Creating a Filmstrip using the Spline modeler and mapping an Image to the object

In Carrara 3D Basics open a new document
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In the new document click on the spline  object icon 
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The spline modeling window will open and you can start drawing with the pen tool
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Draw a line with the pen tool and then click on the change tool

[image: image5.png]


   [image: image6.png]% Spline Object of Doc4





Start bending the form
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   Click on the select tool.

Use the select tool to move the object
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Click on the assemble room icon
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Move the object in space using the arrows
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Click on the rotate tool:
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Click on the red line and then turn the object over.
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Make sure that the spline object is selected and then click on edit above presets

After you click edit you have to find your file by clicking on the top open folder. Change the Shininess, Reflection and Transparency levels to suit your needs.

When finished go back to the Assemble room
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In the Asemble room you’ll need to add a

light. Click on the light bulb and select the spot light.
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Make sure the Spot light is selected. You can change the brightness , color, and range.

In the assemble room you can position the light. Use the different arrows to move it.



Click on the camera to do a quick render to see how the object will look.
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Next Time the Animation.
