« Chapter 6

A. Sketch.

Step 1.

Step 2.

Step 3.

Step 4.

Step 5.

Step 6.

Step 7.

Step 8.

Click File Menu > New, click Part Metric and OK.

Click Front Plane @ in the Feature Manager and click Sketch

Skateboard

Bushing

% Partl (Default)

E from the Context toolbar, Fig. 1. %@
Click Centerline| ! |in the Line flyout '~ | on the Sketch ::g T
toolbar. 1, oran
. Fig. 1
] Origin N
Draw vertical centerline down from Origin , Fig. 2. r
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Click Line \ (L) on the Sketch toolbar.
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Draw lines, Fig. 3. Start directly to left of Origin and use the automatic
coincident horizontal relation, cursor will change to yellow coinci-
dent-horizontal icon \? - as you sketch horizontal line . % =
across. i

E
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Click Smart Dimension | ,,>70 | (S) on the Sketch i
toolbar. s
Add dimensions, Fig. 4. Dimension double distance.
To double distance dimension, click centerline and then
vertical line, move the cursor to left of centerline (Ori-
gin) and click. Key-in dimension in the Modify box and -
press ENTER. Double distance 9.5, 13 and 25 dimen- Fig. 3
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Step 9. Click Features Features | ) the Command Manager toolbar.

[ Revolve 2
= R 2=
Step 10. Click Revolved Boss/Base |geo e |ON the  |[mEsieoum A
Features toolbar. ~ |£~—4|
Directis A
Step 11. In the Revolve Property Manger set: [eind |
) . “.‘ [ ss0.00deq E
under Axis of Revolution ™ n
vertical construction line is selected, Fig. 5 ig. 5 Fig. 6
. ‘ ﬁ <« Appearances, SCenes, ... -
click OK ’ @O -® A7 |@glessymbber 7
| v % =
. " @ |_=_|e Appearafwces[colcn =
B. Save as "BUSHING". = R
Step 1. Click File Menu > Save As. | @l painted % Tlumination
2@ Rubber ’j_ surface Finish |
Step 2. Key-in BUSHING for the filename and press é R
ENTER. Soerteq Sonmey 2
@ @ l% - [0]' ‘ % BUSHIMG.SLDPRT
KhESS I |
C. Appearance. Ry orc. >
Step 1. Click the part, click Part Qo
Appearance Callout .,
emove Appearance
e‘ on the Context ¢ > [~ e v]
toolbar and click o A
BUSHING B&, Fig. 7. 4 .
|@ glossy rubber 4] : -
EE:
Step 2. In the Appearances "
Task pane, expand Rub- Fig, 7 i | ﬂ
ber, click Gloss and in the ) T T
lower pane select glossy rubber, Fig. 8. | @3 surface Finish L u
Surface Finish (3
Step 3. In the Appearances Property Manager set: [ ossy rubber |

click Advanced button, Fig. 9
under Color

set RGB values:

R 95

G 146

B 255

click Surface Finish tab | &3 Suface Finish | Fig, 10

under PhotoView Surface Finish

check Bump Mapping
Bump strength .4

click OK 'ﬁ

Step 4. Save. Use Ctrl-S.
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|7 Dynamic help

PhotoView Surface Finish A

7 Bump mapping
Bump strength:

0.40mm ! E

r Displacement mapping
Displacement distance:

1.00mm
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Fig. 10

Fig. 11



