Chapter 2b Creating base using player and SDS layers part 3

Hi and welcome back again, so let’s continue.

All right so now that our base object is complete, let’s focus on the 2 cylinders at the top where our florescent tube will join the base object. So let’s just move this one to match our blueprint, let’s find a better view. Right click and drag up a bit and then scale this down and right click here will allow us to scale this in the z-axis, and then move this to match our blueprint, all right let’s just do a few more little adjustments like so and raise it up a bit, there.

OK let’s enter point edit mode, let’s make sure we select the direct selection tool and select faces tool. Actually first let’s scale this up a bit you might remember when you add subdivision surface layers will actually make this object smaller so scale it up a bit. Now let’s select the top face and sweep, we will scale this down and move it down so it is slightly higher then the original face, this should give us a nice smooth corner when subdivision surfaces are added. So now we will create this one on the bottom, select the face and scale it out a bit as there is an angle to this piece and with it still selected we will sweep again and move it up and scale inwards. Right click and drag, there OK. Let’s add a few layers of subdivision to see how it is turning out, and lower, that’s looks good.

All right remove the subdivision layers, like so and select and sweep the top face, we are going to sweep again of course and scale this down a bit as it remembered our last sweep move, move it down just a hair, then again to create a nice curved edge.

We will move this up so we can adjust it easier, so now we will recreate what we did on the top, so sweep, move up, sweep again and move up again. With the bottom face still selected, click on the new blend tool and select the top face, we will get a preview of what’s going to happen and then just press enter, let’s add a few layers of subdivision surfaces, Good. Ok now let’s move this into position, right click to enter point edit, move this down, scale and tweak this a wee bit. 

Now we will add a bit of rotation, so clicking on these cylinders on the widget will allow us to rotate the object based on it’s axis, OK, with the object still selected, copy the object using CRTL C and move this to the other side, there we go and rotate in the opposite direction, Good.

So with that are objects are complete let’s add this scene to our library, so SDS_BASE3, and now let’s remove the subdivision surfaces as we are going to move back to the model view and we don’t want the object to be finalized.

OK Switch back to model, let’s hide the blueprint layer and add our subdivision surfaces again, good. Now we will encapsulate these objects as we did in the previous example, so let’s select our objects and encapsulate and SDS_BASE, hit enter, select our object and now add this to our library. Good. Let’s also replace the other one we did and let’s do an area render to see the difference. Let’s add this to our library. We are actually going to create the threaded bottom for the light bulb in the next chapter so I will see you there.

