Chapter 2a part 1 Adding Blueprints

The focus of this chapter is to add our reference blueprints and to create the base of our light bulb.

In this training course I will be using the widgets to manipulate objects and use the standard 1 view window and switching to different views because of the size limitations with the recording software. 

Now we will set up our scene by adding our blueprints that I have already produced which have been provided for you. These were created by taking digital photos and tracing over them using a 2d graphics program.

First things first let’s add a new layer.

So let’s add or plane objects, we will adjust the size once we add our texture. Open the material editor, expand it by clicking on this arrow, Right click on the color shader box and select texture map, depending on the last action there may already be a texture active.

Left click on the texture or the name under it, this will bring up the texture browser and you can search visually for the texture, or you can right click and this will allow you to search using the standard windows explorer.

Select the texture lightbulb base front 2 bitmap. You will notice the size of the image when you hover over it, 283 by 416, this will be the size of the plane. Now paint the object.

Right click on the object tool, this brings up the object info and enter 2.83 on the X-axis and 4.16 on the Y-axis.

Activate the toggle grid mode, this will constrain the movement, click and drag using the rotation handle 90 degrees, Now copy the plane, again using the rotation handle rotate 90 degrees in the Y axis. Open the material editor again and this time select lightbulb base side2 bitmap and paint the object.

Now reset the material editor, so the next time we add an object truespace will apply a default grey texture.

We are almost done, glue these 2 objects together and move these to the center of the scene. Select the normalize location icon. Zoom in.

Now lock the layer and activate the top layer. 

Let’s add this to a new library, open the scene library right click in the library and select new and the right click again and select insert. Rename this scene. We will be using this through out the training course.

Now let’s get modeling, we will start by creating this object using standard polygon modeling. Create a cylinder, select the primitive cylinder and click in the 3d space, then right click the icon to bring up the option and change the divisions to at 48, for a smooth shape when rendered.

Select the object tool to finalize the shape and select normalize location.

Using the widgets let’s scale this to match our blueprint. Clicking on the corner of the bounding box will allow us to scale the object and by holding and dragging out using the left and right mouse buttons at the same time dragging will scale the object from it’s center. Once we are happy with the size we can adjust the height.

Now let’s add some geometry to the top to create a rounded edge for this we will use the fillet tool. Right click on the to enter point edit mode and select the top face by left clicking by default Truespace we have has the context tool active and will select anything you select such as points, vertices or faces. So you may have to set these manually to faces and using freehand select, with this selected let’s add a fillet. The fillet tool will remember the last action so your setting may be different. There is not undo for this operation so it’s it may be necessary to add the object you are working on a library first.

Setting the fillet is as easy as clicking on the end arrows and drag in or out until you are satisfied, selecting the center sphere and dragging will add more edges for a more defined corner. Okay there we go that’s it for this segment see you in the next video.

