Chapter 2b Creating base using player and SDS layers part 1

Hello and welcome back in this segment we are going to recreate the object using the new Truespace 7 player window and subdivision surfaces, so let’s load the scene we were last using

Now let’s select all the objects that make up our base and glue them together. Marquee select them all in the link editor and click the encapsulate objects in 3d tool here, a box appears around all our objects with a title bar where we can give our new object a name, say poly_base, press enter and add this to our library and then let’s move this off to the side. Then let’s add the default light setup, so the scene will be light in the player window.

So let's get started recreating this object. Click the cylinder primitive, click in the 3d space then right click on the cylinder icon and enter 8 under divisions, click the object tool to finalize you object then click on the normalize location tool to put the cylinder in the center of the screen. Then copy the cylinder and move it off to the side, as we will use this later on.

Ok let’s scale the size of our cylinder up so it’s larger then our blueprint, we could make this a little larger then the blueprint but this is fine for now, as once we add some Subdivision layers the object will be smaller.

Now let’s head over to the player side of Truespace 7. Click on the player tab and move the view if you can’t see your model. You may need to turn off the ground grid, this can be done by clicking anywhere in the 3d space and selecting the preferences icon at the top of the stack view and uncheck enable player ground check box. Before we go any further let’s add the scene to the player library and rename it sds_base.

OK we are going to re-create this object so let’s right click on the cylinder to enter point edit as we did in modeler and then select the top face, we will make this object from 1 piece this time instead of 2 pieces as we did earlier, so click on the sweep tool and to create a nice curve on the top, we will scale this down a wee bit from the original face like so. Alright we will continue on with the sweep tool, right click and drag here will scale the face down and here will allow you to move the face up or down in the z-axis, so again scale, again scale down again. Once we get these the way we want we will add some subdivision surface layers to see how it looks and click it 3 times and you will notice that the size is actually pretty small compared to our blueprint so we will just scale these up, move it down and a little more, that’s good.

All right I am happy with that, let’s remove the SDS layers for now. All right now that the top is defined, Right click on the object again, now we will focus our attention on the bottom. We will select the bottom face and move this up and you will notice that there is a bit of an angle to this one, so we will scale this up a bit and then use the memory sweep tool again, You have to remember it scaled up a bit so we’ll scale this down to match the face above it, OK. Move down a wee bit and now this time we will use the one that isn’t the memory sweep tool and scale this down a little bit more and again, then we will scale this to match the blueprint, like so. All right so now, let’s Create the details at the bottom, we will create a series of small sweeps here to create a nice set of tight rounded corners, so we actually want about 4 loops here, 2 for each corner, so let’s sweep and scale so all the loops are pretty much on the same plane but just a bit smaller then the last one. Now let’s create the final piece with the edges like so.

This one here and then we will sweep again and scale this down a bit so when we apply the subdivision surface layers the bottom will appear flat. 

Ok let’s stop for now and we will continue this in the next segment.

