Project Based Tutorials - City Scene

City Scene: Download: Works with: Requires:
Fountain Project GO SE XL Version 5+
(Emitters XL
Only)

This tutorial will go through the steps of modeling and texturing a basic
fountain. XL users will get additional information on how to use emitters
to make their fountains work.

%, Spline | Modeling
P oind Step 1: First you'll draw out a spline which
Type ILinear =] will be a cross section of the base of the
™ Close Sri fountain. Go to Objects=>Empty Spline... to
e S create a spline. Under 'Type' choose 'Linear’,
Interpalation this will give your spline sharp edges and
Intermediate Pointz I'{-,'daptive j straight lines. Click OK.
e £ |2IZI Select the points tool and Ctrl + click to
Angle |5 : create points in the scene. Change your view
to the ZY side view and create a point at
| oK I Cancel | Help.. | coordinates X=0m, Y=0m, Z=0m.

Step 2: Now Ctrl + click the
rest of these points out in
order (you can create points
in the scene and then use the
coordinates manager to input
the exact coordinates):
(X=0m, Y=0m, Z=600m),
(X=0m, Y=80m, Z=600m),
(X=0m, Y=80m, Z=550m),
(X=0m, Y=40m, Z=550m),
(X=0m, Y=40m, Z=0m).




| Step 3: Use a Lathe
Object to create the
base of the fountain.
Select your spline in
the Object Manager
then go to
Objects=>Spline
Object=>Lathe
Object... Click OK on
the dialog that comes
up. This will spin the
spline 360 degrees
around the Y-axis and
create an object from
that. Double click on
the text Lathe Object
in the Object Manager
and rename it
'Fountain Base'.

Step 4: You can delete the original spline
after completing the Lathe. Now you'll create
some more Lathe Objects using splines that
are already made for you.

Go to Objects=>Splines=>Circle
Elements=>Layer. Input 220m for the radius.
Switch back to the Object Tool and position
the layer at X=0m, Y=40m, Z=0m so that it
sits on the fountain base.

Step 5: Use the same
procedure as in step 3
to create a Lathe
Object for the Layer.
Delete the Layer
spline and double click
on the text Lathe
Object to rename it to
'Fountain Support'.




Step 6: Next you'll bring in a Ring under
Object=>Splines=>Circle Elements. Set outer
radius to 407m and inner radius to 390m.
Then click OK when the settings window
comes up. Create a Lathe Object of the
spline and then you'll set it to the right size
using the Coordinates Manager.

Step 7: Inthe
Coordinates Manager,
with the new Lathe
Object selected, you
need to make a couple
changes. Input
Y=300m under
Position, then under
size make Y=100m,
and under 'P' in
Direction input 180m
to flip the bowl shape
right-side up.

Delete the Ring object
and double click on
the text Lathe Object
in the object manager
and rename it to
'Fountain Bowl'.

Step 8: The final step in modeling the r
fountain is to create one last lathe object. Go
to Object=>Splines=>Curves=>Hypocycloid. Hypiocycloi
Leave the settings as default and click OK.

Hypocycloid




Step 9: Input Y=500
under 'Position' in the
Coordinates Manager
to raise the
Hypocycloid spline to
the right height.

Step 10: Go to
Objects=>Spline
Object=>Lathe Object
with the Hypocycloid
selected and click OK
to create another
Lathe Object. Delete
the Hypocycloid and
double click on the text
Lathe Object in the
object manager to
rename it to 'Fountain
Top'. You now have a
basic fountain model.
Experiment with other
splines and lathes to
create more ornate
designs and different
types of fountains.

4 MHame o= Texturing
Step 1: A marble material was used to
I— I— I— texture this fountain. A separate material
was used to simulate a wet marble, as if
sheets of water were covering the marble.
Create a new material. Double click on the

text New in the Material Manager and
rename it to Dry Marble.




Step 2: In the color E dit malerial HE
channel use the file
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Step 3: Create the wet marble material by making a copy of your
dry marble material and then changing the settings around.
Rename it to Wet Marble. Leave the color settings as they are.
Check the boxes for Reflection, Bump, and Highlight to activate
them.

v Calour
[ Luminance
il Transparenc_l,l

[~ Fog

¥ Bump

[T Genlocking
¥ Highlight

I~ Highlight Calaur
[T Glow

[T Displacement



Step 4: In the
reflection channel, set
S=20%. In the
Highlight channel set
height=100% and
width=8%.

Under the bump
channel, browse for
the Cork01.tif image in
the basics folder in the
Tex directory (on the
product CD). Set the

bump strength to 20%.

