Chapter 2a part 2 Creating polygon base

Now we will continue on modeling our base objects, the first thing we will do is copy the object, and move it up and rotate it 180 degrees in the X-axis then move this out of the way. This will be the top portion of our base object

Switch back to the original object and select our top face, right click of course to edit point edit first. Select the sweep tool and then move the edge down just slightly above the original face, this will serve as the joining piece between the 2 pieces.

Now let’s turn our attention to the bottom, select the bottom face and move up to the line on the blueprint, let’s sweep this edge and scale slightly to create the edge here. Sweep again and move and scale, then perform a small bevel here for some addition detail. Let’s now add some more detail to the bottom, This time we will use the poly bevel tool this will add an inside edge. Moving the curser closer to the edge will make this bevel larger, click at the line on the blueprint. Select sweep again making smaller bevels at the edges to reduce the hard edges, which are unnatural looking. So this is now complete.

Now on to the top.

Switch to the left view and select and move the second object into position, then switch back to perspective view, right click to enter point edit and select the top face, as we are going to perform another fillet operation to smooth the edges. This fillet is a bit smaller then the previous on so we will adjust to match our blueprint as our guide using the arrows.


Pick the top most face, now as we are going to add some detail to the top and smooth it out, as there is a slight curve.

Select sweep now select and move the face so it follows our guide, once the first sweep has been done the tool remembers the last sweep so we can continue to sweep a few more times adjusting slightly each time to create a nice curve.

Ok that’s it for that.

Chapter 2a part 3 Creating polygon base

Let’s add this scene to out library.

Let’s create the 2 pieces at the top that the fluorescent tube will go into to. Start by creating another cylinder and set the divisions to 32, as it’s smaller and we don’t need as much definition, let’s move it to where it needs to be and adjust the size using widgets much like we did before like so.

Now copy this object and scale this so that it’s diameter is smaller and the cylinder is taller, like this. We are going to perform a Boolean on this object from the original so select the original object and Boolean the copy to create the shape we need like this. You will notice the there is a slight curve to the top, so we will do another fillet here and adjust to get something like this.

Now we will switch to the left view and move the object to it’s proper position if it isn’t already, you will notice there is a slight angle at the top so let’s select all the faces at the top and rotate slightly. Right click to enter point edit mode, right click any selection tool to bring up the selection option and enable backside option. Marquee select the top faces and rotate slightly. Then marquee select the bottom faces as the shape flares out slightly.  If you find you are having trouble, select the top p8iece and turn it invisible for a moment and the scaled this face out.

Now turn the piece that we turned invisible back to visible and save the scene to your library.

Now we are done, copy this and use the mirror tool to flip it over.  Move to the other side. Then add your objects to a new library, you can rename the objects and save the library.

In the next chapter, we will create this same object in the Player and use subdivision surfaces.  See you there.

