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File
e open: FIFF
o save: &7F

o Global Shift settings: RERALEI IR, mASEEI AL

e Primitive Factory: WRz=#TREANT, XZRBRTR
e 3D mouse: X3DE#r (dA3Dconnexion) KISZHF

* Close all: XHIFFIEITFHIEGE

e Quit: BH

Edit:

e Clone: ZEERHNAT

e Merge: BHMINHELILE, AINGHRE (RESSHRMER) ; AINEHME (REMAEEH, CCREIZ— M HIIMIBLES
)

e Subsample: REFRM/RTHFHEAR, FIUARIL. Ik E2T/\XMWAXRE, FHEASRERERSNITE. Bie. EaFht
2o

e Apply Transformation: BIANIERRISEAME R (4*4%EM. kA, BhiA)

o Multiply / Scale: 1b#ErRSLiRRIAAFR{ELE,

o Translate / Rotate (Interactive Transformation Tool): BB F HIh—SLkEl & IR A RNk R ISR
e Segment (Interactive Segmentation Tool): BIE2DZ B 5 FErt ISk

e Crop: #&I—1EZ M E3D-Box BEHMN R =o

o Edit global shift and scale: #1T2B3 AL HIZER

o Toggle (recursive): FATEHIREORER,

o Delete: MIBRIEAHRISZA,

e Colors > Set Unique: AFTESAMEEM——HIERE

* Colors > Colorize: AFTESRMAERE, BAERINADHIAFMEHETNYLRIAENRCBMSEFHHIEE

e Colors > Levels: BFAEEENEFELE, EKLFPhotoshoptlLevels/iE

e Colors > Height Ramp: AFMEMEEMEHNE (L. ®. )

* Colors > Convert to Scalar Field: KX#1# RGB Bl FERERA— ML MIEFER

e Colors > Interpolate from another entity: FEFMESHERIEA BI—DSLENEE

e Colors > Clear: BFRFTIESLAIEIEE

e Normals > Compute: it+EFTESLAREL

e Normals > Invert: RIEZFTIASLAREL

e Normals > Orient Normals > With Minimum Spanning Tree: RN TEEHREMASHNEERELZL (R/\ERR)
o Normals > Orient Normals > With Fast Marching: ARG AEREM R SHEEEL (PETHE)
» Normals > Convert to > HSV: E=HEZFEIRE] HSV B F&

» Normals > Convert to > Dip and Dip direction SFs: s AL EIRNMr21%

e Normals > Clear: AREMZAEBEREL

o Octree > Compute: &l ELAE LA/ \ XA

o Octree > Resample: BIREEN/\XMETANFE RREREUF

o Mesh > Delaunay 2.5D (XY plane): TS =ExyFEEMN2.5D=/A%]4% (Delaunay 2.5D triangulation, E&MN2.5D=fA%H
%)
e Mesh > Delaunay 2.5D (best fit plane): ITERSERETFERN2.5D=/AHI72 (Delaunay 2.5D triangulation, &/&HN2.5D=F



8B%)
e Mesh > Convert texture/material to RGB: 5% EMERIMEMRIFI LIRS BEIRAZ N 2 RGB FE&
e Mesh > Sample points: FE— MR FRBEHLEAE
e Mesh > Smooth (Laplacian): ¥&—1M1& (Laplacian smoothing, RrEhEFEER)
e Mesh > Subdivide: H73WM1E, LWEZBITAIME=MAT, BEIMINOREADZAFAEEEZT,
* Mesh > Measure surface: MEMEHDATERMNE N =ATNTHIRER, TEHGHH
¢ Mesh > Measure volume: JEFAEMBAMAIR, EEHIGHED
e Mesh > Flag vertices: MEMSHEREE, A TMIEERMITE: 0 =normal, 1 =border, 2 = non-manifold

e Mesh > Scalar field > Smooth: FEMIETNABEFRENInET . A ESSENER (Gaussian Filter) #8&. ZAqPCVIEHE,
[iaprsealk=pzz

o Mesh > Scalar field > Enhance: #5385 MigTAEXEKNITE, SAQPCVIEHE, WAERNIER

e Sensors > Edit: EXIEEERENIMESH

e Sensors > Ground Based Lidar > Create: @72 Ground Based Lidar’ (= TLS) {2852k, MMBIFTEN S =

e Sensors > Ground Based Lidar > Show Depth Buffer: EmiEFHIGround Based LidarfiEE

e Sensors > Ground Based Lidar > Export Depth Buffer: HASCIXXHHFE RS HEFAIGround Based Lidarft REsHEER
e Sensors > Camera Sensor > Create: BI@2FEGEREEE