This gives the marble
a wet appearance.
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Step 5: Apply the dry marble

7 material to the Fountain Base.
Use the Cubic projection and
under 'Tiles' input Y=0.5 and

X=0.5. Now apply the wet marble

% . Texture [ [] |
Search far IDr_I.J Marble

M ame: D Marble

Projection I Cubic j A
Side | Front & Back

™ Miwwith Other Textures

material to the remaining
ﬂ Fountain objects with the same
settings as the dry marble.
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Adding Water 4 Disc !EI
Step 1: There are several ways to simulate ~ MName [Dise

water in this type of situation. To create a F adius |215 m

simple look in which water appears to be at

rest within the bowls of the fountain, you can  3&gments |24

create three disks to place at different levels I—I

of the fountain. n Eeiiz] | s

Go to Objects=>2D Objects=>Disk to create
a disk object. The first disk will have a radius
of 215m and then position at Y=515m.



Step 3: Now create a [FEETE
water material to apply
to the three disks. The
settings for the water
material used here
are:

Color: R=0% G=60%
B=80% S=20%

, Transparency:
R=82% G=95%
B=97% S=40% n=1.5
Reflection:
RGB=100% S=50%
Bump: Use CorkO1.tif
for Image,
strength=20%
Highlight: width=20%
height=100%.

Be sure that all the
boxes for these
channels are checked.

Step 2: The
second disk has a
radius of 407m
and is positioned
at Y=350m. The
third disk has a
radius of 550m
and is positioned
at Y=50m. Group
the three disks
together and
rename the group
'Water'.




4 Texture HE B Step 4: Apply this maj[erial
. to the Water group using a

Search for 7 / cubic projection.

M ame: Wi ater

Projection I Cubic j A

Side | Front & Back =l
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Adding Spouting Water with a Particle
Emitter (XL only)

Step 1: If you are working in Cinema 4D XL
you can use a particle emitter to simulate

water being spouted from the fountain. Go

to Objects=>Particle System=>Emitter to
create an emitter object.
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S— | o e comes

Particle  Emitter | up, change speed to
200, then under the

Ernitter Type IEDne "I ‘Emitter' tab change

emitter type to 'Cone’
#-Length 100 m and input 20 degrees
Y-Length 100 m under 'Horizontal'.

il

Click OK and then in
Harizantal 20 the Coordinates

: = Manager, input 90 for
wieilizel L 'P' under 'Direction’
and under 'Position’

I

input Y=555m.
k. I Cancel |
Step 3: Now you'll create what will be water 9 Sphere [Perfect] HE B3

droplets for the emitter to spew out. Go to
Objects=>3D Objects=>Perfect Sphere to Mame

bring in a sphere. Give it a small radius _
anywhere from 5 to 10 m. Now apply the Radius |5 m
Water material to the sphere using the ITI Cancel | Help.. |

spherical projection. Finally drag and drop
the sphere object on top on the Emitter
Object in the Object Manager. This will set it
so that the emitter emits these small textured
spheres as its particles.

4 . Shadow Settings Step 4: You may want to have the sphere not

casting shadows. The shadows produced by
actual water coming out of a fountain are
¥ Receive Shadows barely noticible. Use a Shadow Tag to tell the
ITI Cancel | Help | Sphere not to cast shadows. With the Sphere
highlighted in the Object Manager go to
Function=>New Property=>Shadow... In the
dialog uncheck the box next to 'Cast
Shadows'.

Step 5: If you preview your animation by sliding

the time slider you'll notice the particles fly out —
without ever coming down. So, you'll need to LECY G ravity Object

add a Gravity Object so that the particles will fall | gccaleration |4
back to the ground.

Size

. . . X |134EI
Go to Objects=>Particle System=>Gravity and o
in the settings window set accelerationto 4 and ' |134|:| m

set the width, height, and length to 1340m. > IW

Ok I Cancel | Help...




Step 6: Input Y=320m u_nder positi(_)n in _the
Coordinates Manager with the gravity object

Fosition Size [irection . e =
- selected so that the entire fountain is within
% 0m #[1340m  HJ0 i
the gravity object cube.
¥l30m ¥ [1340m  P|0°
Zfom Z|1340m B0 Group all of the objects in the scene

IDbiect j |Size j |_épply ] together and rename the group 'Fountain'.

Step 7: You should now be [y " EHE

ready to render out a movie
of your fountain. The render = General Output | Save | Effects | Options | GuickTime i |

settings used here are: Resoluion 1320 = 740 «|[zz0 240
Render Mode - Raytracer _ewu'm |30 _ =l d
Antialiasing - 1.5 Edge & Film Format | Avtomatic =l -
Color Actual Size 320 w240
Oversampling - 3x3 : I_ : I_
Transparency - With et ! N
Refraction Frame  [Manual =lfoF to fa00
Reflection - All Objects Fisld Rend. [Nane =l

hadow - Soft Only.
Shado Soft Only Frame Fate |3|:|— Frames: 3070 [from O to 300]
In the Output tab for the

frames, select Manual and

input 0 to 300. This renders Dt I Layee]
out enough frames so that
you will be able to see the
effects of the particle
system.

And you are done! Feel free
to tweak any of the settings
for different results.
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