Chapter 4b - The florescent tube

Hello and welcome back in this segment we are going to finish modeling our fluorescent tube that we started in the previous segment. Ok if you haven’t already done select your object and right click to enter point edit mode, the tool we are going to use is the add edges tool which is here this will allow is to fill the gap here so click on this point and than here we can add edges like so, I won’t bore you with all the editing so what I will do is we will jump ahead to adding the final edge. Like so and now our object is 1 solid piece. Although it’s a bit crude at the moment that’s ok we will address that when we get into the Truespace 7 player window also when we apply some subdivision surface layers that will also help to reduce the hard edges there.

Ok so now let’s make our blueprint layer visible again and then switch to the player window where we will fine-tune this mesh, and also add some subdivision surface layers to smooth it out.

Ok so we will just fine tune our mesh we have some loops that are kind of out of place and may cause some kinks or some kind of seams in our mesh when we apply the subdivision surfaces so we will just fine-tune some of them, remembering that when we created the object we copied one side to the other so we will have to adjust both sides so we will have a symmetrical object when we are finished. So we will just tweak the positions of these a wee bit and once done we will switch over to the other side perform the same operation. Remember to hold the Control key if you want to select more then 1 loop at a time.

Ok so now will focus our attention on the top, let’s add a few loops 1 here and 1 here and then let’s tweak the positions a wee bit so we can create a gradual curve here at the top so depending where they are move them in out so this one we will move out like so. So let’s now select face loops tool and scale this section and select the loop tool and scale this side up a bit. OK now we will adjust these a wee bit, alright we’re getting there, bring this down and let’s select this loop and do the same thing, you may need to rotate a bit OK bring it down. OK That looks pretty good

let’s add a few layer of subdivision surfaces to see how it turns out, and actually it looks pretty smooth, um there’s a problem at the bottom you see we have some creases as there isn’t enough geometry to create a flat edge, let’s remove the subdivision  layers, so select the bottom faces and we will sweep them down a bit to create some extra geometry so the subdivision surfaces can create a nice corner here at the bottom so select them and sweep the right click and drag up on this widget here alright. So with the subdivision layers removed it is safe to move back to the Truespace 7 modeler window

And let’s add some subdivision layers here and insert this into our library and then let’s load up the pieces that created earlier, the SDS_base object, and the threads object then the we will encapsulate in 3d, first we will marquee select them all in the link editor and we will encapsulate them, and call this light_bulb hit enter and select the new object in the link editor, and then add this to our library as well. Once it is added to the library let’s delete the blueprint layer by dragging it to the trash can here, and then we will add this scene to our library, and that should do it for this object.

In Chapter 5 we will start to create the packaging for this light bulb, see you there.

