Chapter 5 - The light bulb packaging part 1

Welcome to chapter 5 we are about to create the packaging for our illustration as you can see here, this time though we won’t use any blueprints for this.

We will assume that the client hasn’t provided any dimensions of the overall package but we can estimate the size by creating an array of 6 light bulbs.

Load the light bulb scene we have created earlier, remove the subdivision surface layers to reduce the load on system resources.

Let’s create an array, click on the toggle grid mode then click on the create grid array tool, with the toggle grid mode enabled we can click and drag to the right of the object and this will constrain the placement to 90 degrees and release. Now uncheck toggle grid and select the object tool to finalize the array. Right click on the array tool to bring up the options, enter 3 for the x-axis and 2 for the y-axis, and change the spacing to something like 3.8 Ok that looks reasonable, lets just center this on screen like this.

We are going to create an opened box so the inside will be invisible, Create a cube primitive, and scale it up remember to right click the icon to bring up the dialog box and then give it some rounded corners say about 0.06.

We will switch to the top view and marquee select each side, 1 at a time making sure to include all the vertices that make up the corners and move them beyond the light bulb array like this. We will do it this way because if just used scale and scaled uniformly the corner would distort. Now switch to one of the side views and perform the same movements, once we are happy switch back to perspective view.

Ok let’s switch our display to transparent wire for the time being, then enter point edit again and marquee select all the vertices that make up the top and use the slice face tool to separate it from the box and then delete it from our scene.

Lets copy the box and right click on the object info tool and reduce the overall size of the box by 0.2 in all directions. The select the top face and move it up so it is taller than the original box.

Now open the material editor and change the color and paint the entire cube using paint object tool. Then Boolean this from the original cube, select the first cube and then use the object subtraction tool, notice that the color from the subtracted cube has been applied to the inside of the box.

Now open the material editor again and change to another color and paint the top face using the paint face tool. We do this so we can easily change the texture later on.

Let’s now add the light bulb array to our object library and delete it from our scene than add the scene to our library and switch back to solid mode.

We will stop here and continue on in the next segment

