Chapter 3 Threaded base object part 2

Hi and welcome back to this segment, this is part 2 of chapter 3.

Select the cylinder and now we will subtract the lathe object from the cylinder using the Boolean subtraction tool like this. It worked ok, just have a look around, looks good, ok let’s move it down a bit so it matches our blueprint image. OK.

Now let’s insert this into our library, ok so let’s hide this layer so we can have a clean view of the object we are working with. Let’s create a cube; we are actually going too use this to remove the bottom portion of our threaded object. Just make sure it covers the whole thing, yes that’s good and now we will copy this, do the same thing for the top, using CRTL C will copy and then we will place that in position and then select the cylinder object and then Boolean subtract both objects and then hide the blueprint layer.

Ok the next step, let’s enter point edit mode and we will clean this mesh up a bit, when we apply the subdivision surface layers, there are some edges and vertices here that will cause some problems, so zoom in a wee bit so we can see what’s going on. I will just fine-tune some of these points to make sure all the edges line up with the other edges and not half way in between vertices. There we go, delete that and add edges here, that’s should take care of that now on the bottom, let’s rotate around, let’s fix this point here, remove this section and then add another line to meet up with this point and we will do the same thing here, delete and add a line, this will help create a nice smooth edge when you add subdivision surfaces, here is another, delete that then add in another line, good, looks like we got them all, we will know soon enough, when we apply the subdivision surfaces.

SO ok let’s add in our blueprints, activate the layer, and select the top face and now we will extrude this or sweep to add the detail to the top we need. Just by scaling and all that wonderful stuff, make sure to add edges so we can have a more defined shape like so. Ok so let’s scale that down a bit. Let’s focus our attention on the bottom, we will extrude this a few times and scale as well at the same time, to create a nice soft smooth edge at the bottom, make sure to pay attention to the blueprint we have. Ok scale it  good. And extrude again.

So I will continue to edit this a wee bit, I am not concerned if it doesn’t exactly match our blueprint, it’s pretty close and to the untrained eye, when creating technical illustrations of this nature people are not going to realize that it doesn’t match exactly, you will noticed I have added 2 layers of subdivision. If doing a more technical document you may have to pay more attention and add more detail, but for the purpose of this course, this is fine, we will insert this into our library and then hide the blueprints.

Let’s do an area render to see what it looks like, but first let’s add this to our scene library and then do the area render.

That’s it for this chapter in the next chapter we will focus on the fluorescent tube, so that’s it for now and we will see you in the next chapter.

