.

le you get an error , make sure ya
have 10 vertices left on top and 1

«m® « othek left=on bottom so the grld S
generated.
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If you properly selected the 10
vertices each side of the rim. You
get a nice mesh grid to fill your .

hole.




ORI AT ALY N
o AQX

R _
LAY W
S AN

>




HOLES

SUMMARY:

Use blender to patch holes in your mesh .

Select a hole edge and use the select - edge loop to get the
hole rim.

Hit Sht-H to hide the object and get the rim only to work with.
Use loopTool and space the vertices equaly.

Make sure you noted the number of vertices from the top of
the window ( selected edges) for the rim.

Select equally half of the vertices on opposite side of the rim .
Use the mesh - face - gridFlll menu to generate the hole filling
mesh.

Make sure you have normal set to the proper orientation .
Correct as required by selecting the face to correct and use

mesh - face -flip normal menu.
Done with fun in mind
GiMiSa 15129




