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Modify a T-Spline Form 

Now that we learned different methods for creating T-Spline forms, the next step is to learn how to 
modify them. Being that sculpting in Fusion 360 allows for freeform shape manipulation, it’s very rare 
that a T-spline form does not require any editing. If it did not, then it might as well have been performed 
in the Model or Patch workspaces. It’s important to create forms in the Sculpt workspace that you 
intend to be organic.  

Edit Form: In this section you learn how to modify a T-Spline body with the primary T-Spline modifying 
command, Edit Form. We start by editing the first T-Spline primitive that we created, the Box. 

Step 1 – Toggle visibility 
 

1. Hide the previously created Body. 
2. Hide any visible sketches. 
3. Turn on the visibility of our primitive T-

Spline Box – Body 1. 
 
 

 

 
Launch Video  

 
Step 2 – Edit form operation 
 

1. In the parametric timeline, locate the 4 T-
Spline form icons.  

2. Hover over the first icon and confirm that 
the primitive Box becomes highlighted. 

3. Right-click on this form icon in the timeline 
and select Edit. 

4. You roll back to that point in time and 
enter the Sculpt workspace again. 

 
 

 

 

Step 3 – Start the Edit Form command 
 

1. Click Modify > Edit Form. There are many  
modifying commands in the Sculpt 
workspace. 

 
Alternatively, you can click the large Edit Form icon 
that resides in the ribbon by default. 

 

 
Launch Video  

https://www.youtube.com/watch?v=mwzfNT9ERMs&index=5&list=PLmA_xUT-8UlJpYbha60oAQMxFlBY371oZ
http://youtu.be/mwzfNT9ERMs?t=22s
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Step 4 – Select geometry to edit 
 

1. The Edit Form command can directly 
manipulate Faces, Edges, and Vertices.  

2. Click on a top face located at one of the 
corners of the box. 

3. The manipulator displays on the face with 
an assortment of tools. 

 
Directly manipulating a face creates the greatest 
changes in your form, while manipulating a single 
vertex will result in smaller changes. 

 

 
 

Step 5 – Single direction translation 
 

1. Click and drag on the arrow pointing up to 
translate the selected face up by 30 mm. 

2. The surrounding faces move to maintain 
continuity. 

 

 
Launch Video  

 
Step 6 – Planar translation 
 

1. Click and drag on one of the white boxes 
to translate the selected face on a plane. 

2. More surrounding faces move to maintain 
continuity throughout the form. 

 
Planar translation is incredibly useful, as you will 
often want to move geometry in all directions but 
one. 

 

 
Launch Video  

 

http://youtu.be/mwzfNT9ERMs?t=33s
http://youtu.be/mwzfNT9ERMs?t=54s
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Step 7 – More translation 
 

1. Select a single edge. 
2. Use any of the translate manipulators to 

compare the effect. 
3. Select a single vertex. 
4. Translate this vertex to see how this 

creates more subtle changes 
 

In the following sections we cover the 
manipulators: scale and rotate. 

 
Launch Video  

 

Edit Form – Rotate and Scale: In this section you learn how to modify T-Spline geometry using the 
rotate and three scale manipulators. 

Step 1 – Rotation 
 

1. Make sure that at least one face is 
selected. 

2. Click and drag one of the circular arcs to 
rotate the selected geometry about a 
single axis.   

 
Be careful not to rotate geometry too far, as self-
intersecting faces, or geometry that twists through 
itself will not result in a watertight solid body. 

 

 
Launch Video  

 
Step 2 – Single direction scaling 
 

1. Make sure that at least one face is 
selected. 

2. Click and drag one of the straight lines to 
scale the selected face in one direction. 

3. You will see that scaling in each axis will 
have a significantly different effect.  

 

 
Launch Video  

 

http://youtu.be/mwzfNT9ERMs?t=1m15s
http://youtu.be/mwzfNT9ERMs?t=1m27s
http://youtu.be/mwzfNT9ERMs?t=1m39s
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Step 3 – Planar scaling 
 

1. Make sure that at least one face is 
selected. 

2. Click and drag one of the small corner 
manipulators to scale the selected face 
along a plane – or in two directions. 
 

Similar to planar translation, it is often very useful 
to scale geometry in two directions. 

 

 
Launch Video  

 
Step 4 – Universal scaling 
 

1. Make sure that at least one face is 
selected. 

2. Click and drag the circular manipulator at 
the center of the manipulator. 

3. Dragging left or right will scale the 
geometry in all directions up or down. 
 

With the basics of editing a T-Spline form covered, 
we move on to a very useful function of the Edit 
Form command: Adding additional geometry.  

 

 
Launch Video  

 
 

Edit Form – Add Geometry: In this section you learn how to use the Edit Form command to add 
geometry to your T-Spline form, rather than “stretching” it. 

Step 1 – Adding geometry 
 

1. Select a single face of your T-Spline form. 
2. Hold the alt-option on Mac or alt key on 

Windows (with the Edit Form command 
active). 

3. Click and drag the single arrow to add 
geometry outward from the selected face. 

4. Let go of the alt-option/alt key as well as 
the left-mouse button. 

 
You will notice that this has a much different effect 
from simply stretching a face in a single direction. 
 

 

 
Launch Video  

 

http://youtu.be/mwzfNT9ERMs?t=1m52s
http://youtu.be/mwzfNT9ERMs?t=2m3s
http://youtu.be/mwzfNT9ERMs?t=2m23s
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Step 2 – Box Mode 
 

1. We will now turn on Box Mode, which 
displays a simplified control cage of our T-
Spline form.  

2. On a Mac: hold control and press 1. 
3. On a PC: hold alt and press 1. 
4. The control frame for the T-Spline body is 

displayed. 
 

Box mode improves performance and can be 
useful in finding problem areas. 
 

 

 
Launch Video  

 
Step 3 – Add geometry in Box Mode 
 

1. With Box mode enabled, hold alt-
option/alt. 

2. Translate outwards in a single direction 
again. 

3. You will see a similar effect as before, but 
with slightly faster performance. 

 
 

 

 
Launch Video  

 
Step 4 – Return to Smooth Mode 
 

1. To view how a T-Spline form truly looks, 
we will return to Smooth Mode. 

2. On a Mac: hold control and press 3. 
3. On a PC: hold alt and press 3. 
 

 

 

 
Launch Video  

 
Step 5 – Finish form 
 

1. We’ll temporarily finish editing our T-
Spline form.  

2. Click Finish Form in the Ribbon. 
3. You will return to the model workspace. 
 

That wraps up our introduction to editing a T-

 

http://youtu.be/mwzfNT9ERMs?t=2m42s
http://youtu.be/mwzfNT9ERMs?t=2m55s
http://youtu.be/mwzfNT9ERMs?t=3m4s
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Spline form! Next, we take a look at adding 
additional detail to a T-Spline form by inserting 
and deleting edges.  

 
 

 