» Sensors > Camera Sensor > Project uncertainty: HHEEERIHEN ST, BERBENX. y. z. 3DEE

e Sensors > Camera Sensor > Compute points visibility (with octree): ZitEh & ERIEEFN RS, 0=NOT
VISIBLE, 1=VISIBLE

e Sensors > View from sensor: EXHHIRY 3D HERGKGIRENULRKEERNERBFNIRE (FIERIERER)
e Sensors > Compute ranges: 1TE2ER (WTHEART=) BN FIEEERSRNTEE

e Sensors > Compute scattering angles: itE2ER (WTFEMABEENT) BN FEPERFIENAE
e Scalar fields > Show histogram: Xt aTE AR R E I ERE

e Scalar fields > Compute statistical parameters: It&EZit9%m (SO M. B /RD )

o Scalar fields > Gradient: i+ EIREIHMIEEE

e Scalar fields > Gaussian filter: BINA—MIAESIURE, Ta—MrEE

e Scalar fields > Bilateral filter: FAXOIEEE E— NMrEE
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e Scalar fields > Filter by Value: FirEEMEEEHN=

e Scalar fields > Convert to RGB: KBEMHITEH I ARCBEE

 Scalar fields > Convert to random RGB: EERMITEH T N FEVHIRGBEI R

e Scalar fields > Rename: XMERELAFEME B RNITER

e Scalar fields > Add constant SF: F—MEHRIN—Mr2i

e Scalar fields > Add point indexes as SF: FARZE5IMAAFMER =EE— MR 2IER
e Scalar fields > Export coordinate(s) to SF(s): SHAIREIFrEin

e Scalar fields > Set SF as coordinate(s): AEFH R IZEIREIFHAIALIR

e Scalar fields > Arithmetic: AIUNER—NR=NR MIBEFHITIVEZE (+, -, % /) , IENEMIEHHTRECE
e Scalar fields > Color Scales Manager: &MEE, FILEEMOIEREE

e Scalar fields > Delete: XEFRISSAMIERE MAIIREE

e Scalar fields > Delete all (1): ¥ ERHLERRE OB RITEE

Tools:

o Level: AIBLER=DRHE—MFEERE

e Point picking: AILUEE—N BN =N RREHSMER, MRM%LIR. RGB. Ir2E. BE. AEEER (LEERKRENEE
=)



 Point list picking: FIBUEREZ M REIE— P RIIKR, AMEEAI—IXH. —NMNIRs. — Mgk

e Clean > Noise filter: FMFoPCLIE#HIS.0O.RIEE, BXELINAE

e Projection > Unroll: BFEESE#AEN SR =HE—FH

» Projection > Rasterize: Mit&ftm= (A2 5DMIE) , REFATUSHA— MRS E — DM HHEER

* Projection > Contour plot to mesh: FILUB—HITERERMAMIE, HLNEHLERZ

» Projection > Export coordinate(s) to SF(s): SHAAREIIRES

e Registration > Match bounding-box centers: JEEEFRAERMWSIE, LTINS OE—" A

» Registration > Match scales: L2 ERSLIANIIE

» Registration > Align (point pairs picking): FEMMSARRPEIEE /D =X R HI s SEXS FFR AN SLA

e Registration > Fine registration (ICP): BEmhEfttEESm A, gitlelE: ORI KELER, ORIABHENNRIEEVE
BRI

e Distances > Cloud/Cloud dist. (cloud-to-cloud distance): &R AT ZENEE

e Distances > Cloud/Mesh dist. (cloud-to-mesh distance): it&E SRR ZEHIES

» Distances > Closest Point Set: ItERM Rz ZBEIRENSNES

e Statistics > Local Statistical Test: FIUDUREHHNEE ST EMFHITOEIFTIER

o Statistics > Compute Stat. Params: it&&it0% (G809 %, BHRAH)

e Segmentation > Label Connected Components: &E&/NER, EFMENTAEINE/NNEY, SR HEER

» Segmentation > Cross Section: AP AENX—1EKEIHE, FHARERSECEMAR, KBRS, AMAR: OE— MRS MNEE
ESNEIEE; QRIMZBFAIER

e Segmentation > Extract Sections: FJUE—PR=HIMEBESE SN\ ZAf K i2 ENE I ER

e Fit>Plane: BREAEFH— M FEMBLETHER, W& RMS. EEFHE. MENMHA. MAAEES

o Fit> Sphere: GEBA=FM—IKE

e Fit> 2D Polygon: ERR=FH L0

e Fit> Quadric: EfR=HI2.5DHH

o Other > Density: HiE— MRS EE

e Other > Curvature: fE— MR =HERZE

e Other > Roughness: ffE— MR =HEEEE

e Other > Remove duplicate points: EZEM A 2 EH/NEEEKMRES N S

Display:

