Chapter 4 addition

Hello, in this chapter we will have a look at the lathe tool again, and how we can use it to create the tube portion of our light bulb.

Let’s load this scene here and select the cylinder and enter point edit (right click of course) and select the top face. Now let’s bring up the lathe tool which can be found here. Now the first 2 lathes or bends are quite minimal and both bends are around 90 degrees, I think I will skip ahead to the next lathe, which will be 360 degrees to from here to here, Right click on the lathe tool to bring up the parameters, the Helix or offset will be the same throughout the model, so once we find the correct value we can use this for all the lathes.

One thing to remember is, if you don’t like the way the lathe turns out, just undo it using crtl z and try again with some different values. So select this face here and activate the lathe tool, let’s just find the helix value, let’s adjust this here so the preview line goes through the center of this point here, we will just play with the numbers here. Ok that looks ok. Now let’s look at the radius it seems a little big at the moment so let’s reduce it slightly. OK good now let’s click on the lathe tool again to finalize and create the shape.

One thing I would like to mention here is that with a helix of zero the maximum angle we can have is 360 and now that we have entered a value for the helix we can enter a larger number. So let’s undo the last lathe for a moment, Crtl Z, and activate the lathe tool again, so the lathe tool remembers the last lathe we performed so lets add say 4 rotations here sat 1440, OK press the lathe tool again to finalize, you may have noticed that we need a lot more segments to smooth out the mesh, so undo this, this time enter 360 again and this time in the segments let’s add 16 for 360, by the preview I think it’s a bit wide so adjust the diameter a bit and click the lathe tool again. OK so this looks better for this portion.

Now while figuring out what the values where I wrote down these values here and we will reuse them in the next few segments, to spare you from watching the full trial and error process. When you want to create your own shape through this process of adjusting values and inspecting how it matches your blueprint is the one to follow for this shape, we could create this other ways of course using paths and macro sweep or extruding each segment 1 at a time but I find this works very well for this shape.

One thing to bear in mind is at some point you may realize that you might have to redo the lathe for some reason, such as some segments overlap or there are some kinks in the mesh because of some low values used specifically when it comes to smaller angles and to many segments, so be sure to save your shape before carrying out a lathe, sometimes what looks good on a path may not look good once lathed so saving at each step will allow you to go back and correct anything that didn’t work out the way you would have hoped, also make a note of the numbers you use and that way you won’t need to start at the beginning.

Ok with that, let’s stop here and in the next segment we will put all this to work creating the tube from the values I discovered in this segment, see you there.

