Chapter 4a - The florescent tube 

So here we are at chapter 4, and in this chapter we will create the final piece of our light bulb.

Rather then bore you to death setting up the scene with another blueprint, I have provided one for you, so let’s load it up now. Big surprise we have a cylinder with 16 division, always keep them guessing I say. 

To create this object we are going to use about 5 lathes to create half of the general shape then copy and join the pieces together to create the full shape. The numbers we will be using when creating the object are related to the cylinder already in place, this is why I have supplied this for you. Also you may wonder about the numbers themselves and how I came up with them, I actually worked through this before hand to come up with an easy solution for you to follow along.

So now for the first lathe, enter point edit and select the top face then select the lathe tool and right click on the icon to bring up the options, enter 3 segments 90 for the angle a radius of 0.63, 0 rotation and a helix of 0 then we will adjust these a wee bit. The next lathe will be 3 segments, angle of 90, radius of 0.63 rotation of 270 and 0.79 for the helix.

Don’t worry too much about placement as we will tweak this later. The next lathe will be 16 segments 360 for the angle a radius of 1.26, 180 rotation and a helix of 1.94.

For the next 2 lathes, the object bends 180 degrees so we will make this bend out of 2 lathes. On to the next lathe enter 4 segments 60 for the angle a radius of 1.26, 180 rotation and a helix of 1.94. Finally enter 6 segments 120 for the angle a radius of 0.6, 180 rotation and a helix of 1.5.

Ok that takes care of the rough shape, now select the axis tool and first select the center axis tool then normalize rotation tool, select the object to finalize axis’s next copy this and rotate 180 degrees then Boolean these together now hide the blueprint layer for the time being So let’s stop here and in the next segment we will continue where we left off

