Chapter 9 Putting the scene together part 1

Ok so we have everything modeled and textures for our scene except for something for our product to sit on.

So let’s add a ground plane, select the poly plane primitive and click and drag on the 3d space. Now before we do anything else, as this plane will be our ground plane let’s change some settings for this object, right click on the object info tool to bring up the options and select the render options. Now because this plane will be the ground uncheck cast shadows for this as we don’t need this to cast shadows. Leaving this check can cause some artifacts when rendered. A flat 2d shape can cause artifacts when combined with shadow maps with a high sharpness setting anything under 3 seems to work fine though. Adding some height say by sweeping will fix this even if it is quite small say 0.01 in height. So simply turning of cast shadows here will do the trick but it is something to keep in mind. Vray doesn’t have this problem however.

OK let’s now add our textured light bulb. We are going to place 2 light bulbs in the scene in front of our package. Let’s switch to 1 of the side views and rotate this to about here, look like a around than 87 degrees. 

Now load the package and raise it up above zero by right clicking and dragging up. This time we will use the collision detection tool, found here and select the collision with all icon, right click to bring up the options of course then with the box still selected right click and drag down and when the object runs into the plane, a beep should occur.

Now copy the light bulb and turn off collision detection. And move to here and rotate so with both instances of the light bulb we can see all the detail that makes up the light bulb.

Now let’s add a camera to the scene so we can set up our scene with a ¾ shot of our product. Click on the camera icon and click in the 3d space, now open another window here and select the camera as the active view, now we can use the widget in the bottom right of the window to move the camera. Once we come up with a pretty good view try and keep all the elements in the shot, with the camera point upwards will create a more dramatic image as well also rotating the camera a little will add some interest as well I will leave this up to you. Let’s move on to texturing our ground plane.  So while I tweak the positions of some of these objects we are actually going to stop here and in the next segment we will apply a texture to our ground object, so I will see you there.

