Chapter 5 - The light bulb packaging part 3

Ok moving on. On with point edit still active we are going to add some edges the places where the flaps would bend at the box so let’s add a few vertices at all the points so we will start with this edge, once I select, there we go and select the move to and move this in, like so, let’s zoom in a bit, ok select this one and move that one in, and we will create a nice little dimple there and move this one in slightly, good. Now let’s move on to the other side, this one won’t be as noticeable so we could probably get away with actually adding 1 or 2 here and then moving this down a bit, ok. Now for the back of the box again you might not see it but let’s add a few anyway, alright so we have 3, then, then we go we can see them better, let’s select the vertices tool, may need to switch views, like I said before in order to move these easily, but that’s good, OK there we have it.

All right so now let’s add this to our library our object library like so.

OK so with the box complete, let’s load up our light bulb array that we used earlier and delete the box from the scene, for now, so select the box, press delete and then let’s add another cube and click and drag this on the stage and right click with it still active will allow you to scale it up, all right, then we will just move this directly in between and scale this, all right so, let’s give this a thickness of 0.1, OK, then switch to the top view and then we will just scale this to be just a bit larger then the array and directly in the center, there we go and switch, side view and move this up, make it just a  wee bit taller then the actual array, all right so that looks pretty good let’s copy this and create 2 more for the other spaces between the light bulbs, so there we go scale it, Now one side at a time ok, and then let’s move it a bit more, let’s copy this again and put it in between these 2.

Ok so there we go, that’s it the cardboard insert, at least the rough version, now let’s select the array we have and remove them from the scene. So select them and delete and let’s add each individual piece of our cardboard to our library like so. 

OK so now with them inserted in our library, let’s change the width of all these shapes to 0.2, we are actually going to create sort of a fitted piece or fitted cardboard pieces so we will scale this up a bit and subtract these 2 pieces from the long piece, so using the object subtraction tool we will remove these 2 pieces from the long piece, first select the long piece and subtract the 2 pieces like so. Ok then insert this into the library and we can remove that and add the original piece in and change that to 0.2 again and this time load up these 2 pieces and I said we could remove that one but actually we will use that as a guide so add that piece back in and then scale this so it matches ok. So now, object subtraction, but this time we will keep the drill in the options and then select each small piece and subtract the longer piece from them, OK, and then we will add each piece to our library and add in the edited long piece and then we will encapsulate these and call it cardboard and select this and insert this into our library.

OK that’s it were are finished modeling all the elements for our technical illustration, in the next couple of chapters we will focus our attention on texturing and setting up this scene for the final render, so I will see you in the next chapter.

