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So Many Models, | Can’t Make Up My Mind

M T $104,009 people online now  Chick to Log In

The ADL Developed

3D Repository is one of
many free resources
that provide good
Quality

Models for use in
Second Life and Open
Simulator.

Often, these models
need additional
formatting to produce
great results.

x ||l tipodeancom - Buit Buy.. * | = Shiny Life » Video: Creati.. » | £7 Web Mail Messages

© | Bleur's quick and dirty ne... * | | Testurzing Sculpties 1= = | O 10 Awes

« @ 2 - free 3d semi truck trailer
= ——

& € L?MG“},’

‘ - cim
NS 3D Repository 2:E

Upload Blog

Eshare | B3 DE

Comments and Reviews

Not yet rated. Be the first to rate!

Write your own review

Contact Us

Search | Advanced Search

Tuna Boat () O ©

A medsized tuna fishing boat Report a Vioiation
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Gentlemen! Choose Your Free 3D Application!
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Autodesk’s Softimage XSI Mod Tool is o’ 2D

Constrain

e 5 4B one of several free 3D tools available for =3
' ‘ ' . use to manipulate and correct issues g
with 3D content. treze| Gy

The approach to correcting models can
v ‘ ‘ be done in any one of the multitudes of

SN | Vi 3D applications available on the market.
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Weld Those Seams, You’ll Be Happy You Did
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One of the first optimizing steps is the o 2,0

. Constrain

removal of open surfaces and seams that o T
may result in gaps. Open gaps will leave e
invisible spaces in the model and
= ' produce poor visual results.

' In XSI, we can weld seams together to
- . create one contiguous surface.
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XSI Mod Tool Welding Approach
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Within XSI’s modeling panel there are a
few steps to welding. Select the edges to
weld.
Under the tab “Modify”, select
o 3 ”
Poly.Mesh, Weld Boundary Point,Edges”.
v This fuses the polygons together and
=zl B Rt removes the gaps.
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Beauty on a Mesh is Really Just Skin Deep

Many models in 3D repositories
have multiple texture maps applied
to the same mesh surface. This will
not work in Second Life and
OpenSim. Each mesh must have :
one texture or “UV set per mesh”. ' "y S
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The hull of the boat has one
L] . .
texture map associated with it
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Only One Texture Map Per Mesh Surface
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Multiple textures can exist on
models made up of many hierarchal
parts but each part can have only
one unique texture map also
referred to as a UV set.
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The boat deck is a separate mesh. The deck
has a separate texture map for that mesh.
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Exporting the Model as COLLADA Data
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Before exporting, all parts of the
model must be selected or parented
together in a hierarchy.

XSI has a plugin called Crosswalk that
creates the COLLADA data format.




Export Settings for COLLADA Data
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Second Life Upload Process
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e Importing the model into Second Life starts with the tab at the bottom of
g .
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- your inventory for upload.
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Select “Upload, Model” from the popup. Navigate to the folder with the
COLLADA model .

A new “Upload Model” window will appear. The screen shows the
settings that will give you the best import results.




Physics Level of Detail Dialogue
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(= ' The “Physics” tab defines how a model will act physically within the

— simulation engine.

The steps include selecting the Level of Detail, analyzing the surface and
simplifying the physics shape or “hull”.




Texture Association and Upload

This model represents
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Check to calculate weight fees and then upload
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The “Upload options” tab is were the texture map upload occurs .

Select “Include textures” and check the box below the model window to
display textures on surface of the model.

Lastly, name the model in the upper left hand block.




Voila! We Have a Boat in Second Life
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Those Pesky Problem Models

It N »

Single mesh models with multiple UV B
texture coordinates can be a real
problem.

Multiple texture coordinates are not
handled by Second Life and OpenSim.

A model with multiple sets will import
with only one UV set regardless of the
angle of surfaces.

The result is improper texture alignment.

An examplé o¥ Improper texture
wrapping and bad alignment
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Single Mesh, Multiple UV Sets

This model is a single mesh with multiple
texture maps and multiple polygon
groups with unique UV sets.

Poly, Mesh wlxplore  Scese

— The orange lines represent the many UV
i sets on the model.
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Fixing the Problem
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Single Map Per Mesh Surface
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Fixed Mesh and Proper Mapping
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Questions?

, <
Contact me at!.

Jeffrey.mills.ctr@adi“net.gov



