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MeshLab 2023.12,
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File Edit Render View Windows Tools Help

Apply filter Remove Isolated pieces (wrt Diameter) Ctrl+P

Show current filter script

Selection

Cleaning and Repairing

Create New Mesh Layer

Remeshing, Sirmplification and Reconstruction
Polygonal and Quad Mesh

Color Creation and Processing
Smoothing, Fairing and Deformation
Quality Measure and Computations
Mormals, Curvatures and Orientation
Mesh Layer

Raster Layer

Range Map

Point 5et

Merge Close Vertices
Merge Wedge Texture Coord

Remove Duplicate Faces

Remove Duplicate Vertices

Remove |solated Folded Faces by Edge Flip
Remove |solated pieces (wrt Diameter)
Remove |solated pieces (wrt Face Num.)
Remove T-Vertices

Remove Unreferenced Vertices

Remove Vertices wrt Quality

Remove Fero Area Faces

Repair non Manifold Edges

Sampling
Texture
Camera
Other

2 54U FRANENREIEEEA LR

Render View Windows Tools Help

Repair non Manifold Edges
Remove non-manifold edges by removing faces
(for each non Manifold edge it iteratively deletes
the smallest area face until it becomes 2-
Manifeld) er by splitting vertices (each nen
manifeld edges chain will become a berder).

Repair non Manifold Vertices by spl”
Select Self Intersecting Faces

Snap Mismatched Borders

(FilterClean)

Apply filter Repair non Manifold Edges Ctrl+P i;t I ey ]

1l aky g
Show current filter script 5
Selection *
Cleaning and Repairing L
Create Mew Mesh Laver 4
Remeshing, Simplification and Reconstruction L Alpha Complex/Shape
Polygoenal and Quad Mesh » Alpha Wrap
Color Creation and Processing L Build a Polyline from Selected Edges
Sroothing, Fairing and Deformation P [ Close Holes
Cuality Measure and Computations ’ Convex Hull

Close Holes
Mormals, Curvatures and Orientation L4 Create Solid Wireframe  C|gse holes whose boundary is composed
Mesh Layer » Cubic stylization by a number of edges smaller than a
o _ given trheshold

Raster Layer L4 Curvature flipping optirr
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Close Holes

) / Close foles whose Boundary 15 composed by & nuwber of edges swaller than & mven tmheshold

Max size to be closzed 300

?P':\\ Clloze hellestui thiseleoted Eacestla]
|
} Select the newly created faces @

Prevent creation of selfIntersecting faces (@
Refine Filled Hole (]

worid anit perc onf(d . 942 4700

Hole Refinement Edge Len (abz and %) 26,2744 2 3.000 2
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\ PyleshLab Filtar
\ meshing_close_holes

Copy Pyleshlab call to clipboard

3.MeshLab §ili OBJ: 2 IEFTRAIEERALLIobjE S H
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i' Edit Filters FRender View Windows

Mew Empty Project... Ctrl+M
£ Open project... Ctrl+0
Append project to current...
% Save Project As... Ctrl+S
Close Project
& Import Mesh.., Ctrl+
% Export Mesh... Ctrl+E
l(‘! Export Mesh As... Ctrl+Shift+E
LT Reload Alt+R
) Reload All Ctrl+5Shift+R
= Import Raster...
B Save snapshot
Recent Projects r
Recent Files k
Exit Ctrl+ 0

File name: | Untitled_Scan_10_25_34.0b}

Save as type: | Alias Wavefront ObJecf (& |

~ Hide Folders
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FKERENIA 52 MeshLabisBl4bIg

FIAMeshLabM SRR =Z4REAITRE. KAV,
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1. RflySIimE A X4
2. MeshLabE A XY
3. Unreal Engine 4.27 314
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Ql: iR SRRk IR R RIS
RINTRRR?

Al: HRABERRSRENRE, B#RIREoN&EE. [N, RIEEMESE2-3XTE
N, FERRAEEEER AR, FiIRLTAE.

Q2: MeshLabRiF#hfLiRBSSEREZIN{ATRFZE?

A2: BEREART SR, EREXED/NEFLREBRMAINEMN. MRFARIK, 7]
EFEENEEREMT WREFHITEE.

7193 SFHRBEFEUERERREIAMREREA
2

D ERBEELAREEER, SidEMeshLabh B ELEBEEHNSH. S,
1%2&@2#%!]1‘%?;2#%11—‘&, F B fERUEFFRISEER .
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