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Keys/Buttons and their functions

General editing:

Left mouse button:

Rotating the model about its X and Y axes is accomplished by left click-hold and dragging the mouse.

Double clicking on a polygon makes it the current marked polygon.  There can be any number of selected polygons but there can be only one marked polygon.

Right mouse button:

Moving the ship around the display is accomplished by left click-hold and dragging the mouse.

Double right clicking unmarks the current marked polygon.

Shift:

Holding down shift displays the model as a wire frame with the selected polygons filled in white.  The cursor will switch to say "Polygon".

Left clicking on a polygon selects it.  Left clicking on an edge or corner will select all the polygons that were under the cursor when clicked.

Right clicking with the shift key held down has the reverse effect.
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Once a polygon is selected you will only see its edges like in a wire frame model until it is unselected.
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Control:

Holding down control displays all the vertices of the model.  The cursor will switch to say "Vertex".

grouped vertices are colored in the color for their group.

Left clicking on a vertex while holding down control makes that vertex the marked vertex and it will begin blinking.  It also selects this vertex.

Left clicking on a vertex while control and one of the grouping keys is held down ( Keys 1-5 ) will immediately add that vertex to that group.  Vertices can only exist in one group at a time.

Right clicking on a vertex unmarks it if it is marked and ungroups it if it is in a group.
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Home:

Hitting Home will select all polygons in the model.

Hitting Home while holding down control selects all the vertices in the current selected polygon(s).
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This is useful when moving components.  It is a good idea to re compute vertex normals after doing this.

End:

Unselect all polygons in the model.

Hitting End while holding down control unselects all the vertices in the model.

Delete:

Remove all selected polygons from the model. 

Insert:

Add a polygon to the model based on current selected vertices. 

There must be ONLY ONE vertex in each of groups 1,2,3, etc.  These vertices will be the first, second, third, etc. vertices in the new polygon.  The normal for this polygon will be calculated and assigned and the vertices will be given arbitrary texture assignments of the corners of texture 1. 

WARNING: Polygons with more than 3 vertices seem to have been eliminated in SFC V2

Detail model:

]:  Increases the detail model index by one (or sets first detail level if already at last one)

[:  Decreases the detail model index by one (or sets last detail level if already at first one)

Wall texture controls:

>: (Period)  Select Next material/texture map for this model and display it on the back wall.

<: (Comma)  Select previos material/texture map for this model and display it on the back wall.

/:  Show some information.

I:  Make the current wall texture taller.  Holding down shift makes this a fine adjustment.

M:  Make the current wall texture shorter.  Holding down shift makes this a fine adjustment.

K:  Make the current wall texture wider.  Holding down shift makes this a fine adjustment.

J:  Make the current wall texture narrower.  Holding down shift makes this a fine adjustment.

Move selected vertices:

For vertex movement and texture scaling keys holding down shift makes a fine adjustment and holding down ctrl makes this a macro adjustment.

Z and A :  Move all selected vertices forward or backward along the Z axis.  

X and S :  Move all selected vertices forward or backward along the Y axis.  

C and D :  Move all selected vertices forward or backward along the X axis.  

Rotate selected vertices:

F and V :  Rotate all selected vertices by 10 degrees about the X axis

G and B :  Rotate all selected vertices by 10 degrees about the Y axis

H and N :  Rotate all selected vertices by 10 degrees about the Z axis

Other:

Number Pad (Num Lock on) 

8:  Starts the ship rotating clockwise on its X axis

2:  Starts the ship rotating counter clockwise on its X axis

4:  Starts the ship rotating clockwise on its Y axis

6:  Starts the ship rotating ante clockwise on its Y axis

+:  Next vertex in model (Not polygon)

-:  Previous vertex.  If no vertex is selected shows weapon hardpoints.

/:  Next polygon 

*:  Next previous polygon

Performance: These keys are intended to allow the app to use as much or as little CPU as you want.

Page Up : Decrease the delay between rendering frames

Page Dn : Increase the delay between rendering frames

Menu functions not assigned to any keys:

Polygon->Assign Normals:  This will compute the normals of all SELECTED polygons.

Vertex->Assign Normals:  This will compute the normals for all SELECTED polygons and then assign the normals of all SELECTED vertices based on the 'average' of the normals of all SELECTED polygons connected to a given vertex.

To see vertex normal vectors hold down shift and control at the same time.  Note a vertex has a normal for each polygon it is a part of.
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Texture->Apply:  This will project all selected front facing polygons of the ship model on to the texture map and assign each of their vertices a texture coordinate based on their location on the currently selected texture as it is displayed.  It also assigns these polygons that texture map/material

[image: image7.png]


[image: image8.png]| % File Name:RF.MOD_Delay:0 FSI[E[ KX

ex Diber




[image: image9.png]Fie Edt View Poygo + Other





Hint:  Switching to a non-perspective projection view after selecting polygons is a good idea to prevent warping of the applied texture.

Nifty, eh?
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