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1. Project Overview
1.1 Project Description
To use Autodesk Maya to 3D model five separate Assets: 
- A Dumpster
- A Cup and Saucer 
- A Lamp Post
- A Soda Can
- A House
[bookmark: _Int_WoGkYtQL]The specific design and type of each object is flexible, and is to be researched and concepted before 3D modelling the final version.

1.2 Objectives
- Each model should have clean edge flow and topology.
- The final models should demonstrate general 3D modelling skills and competency in Autodesk Maya.
- Captured stills of the final products should include both wireframe and shaded view.
- The final products should be optimised, (e.g. faces that aren’t visible should be removed, N-gons        should not be present, etc...)
-  The chosen design for each object should be easily identifiable and clearly under the definition of the requested asset.
-The deadline for completion of all 5 models is the 14th of January 2026

1.3 Software
Autodesk Maya (2025)
1.4 Hardware
Desktop PC:
· Windows 10 Enterprise
· NVIDIA GeForce RTX 4070 (12GB VRAM)
· 12th Intel(R) Core (TM) i7-12700F 
· 32GB RAM
1.5 Role
To design the concepts of the models, to create the 3D assets in Autodesk Maya and to capture stills of the final models in wireframe and shaded view.
 -----------------------------------------------------------------------------------------------------------------------------------
[bookmark: Bookmark1]2. Development Process
OCTOBER 10th, 2025 - 3D Modelling the Dumpster Asset
An image was sourced to use as reference for the scale and details of the model. This would likely have a better result than creating one from imagination.
[image: ]
 Figure 1: Reference Image of Dumpster [1]
A cube primitive was used as the base for this model and scaled to the approximate proportions of the reference image. Edge loops were added to create more geometry that could then be extruded to make the forklift pockets. To create the interior, the top face was extruded to create thickness, then extruded down.                                                                                                  The interior height can be determined more precisely in wireframe view. From this view, it was noticed that the floor of the dumpster was tilted. This was corrected via rotation.[image: ]
Figure 2: Dumpster Asset with extruded interior
To complete the forklift pockets, the appropriate side faces were selected and extruded to create thickness, then the innermost face was deleted. The two loops were then selected in edge mode and connected with the bridge tool. This method was very effective. 
As Maya has different key bindings to other 3D software, the 3D modeller had some difficulty with muscle memory. For example, in Blender, the shortcuts for Scale and Rotation are ‘s’ and ‘r’ respectively, however in Maya the shortcuts are ‘r’ and ‘e’. 
[bookmark: _Int_dR2q8IFS]This model lacks the details that would make it more recognisable as a dumpster, such as if it had a lid or wheels. It was decided that a second attempt with these additions would be made at a later date.


  [image: ]
 Figure 3: Front view of Dumpster Asset with Forklift Pockets

OCTOBER 17th, 2025 – 3D Modelling Cup and Saucer Asset
A cylinder primitive was used as the basic shape and scaled to approximate a cup shap[image: ]e. To create a curve, a loop cut was added and scaled.  The curve of the cup was very jagged, so another loop cut was added to smoothen it. The top face was deleted, later in the process it became apparent that this was a mistake, as the floor of the cup interior had to be recreated. If this hadn’t been done, the floor of the cup would already be there, this would have saved time.                                                                              
Figure 4: 3D Cup Model with Loop Cut
The top edge of the cup was selected and extruded to create thickness. As the extrusion needed was small, it was easier to fine tune by inputting the length into the menu, rather than dragging with a mouse. 
To create the interior, the same method as with the Dumpster asset was used. The interior edge of the cup was extruded down and adjusted for better in wireframe view. This went smoothly and was effective.
As there was no top face, the open edge loop was extruded one more time, and those vertices were merged into a point. It was extruded the additional time to maintain the geometry at the bottom of the cup, as merging that would destroy the shape.
[image: ]            [image: ]
Figure 5: Extrusion of the top edge of the cup       Figure 6: Wireframe view of Cup with interior faces selected
The saucer was made by scaling down a cylinder on the Y axis and extruding out and up to create a bowl shape. Overall, the cup would be improved by the addition of a handle. More edge loops could also be added to make the cup smoother.




