Creating an SR Concrete Tool Store - Part 2

Part 2 - Creation of the 3D Model

The 3D model we are going to build is a very simple one, built from 3 deformed cubes, one forming the main body of the hut, one forming the concrete plinth it sits on, and one that forms the roof slab.

Start 3D Canvas Pro and from the menu select 'View' 'View Selection'. Click on the box that is divided into 4 to get the four views of our model, front, side, top and the three dimensional view. You can try the other view arrangements, but this one works for me. 

Next select the menu options 'Tools' 'Options' then select the 'Device' tab. Make sure the 'Render Two Sided Faces' is not checked, as MSTS does not render both sides of a face. Press 'OK'.

Select the 'Component Panel' tab page in the left hand tools area. This will show the primitive shapes you can use easily. Click on the cube and drag it into the centre of the top left modelling window and a 1 metre square cube will appear. I want to make this about 2 metres tall by 1.5m x 1.5m, and a little way up from the floor.
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Now, the top right hand pane shows the front view of our cube. In the bottom left hand coner of this pane are red and green axis bars with a square area, and to the right of that a rectangular area. With the mouse pointer in the square area, press the button and move the mouse. The view will move. Move it until the cube is in the centre of the pane. Now put the mouse pointer into the rectangular area and press the button. Moving the mouse forward and backward will zoom us in and out. Zoom in a bit.
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The white objects are a camera and a light source. We will not be needing them, so ignore them. Alternatively, they can be removed from the view by clicking the buttons along the top toolbar labelled 'Visible Camera' and 'Visible Lights'.

Do a similar thing with the top view and the side view so that our cube looks a suitable size to work on, and is fairly central in each view.
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Now we can start to make our cube a bit bigger. The checkerboard squares are 1m square. Click on our cube in any of the windows and a light blue line appears round it, and some more axis symbols appear in the bottom right hand corner of the panels. They have a light and a dark triangle between them. In the bottom left hand pane, put the mouse pointer into the light triangle, press the button and move the mouse. You can move the cube up and down and left and right. Move it up about 3/4 metre above the 'ground'.
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Now move the pointer to the darker triangle, press the button and move the mouse, the cube will expand or contract up and down or sideways. Make the cube nearly 2m tall and about 1.5 m wide. You may need to play around moving and resizing until you get it right.
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That has done the side, but the front also needs widening. Move to the front view pane (top right pane) and do a similar widening until the top view (bottom left pane) shows it is square.
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Now grab another cube primitive and drag it into the top left pane, and deform it as above to make the concrete plinth. You will have to move and adjust it in all the windows until it looks right in all the windows.
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Now, with this plinth selected (blue line around it) do 'Edit' 'Copy' then 'Edit' 'Paste' (or Ctrl-C and Ctrl-V) to make another identical plinth. Move it into position to form the roof.
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Now we can merge all three bits into one single object. With one cube selected, press the 'Object Merge' button (the bottom one on the right hand vertical toolbar). Now click on a second cube and it will merge with the first one. Press the 'Object Merge' button again and then click on the third cube. You now have a single object. Save your work in a backup file (e.g. toolstore_1.3DC).

Now we can apply our texture to it. Select the 'Material' panel on the left hand tools window. In the 'Texture Library' part of this panel, press the 'Add Texture To Library' file button and select the toolstoretexture.bmp file we created earlier. It will appear in the panel. Make sure the 'Flat Wrap' button is pressed, and enter the value 20 for 'Ambient' and 1 for 'Specularity'. 

For an object to export successfully for MSTS, all faces must be textured in some way. To ensure we don't miss any, we will apply a bit of the texture file to all the faces first, like an undercoat, then add our final textures properly to each face individually.

Press the 'Crop Texture' button and our image file will appear in a new window. Drag a red box around a small piece of the roof as below.
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Click on OK.

Now click on the 'Fill Tool' that looks like the pot of paint falling over. This will flood fill the entire object.

[image: image10.jpg]= 3D Canvas - New Scene
Fle Edt View ook Help

D Y e P e A . T P o P P S 1 <

O«

sl B |2 |&

Piimiives

Bones

el

e
=00 a

Obict Bukding Tl
BB | A

Object Libary

|

DN AEI A

Eoeme 0| |





Now click on the object anywhere and our cropped piece of texture will be painted all over it.
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Now press the 'Crop Texture' button again and our image file will appear in a new window. Drag a red box around the toolstore front side then click 'OK'.

Now, click on the 'Paint Tool' button on the right hand vertical toolbar (the button with the paint brush on it).
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 Move it over the model and different faces will be selected (line drawn round them). Choose one face to be the front and click on it.
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Now go back to the 'Crop Texture button and drag a box around the non-door side, then paint it onto the other three sides of our toolstore. You can rotate the 3D view in the top left pane by clicking and dragging [image: image15.jpg]= 3D Canvas - New Scene
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on the sphere in the middle of the axis shown in the bottom left of the pane of the '3D' view.

Then, back to the 'Crop Texture' to grab the roof.  This can be painted on all the faces of the plinth and the roof (don't forget underneath the roof overhang). Save your model again as toolstore_2.3DC in your work [image: image16.jpg]@ |5 |2 | & |
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folder.

Before we export your model, we must check where the frame axis (pivot point) of the model has ended up. This will depend on the order the cubes were merged. When the model goes into MSTS Route Editor, it will put the frame axis at ground level. If the frame axis is at the top of the model, the model will be underground.

To check where the frame axis is, select the 'Render Wireframe' button on the top tool bar and then click on the 'Component Selection Tool' at the top of the right hand toolbar, and then click on the model. The frame axis is a small red, green and blue axis marker. Here it can be seen to be at the top of the model.
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To move the axis point to its correct position, first of all, press the X and Z buttons on the top toolbar. This will constrain movement to the Y axis (up and down) We will not be able to move accidentally in any other direction.
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Now press the 'Shift Tool' button on the right hand toolbar (it has a white square with a small yellow square in it).

Now click and drag the model upwards until the frame axis is at the bottom
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Then click on the 'Component Selection Tool' again and click and drag the model along with its frame axis, back to the ground. (With 3D Canvas 4.21 onwards, the 'Shift Tool' allows you to press the Ctrl key and click and drag the frame axis leaving the model behind). Click off the 'Render Wireframe' button.

The final step is to create the .s file for MSTS. Right click on your model somewhere and select 'Export Selection' and 'Microsoft Train Simulator' and save it as toolstore.s in your work folder.
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