Chapter 6 texturing the light bulb part 1.  

Our goal for this chapter is to apply textures to our light bulb.

So let get started create a new scene, load the single light bulb object and remove 2 layers of subdivision surfaces this will speed up rendering.

In the link editor selected this orange triangle to see all the elements that make up our light bulb.  We will be able to select each element each year, and texture each element one at a time.

Select the tube portion of our light bulb open the material editor, this piece is glass, but painted white, we have a few options here, if you have access to any third party shaders, such as Yamaneko Fresnal this would be ideal, if not the Caligari phong shader will do fine. Expand the material editor here and change the color to white, you could even lower the blue channel to give it a warm color. Right click on the reflectance preview here and load up the Caligari Phong shader, and enter these settings, for Luminosity enter 0, Diffuse 1, for shine 1, Specular enter 0.64 reflection enter 0.16 for transmission let’s give it a bit of transparency so 0.2 and a refraction of 2, this should create a material pretty close to glass.

Ok now select the sds_base, this piece is made of plastic with a low shine and a slight bumpy texture, it also has a label painted on it, which we will address a little later on. We are going to use the same reflectance shader although we will change the settings, diffuse will be 0, luminance to 1 with a low shine setting at 0.11 low specular settings and low reflection to 0.05 and zero transmission and we can leave the fraction alone.

Now right click on the displacement shader preview and select the rough displacement shader from the list of shaders available and change the settings for this to be really low as we want a slight bump here so enter 0.01 for scale and amp settings and 1 for the detail and sharpness.

Next we will paint the threads, Reset the material editor by right clicking on the material preview sphere and selecting reset, leave the color shader alone and right click on the bump map shader and select bump map this time. Now we will load a texture that I have supplied but you could use any texture as long as it has some waviness to it like a water texture, this will help to distort the reflection a bit on the surface. Let’s change the amplitude to say around 0.03 or so. For the reflectance shader let’s choose the conductor shader, right click on the reflectance shader and load the conductor shader. Rather then use the metal shader, I like the results with this one as we have more control with this one, set the luminance to 0, and the diffuse to 0.1, this will produce some dark shadow and reflection, set the shine to about 0.8 and specular to 0 and the reflection to 0.8, this should give us a good chrome material. 

Then we will paint the thread part of our object. And we will stop here and continue in the next segment.

