Chapter 3 Threaded base object part 1

Welcome to this chapter, our focus for this chapter will be to create the screw thread for the bottom of our light housing object as you can see by our example here.

So we will started by again loading the scene with just the blueprints this time, I will be using the housing we created earlier using the player and subdivision surface. 

OK first things first, let’s create 2 new layers we already have the blueprints on a separate layer locked.

The first thing we will do is remove the light setup, choose none from the light library, we’re actually going to move them to the first layer, so activate the first layer and choose the textured as our lighting setup and then lock this layer.

Then select the next layer in line like so and now we’re going to enable color wire, all right so now let’s load up our object we created in the last chapter using the player and subdivision surfaces, click on this, close that library, then lock this layer in place, now we will select the layer below which will be our primary working layer. This layer will be our main layer this is where we will add all our objects, so before we get started, let’s insert this into scene into our scene library, there we go and close that and now we are set to get started.

So now we will create a cylinder, big surprise and another big surprise we will make sure it has 16 divisions and then normalize the location, like so. Then we will scale this down to match our blueprint image like so and then we will make sure it’s long enough to cover all the threads we have drawn.

Ok with that complete we’ll switch to the top view we will draw our cross section of our threads using the poly line tool, so with a series of clicks we can quickly draw a rough shape or outline of our cross section and zoom in a bit, right click closes the path and then I will just adjust these a wee bit to make it symmetrical. OK switch back to the perspective view and now we will rotate this 90 degrees on the x-axis. Alright now select the cylinder and we will add this to our library and I will replace this a clean up the library, these are things I was working on earlier, here we go now delete the cylinder from the scene and the switch to any of the side views, left or right and now we’ll adjust the size of this to match our blueprint image. Alright let’s move this a bit and we will zoom in and we’re going to try and match this as close as possible, the path to the blueprint image, so using the scale tool we’ll just scale and depending on how you drag the mouse up or down will determine how it scales either in the x or y axis.

So let’s switch back to the perspective view and move this to be inline with the blueprint image and then add this to our path library.

So now let’s bring up the lathe tool and right click to bring up the parameters, alright let’s enter in some numbers here, for the helix we will put in 0.19, for the angle which is actually the term for how many rotations, we want 5 so 2360 times 5 is 1800, segments we want 16 times 5 is 80, radius should be round0.85, rotation we want 180 degrees, so the preview looks pretty good 0.85 for the radius might be a bit large, 0.84 not that seems a bit small so 0.85, and once you are happy with the settings click on the lathe tool again and this will create the lathe, like so, click on the object tool to finalize and then insert this into our library .

Alright so our plan is to remove this from the cylinder we created earlier so load the cylinder, and select the lathe object and normalize the location, that puts it up in the middle of the scene, then drag it down, then scale this so it’s larger then the cylinder, this will give us some nice grooves in the cylinder when we subtract this.

Ok that looks ok, all right so now we will add this to our library and we are going to end this segment here and continue on in the next segment, so see you there.

