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Self Intersecting Faces

Clean Select A

Remeshine b Select None

Golorize b X Delete Selected Faces Dl
Build surface fram points 3 Delete Selected Faces and Verticss  Shift+Del

Paisson Reconstruction
Laplacian Smooth

HO Laplacian Smooth
TwoStep Smoath

Erode Selection
Dilate Selection
Select Border Faces

Tnvert Selection

Remove vertices wrt quality

Remeshing »  Remove isolated pieces fort face num)

Colorize *  Remove isolated pieces (ot diameter)

Build surface from points Remave border faces HREA ST O EE—EHIER

Foisson Reconstruction Femave Unreferenced Vertex

Laplacian Smooth Femave Duplicated Vertex

HG Laplacian Smooth Remave Zera frea Faces

TwoStep Smooth Remove Faces with edges longer than. ETYC(MSIEEEREN-EEEIR

Glusterine decimation Remiove Non Manifold Faces 5——
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Loop Sbdivision Surfaces
Colorize ’ Butterfly Subdivision Surfaces
Buid surface from points Midpoint Subdivision Surfaces
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Ambient Occlusion

Build surface fram points: Colorize by border distance
Posson Recensiruction Golorize by Quality

Loplacian Smooth Gaussian Curvature (equalized)
HG Laplacion Smooth Mean Gurvature equalized)
TwoStep Smooth Root mean square Gurvature (equalized)
Olustering decimation Absolute Gurvature equalized)
Quackic Edee Gollapse Decimation Trianele quality

Quackic Edee Gollapse Decimation {nth texturch Self Intersections

Re-orient Border

Tnvert Faces Golor non Manifold Faces
Gomputs normals for point sets. Golor non Manifold Vertices
Glose Holes Smoath Color

Fresze Current Matrix Restore Color
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Build surface from points
Poieson Reconstruction
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Laplacian Smooth 3
HG Laplacian Smacth MHTERLT 4TI
TwoStep Smooth
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Clustering decimation
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Cuadic: Edge Collapse Decimation
Cuadic Edge Collapse Decimstion fwith texture)
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Re-orient

Tvert Faces xR

Gampute normals fer point sets

Glose Holes NIED

Freeze Current Matrix

Apply Transform EEEPATHINZER

Random Vertex Displacement w/EL——————————————

Flatien visible layers