[image: ]                                                                                                                                                                         Figure 7: Complete Cup and Saucer Model

OCTOBER 19th, 2025 – Final Cup and Saucer 3D Model,
Different kinds of cups were considered for the final model. The chosen design was the simple Latte cup as it has the most dramatic curve.
[image: ][image: ][image: ][image: ]Figure 8: Latte Cup [2]                    Figure 9: Cappuccino                  Figure 10: Expresso                     Figure 11: Decorative                                                                                                                                                Cup [3]                                               Cup [4]                                               Cup [5]
This asset was modelled the same way as its previous iteration, with the sole improvement to the method being the top face was not deleted.
[bookmark: _Int_5Ak1CoO4] There is also the addition of a handle. This was made using two cylinder primitives, they were scaled and rotated to create the ‘sources’ of the handle, with the faces on the open sides deleted. Both cylinders were then merged into one object, and the edge loop of the open faces were selected. The bridge tool was then used to 'bridge' the two cylinders. The curve type was set to Blend. Divisions to the ‘bridge’ were increased to create a smoother curved handle. 
This model is visually clear and an improvement, however it may benefit from even more edge loops to make it smoother as it retains many jagged edges. The lip of the cup could be bevelled so it looks slightly less sharp.
[image: ]        [image: ]                      Figure 12: Shaded View of Final Cup Asset                Figure13: Shaded Side View of Final Cup Asset
[image: ]                                                                                                                                                  Figure 14: Wireframe view of Final Cup and                                                                                                                                                            Saucer Asset

OCTOBER 24th, 2025 - 3D Modelling Lamp Post
There was a Lecture demo on how to use the ‘bridge tool’ in the context of a lamp post. This was helpful as the usage of this tool was familiarised. 
The base of the lamppost was extruded and scaled several times to create the tapered shape, then the bridge tool was used to create the smooth bend that connects the pole to the head of the lamppost. 
The demonstration of the methods available to create a lamp post helped stimulate ideas of what was possible to make with the tools available. However, the style of the lamp post created in this session wasn’t the style the 3D modeller intended for the final lamp post model.
[image: ]   
Figure 15: Bridge Tool being used to create Lamp Post model
The shape of the lamp post created in that session was too amorphous and undefined. To improve it, more ridges and clear changes between parts may make it look more solid, rigid and metal.
OCTOBER 27th, 2025 – Final Lamp Post 3D Model
The intention for the Final Lamp post model was for a modern and stylised design. Two different designs were selected and had to be narrowed down. The first design was of Norly’s Oslo Lamp Post [6], and the second was the Konstsmide Freja Lamp Post [7]. 

