Part Three – Video Nine (24 overall)

Delete, Add, and Flip Face Tools

· Click on the Prop Hub object from the object library.

· Sometimes geometry will have a few faces flipped.  This is common with surface models imported from other programs.  Using the reverse normals tool will not help in this case since it corrects the reversed faces but also reverses the correct ones.

· The flip Face(s) tool right next to it is the one for the job.  When active notice the small “F” tagged to the cursor.  This indicates you are in the flip face mode.  

· A simple click over the hole will reverse the flipped face.  A click and drag over consecutive faces will reverse them much like the paint face tool works.

· Using this tool once and going into point edit mode with other faces still flipped will reverse all the faces on the object.

· This can be corrected in two ways.  

· One, we can use the flip faces tool on the point edit tool bar.  Notice that there is not an “F” tagged to the cursor when this tool is used.

· This tool will reverse all the faces of the object you click.  Watch out for messed up UV mapping when using this tool.  Let’s reverse them all back.

· Two, we can use the Reverse Normals tool.  UV mapping is preserved in this case.

· Notice that with either tool the remaining flipped faces that existed upon entering point edit mode are now corrected.  This is a great shortcut if an object has small flipped faces scattered all over it.

· Since trueSpace is a solid and non-solid modeler we can delete faces and add them back.

· The delete and add face tools are on the point edit tool bar. 

· With the Delete Face tool active you simply click on a face to delete it.  This creates a hole in the geometry that makes it non-solid while in a polygon state.

· The Add Face tool will add a face back over the hole with a single click.

· If multiple consecutive faces are deleted and you remain in point edit mode you can add the faces back on in the same state they were in before they were deleted.

· If you leave point edit mode with holes made by multiple consecutive faces and then go back and add faces, a single face will be added instead of the multiple faces that existed before.

· We will clear the scene and bring the stump to the grid.  This is a non-solid Nurbs object.  Even after converting to a polygon mesh with the conversion tool it is still not solid.  

· Using the add faces we can add a face to the top and the bottom.  We now have a solid object that we can perform other point edit operations and geometry manipulations on.

