Truespace training course – Subject technical illustration – David Froude

Chapter 1: Introduction of course, myself and a little information on the project and how we will go about putting it together and what tools we will be focusing on

Chapter 2: Create light bulb housing - 2 versions 

a) 1 regular poly construction using bevels and fillets with Booleans

b) Second using SDS mesh in player 

Chapter 3: create screw thread base of light bulb using SDS techniques by combining 2 objects cylinder and helix and making the proper adjustments

Chapter 4: Create 1 side of the fluorescent bulb using a series of helix moves then mirror using the top edge apply SDS then add detail to the top

Chapter 5: Create package in 3d including, using an array of 6 light bulbs to make sure the box is the correct size

Chapter 6: Give each object basic texture maps, brief introduction to paint tools and including rectangle map for labels on housing and group together 

Chapter 7: Create and layout Texture map in Photoshop using scans or digital photographs of package

Chapter 8: Apply U/V map to package using the u/v map editor as well as standard mapping tools

Chapter 9: Once everything has been modeled and textured time to move onto putting the whole scene together, Add ground object then add a camera and set the view window to the camera. add objects to the scene and place. Using widgets and constraints

Chapter 10: Start adding lights to the scene, first use standard default lighting and explain lighting options including HDRI using lightworks 

Chapter 11: Finally we will start adjusting textures for the current HDRI light setup

Chapter 12: then move onto 3 point lighting and explain theory behind it and proper setup

Chapter 13: Move onto custom light setup and try and display the scene as best as possible

Chapter 14: Setup render options and explain the options and render in full color. 

Chapter 15: Using last scene change all objects to default grey texture and render again -  load light bulb object and render using psd as option with Ipak including and render using alpha channel

Chapter 16: Open Photoshop load both color and b/w image and apply find edges to b/w image add color image to layer above and erase areas away to create hand colored 3d image

Chapter 17: Load single light bulb object in a new layer and remembering to explain the alpha channel and place it according to the final concept image

Chapter 18: Recap on the tools used and why how they where used and the types of applications this technique can be used, thank you for viewing this course and I can be contacted at any time to answer any questions or comments anyone may have

Cheers,

