Chapter 2b Creating base using player and SDS layers part 2

Hi again, let’s continue where we left off.

Let’s add some subdivision surfaces layers to see what we have, looks pretty good, likes like we can make a few adjustments here. So select the bottom face and let’s expand the selection and move this down a hair. Ok let’s select the loop here at the bottom, this one, we will expand the selection again, this time we will scale it a bit to help define the edge a bit here, I think what we will do here is add another loop to define the edge a little more like so, gives it a nice gradual corner and then we will scale it down. All right we will just tweak this model a wee bit and scale this down. All right.

So over all the shape looks pretty good, pretty close to our blueprint, so let’s remove the subdivision surface layers, alright so let’s deal with this part here, the gap. Let’s first, actually this loop looks a little bit high so let’s move it down a bit to match the blueprint all right that’s good.

So with the select all faces enabled, let’s marquee select the 2 loops here like so, and now let’s sweep this out and right click and drag will allow you to scale this down, uniformly. Ok there we go, let’s add some loops here to help define the edge here, if we didn’t we will end up with a kind of rounded edge when we want more of a defined edge. So let’s add some subdivision surface layers to see how it turned out.

Ok so now that we have the bottom detail complete, let’s focus on the top and create the curve, we’re actually going to use the soft selection tool which is new to Truespace 7, so select the soft selection tool and click on the wrench icon to bring up the parameters, at the top of the stack view and we can adjust this, and as you can see, by clicking on the object you get direct feedback, ok so let’s adjust it so it covers most of the top, “remember to switch off select backfaces” So click just in the center and rotate down a bit and move this up all right, that looks good, so now with this object done that’s pretty much our base complete. Let’s add this to our Library, right click and insert scene and we will call this sds_base2, and like before we will stop here and continue on in the next segment.