[image: ]          [image: ]                  [image: ]             [image: ]Figure 16: Close up of top of        Figure 17:  Full View of               Figure 18: Close up of Konstsmide   Figure 19: Full view Norly’s Oslo Lamp Post [6]           Norly’s Oslo Lamp Post [6]      Freja Lamp Post [7]                                  of Konstsmide Freja                                                                                                                                                                                                                                                Lamp Post [7]
The Konstsmide Freja Lamp Post was chosen as the preferred design due to its cleaner aesthetic.
A primitive cylinder was used as the base for this model; it was scaled and extruded into the basic shape of the lamp post pole. This time the goal was to create more defined shapes. For the curve, the same method as in previous models was used. Edge loops were added and scaled to create and soften the slope.
[image: ]                [image: ]               [image: ]Figure 20: Cylinder Primitive being       Figure 21: Extrusion of cylinder to create        Figure 22: Edge loop being added to scaled                                                            main pole of Lamp Post asset                              pole to create curvature.
Even during the initial blackout, the shape of this lamp post model was a clear aesthetic improvement to the previous iteration, due to the better shape definition.
The top of the lamp was created by adding an edge loop to the top ring of faces. This was adjusted the create the desired width of the ‘bars’ that would surround the bulb. The faces from which the ‘bars’ would stem from were then selected and extruded to create the shape.
[image: ]                                                                                                                                                   Figure 23: Top of the Lamp post Pole with all faces selected.
To create the basic shape of the bulb a sphere was used. The bottom half was selected and deleted. The bottom edge loop was then extruded down. 
[image: ]            [image: ]            [image: ]Figure 24: Sphere Primitive with                    Figure 25: Hemisphere with lowest              Figure 26: Hemisphere with     lower half selected                                              edge loop selected.                                              lowest edge loop extruded down
The shade for the top of the lamp was created with the same method as the saucer, by scaling down a cylinder on the Y-axis, and extruding out to create a curved bowl shape.
Modelling the final version of the Lamp Post Asset went smoothly. The attempt to create better form by using starker more defined shapes was successful and overall created a much more visually appealing model. The use of a reference streamlined the 3D modelling process and helped to correct the proportions of the lamp as it made it easier to notice and correct imbalances when they arrived, for example, top heaviness. The shape of the bulb could be better, perhaps if it were more tapered at the bottom. Using a reference to model the Light Bulb would create a more accurate result. In the future, the 3D Modeller would source reference images, even of smaller elements, to create a better overall result.
[image: ]                                                                                                                                                           Figure 27: Final wireframe of Lampshade                                                                                                                                                          and Bulb.
   [image: ]                             [image: ]
Figure 28: Shaded View                   Figure 29: Wireframe view                                                                                                                                                                                      of Final Lamp Post model             of Final Lamp Post Model
NOVEMBER 22nd , 2025 – Final Dumpster 3D model
Two different reference images were sourced for this iteration of the Dumpster model. Wheels would be included in this version of the design, as well as a lid. The goal of this version was to retain more identifying details of a dumpster.
               [image: ]                          [image: ]                                                   Figure 30: Image Reference of Dumpster Wheel                                 Figure 31: Image Reference of Dumpster
This iteration of the Dumpster Asset was blocked out with the same method as the previous version. A lid was created by scaling a cube and positioning it on top of the Dumpster. The ridges on the lid were created by adding 16 edge loops. This is the correct number of loops needed to create the geometry of the ridges and the gaps between them. The 3D modeller did initially miscount the amount of edge loops needed; this was noticed after the extruding and refining of the ridges had been done. That work had to be redone, but the second attempt was faster with a cleaner result due to what was learned in the prior attempt.
[image: ]                    [image: ]                                                              Figure 32: Dumpster Model with Lid                                          Figure 33: Dumpster Model with Lid                                                                                                                                                                                                        and Forklift pockets
[image: ]             [image: ]              Figure 34: Dumpster Model without a Lid, with                        Figure 35: Shaded view of Dumpster model with           completed Forklift pockets                                                               Forklift pockets and Lid
The wheels were created using a cylinder and a cube. The cylinder was extruded several times to block out the shape of the wheel. The attachment part was created by extruding the cube down, then out slightly wider than the wheel width. The faces on the side were then extruded down to create the side pieces that would attach to the wheel. The wheel was duplicated to create the required four, and each were positioned on the bottom of the dumpster.
[image: ]                                          [image: ]                                                                          Figure 36: 3D model of wheel                                               Figure 37: 3D model of wheel attached to Dumpster Asset                                                        
 [image: ]            [image: ]Figure 38: Shaded View of Final Dumpster Asset                            Figure 39: Front Shaded View of Final Dumpster Asset
[image: ]                  [image: ]Figure 40: Wireframe View of Final Dumpster Asset                     Figure 41: Wireframe Side View of Final Dumpster Asset
It may have been more time effective to use the mirror tool for this process, as the model is symmetrical and half the amount of modelling would have had to be done. That method would have been more efficient and saved the 3D Modeller time that was spent selecting faces. In the future, for symmetrical models, that will be kept in mind. 
This version of the model is an improvement, the addition of the lid and the extra details on the forklift pockets make it more recognisable as a dumpster. However, this iteration could be made better with some bevelling to soften sharp edges. It could also be improved by adding more details such as the handlebar on the lid or the hinge on the back. Overall, the quality of the final model was satisfactory.

[bookmark: Bookmark2]----------------------------------------------------------------------------------------------------------------------------------- 3. Reflection
Overall, this project increased the 3D Modeller’s confidence in Autodesk Maya. They became more familiar with the UI, developed muscle memory of the new hotkeys, and learned the new tools available to create 3D models efficiently. The iterative process was especially helpful as the areas where the most was learned were the mistakes and improvements. Identifying areas to improve the models and the process to create them, helped develop a better depth of understanding of the techniques available and their applications.  Incorporating the new techniques and tools improved the 3D Modeller’s workflow and resulted in better quality 3D Models. The final 3D models did fulfil the objectives, as they possess good topology, are easily identifiable and are optimised. The quality of the models could be improved, all of them would benefit from the bevelling of sharp edges, or the addition of more edge loops to smooth curves. In conclusion, the project was successful.

-------------------------------------------------------------------------------------------------------------
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