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Eric asked me the other day how I made the BC deck, so here it is. It's relatively simple and  
should work in most programs that allow you to do spline modeling but I only know how to do it  
in TrueSpace. 

Also, I'm assuming mostly our regulars will be reading this post, so I'll not be explaining tools  
and whatnot (that's what the manual is for) because most of our regulars know how to model.  
This is just a quick demonstration, not a tutorial.

http://www.3dscifi.com/


I start with a spline. For the sake of this demonstration, I'm using the completed part as a guide but 
blueprints work just as well (though this is faster.) I built the original part on my first model from 
the blueprints and this one is mostly the same. Anywho, I did a spline of the outer curve of the piece 
and then lined it up with the rear edge of the part from the first model (and, of course, the first time 
I lined it up with the blueprints.) Anywho, after I had the piece in place, I did a quick lathe to make 
the rear curve of the part. 

After I lathed that, I went through and selected each of the radial vertices on the flat edges (top and 
bottom) and deleted them because they're useless and will just drive up the poly count. Note: this is 
just a personal preference. Those can be left alone or even deleted later, I just do it as I go to save 
time later. 

After that, I selected the edge will be the center line of the final mirrored piece and did a sweep to 
add some more to the part. This will be useful later.



Next I took a cube and moved it to where I want the next lathe to end and rotated it to the 
appropriate angle. This is where using a completed piece comes in handy. The first time I built this 
part involved a lot of trial and error. After that's in place, I booleans subtract the cube to create a 
nice, angled face on the "front" of the piece. 

After that, I just grab the edge that I want to lathe and lathe it so that it ends at the same angle as the 
face that I just created via the booleans cut. And, of course, I then removed the extra vertices. 
Again, this is a personal preference. Though, there is one that needs to be removed, the one that was 
the pivot point for the last lathe, so that you have 1 continuous face. 



After that, I just select that face and do another lathe. This is the longest and most trying lathe 
(especially when working from blueprints) and it will probably take a few tries to get right. 

After more vertex removal, I create a cube and line up one edge with what will be to be the center 
line of the piece. (it's also the center line of my scene) This is where that sweep in step 3 comes in 
handy. Without that sweep, the inner curve of that last lathe would not all be on the correct side of 
the center line. This can be fixed but it's a pain in the ass. And, after I have the cube in place, I 
boleans subtract that. 



Next is the final lathe (yay.) I just grab the front face created by the last lathe and booleans and lathe 
that around until it's flush with the centerline. After that, I just remove the vertex that was the pivot 
point so that I have a continuous face on the center line. This is necessary for mirroring. (the others 
at this point I just leave for later)



Next is another personal preference. There are many mirror modelers out there. tS4 doesn't have 
one, tS7 does. However, I don't like the one in tS7, so I export the part to .obj format and import it 
into Wings 3D and use Wings' mirror modeler. It works great, I use it for all of my mirroring needs. 
Then I export it back to .obj. 

This next bit is technical felgarcarb for tS users only. When re-importing the piece, don't use the 
luuv import/export plug-in, you'll frack up your scale. 
 Instead, just use the regular load object command and chose the same scale as you're using to 
model and make sure "center object" and "fix normals" are deselected. 
 Then load the piece normally. It will be mirrored. Just either hit the "mirror" command or rotate the 
object 180 degrees on the Z axis if it's on the center line to get it to where it needs to be. 
 Also, you'll have to re-paint it because your materials will be FUBAR. However, the part will act 
like a native .cob part and you can use point edit, booleans, etc (as opposed to some imported 
objects.) 



 Once I have that beast imported and put into its proper place, you'll note that all of the "extra" 
vetices from the last lathe and mirror operation meet in points on the top and bottom. I just use 
"point edit" to select the center point and delete that and it takes the rest of the vertices with it. 

And here is the final piece. As I said, it's really very simple to make. Now, this can probably be box 
modeled by starting with a sphere and deforming it. However, tS tends to not like the deform tool 
and tends to create mesh errors when building a piece like this. That's why I came up with this 
system. It creates a smooth, error-free piece every time 
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