o Full screen: £

o Refresh: RlIF, EEIRIFEMNIDMEINAZR (OpenGLEIFES)

e Toggle Centered Perspective: TEIEREFIN & OMEEZ )ik

» Toggle Viewer Based Perspective: EIERIREFEME L)

e Lock rotation about vert. axis: B{EBESZMHIF &R le

o Enter bubble-view mode: #NEFMEIET

e Render to File: AIBUBRZLAINISDMER—IMEGX G (XFLEIREXHER) | EAIUERENERDHENFE
o Display settings: WEMERFETIRE: MEMME. M. 7. Hit

e Camera settings: F&RIRE

» Save viewport as object: REFURISDUEMAMANSE (REMEMA. SIRE) A—NEIUEE, XNEAEERINDB
IR

o Adjust zoom: HEAERELE]
e Test Frame Rate: MiffiiE=xR, iFEMHN3IDMEE—MEIENBIREMNMEE YN, SREEHEER
e Lights > Toggle Sun Light: YA FRNE



Lights > Toggle Custom Light: PIiEE XY

Shaders and Filters > Remove filter: ZR{EAIEINE E2R5E OpenGLI JEss

Active scalar field > Toggle color scale: AFTHEERIRISSATIREM

Active scalar field > Show previous SF: EXEFYFIFTEN REIREIN, BUELRIINER

Active scalar field > Show next SF: ELFIFMANRIITEE, BE T — MRS

Console: =H& (BxR/FE)

Toolbars: TE#, SFFTAE. mEE. ME. &, CLEE

Reset all GUI elements: REFTEIFEURIGUIEE (EMTEZWAIIMS) , AMIRKSFRAEE

Plugins:

Standard plugins:

gHPR (Hidden Point Removal): IR S=ER&HE, WHLLTE (MR EEdYe3D#ENEEINT

gPCL (Point Cloud Library Wrapper): BPCLE—®75A1#EO, FEEHE: OIHEELTNMEQRE SfERE RNEROFESR
= (BmgmhZFE)

gPCV (ShadeVis / Ambient Occlusion): TER=HNBARE, EKLTFAERETHRBEBNFIRIIRE (FIUEEXHLLER)
gPoissonRecon (Poisson Surface Reconstruction): PoissonkEERE, FA=AMEEREENENESENERE

gRansacSD (RANSAC Shape Detection): BENEE—BIARIGN, 1T BRGNS AN E 2O

gSRA (Surface of Revolution Analysis): TTE—1MRfl—MEEREFEZANES (REFEA2DREBEN) , BEEITELT
&, APAMUIE—MREN2DEZE B E AR

gCANUPO (Point Cloud Classification): AIE&INmR=#{TH2E, WAIUFRHE

gM3C2 (Robust C2C Distances Computation): FRIRFNAETER MR ENEE (Bf) BE
gCork (Boolean Operations on Meshes): RIMHITRIEHIFRRIEE (BIRCSG = &A1) , BEETFCorkE
gAnimation: FNELEZEHE

gFacets: AIMMNSR=HENEN_4UH, MEMNEREES T

qCSF (Cloth Simulation Filter): EFHELURREE, RZIMERISIFERNSE, ERIEMESR
gCompass: {ESMSLI R = RHEREENERNIRETF

gBroom (gVirtualBroom): SXtiA#iEE

gHoughNormals: H&EEL

dGMMREG: X/NUSRRIFAERIE ZHILES

qLAS_FWF: XMEHAIREIERAX S, FIUEMSEN TITHLAS 1.3+XH

gPoissonRecon: FIMIHMIAR R SENERETEIRME (IREE B AR B E BN RELE R MRTIR)

OpenGL ‘shaders’ plugins:

gEDL (Eye Dome Lighting): SERELUEE, ARETANSZHEMEFIGE/VERE RTJLAEEN, B MRS TEMER)
gSSAO (Screen Space Ambient Occlusion): SERRSUES, SIEMRIATER
oBlur: —/MEBAEMGIERE, TERTHFAARKER

Deprecated

gKinect (Point Cloud Acquisition with a Kinect): A EKinectiR&RE (BEHN) ==

3D Views:

New: @lIFE3DIIE
Close: xHI3DME
Close All: *<HFTE3DME



Tile: £ZRIFE 3D HEZANEREA
Cascade: RHBBHAXNEHHIIAE 3D WE
Next: BUEIFEIZRNT—N3DME
Previous: BUEIRREIZH_E—M3DME

Help:

e Help:
e About: CloudComparehRA{z 5
e About Plugins: EHER

Thanks:

EEEAMINEERE— T HEE:
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