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Project Overview
[bookmark: _Int_1PZKNmDR]For this Module I will undertake 5 3d Modelling projects which is a lamppost, a house, dumpster, cup and saucer and a soda can. I will be creating these projects on an app called Maya [1]. On Maya [1] there are many tools Maya [1] that I used on the app. The tools I will use the most in Maya [1] are translations/move which moves the primitives/cube in any direction.  These primitives such as the cube are made from the polygons/faces, edges, and the vertices/vertex when you spawn them in. The next tool that I will use is rotation which rotates the primitives in any direction. Another tool that I used on Maya [1] is the scale tool which allows me to scale the primitives in any size I want it to be.
Also, there are other functions that I have used on Maya [1] which is the F key which allows me to focus on the selected model which is the primitive. The other function that I will use is the spacebar this function which switches to viewport point. Also, I will use the alt key and mouse function which allows me to move, rotate, zoom the camera view. The last function that I will discussed that I have used is the extruding tool which lets me create new geometry from primitivities. 
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Week 1 
03/10/2024
For the first week of the module My tutor introduced Autodesk Maya [1] to our class. Before using the app, we downloaded Maya [1] from online just in case we need to use it when we are not studying in university and if we have nothing else to do in the house. After I downloaded it for my personal computer. Our next step of this module was to go into Maya [1] and complete the tutorial in class to learn the basic functions of the software. I learned how to manipulate aims with the move, scale and rotate tools as well as move the camera. The positive thing about this tutorial it was structured in a professional way and easy instructions for me to follow however with some of steps in the tutorial there was some vocabulary or words that I did not quite understand for example, so I took more time in those steps than others.
 4/10/24 
On this day we used maya to practise getting used to the different tools we will be using. 
Week 2 - 10/10/24 and 17/10/24 - lamppost
[image: ] [3]
On the 10th of October as a class, we started our first project which was the of Lamppost. Before we started the project on Maya [1] we looked online for inspiration/ideas for our 3D model of the lamppost. My first idea was a quite simple modern lamppost design, so I created that as my first attempt. The first step was to spawn in the cylinder primitive to create the base of the lamppost or in other terms the bottom part of the lamppost which sticks to the ground. Next, I used the move tool to move the cylinder to the centre of the screen. Then I clicked on the scale tool to make the cylinder smaller and rounder to make it look like the bottom part of the lamppost. Then I pressed ctrl + hold left click to highlight the part of the cylinder that I wanted to extrude. The problem with me extruding the cylinder I either I extruded it too much or I highlighted the wrong part. After I sorted that problem out, I extruded the part of the cylinder I wanted to make it as the pole. Lastly, I got a circle primitive and made it flatter and smaller as the light part of the cylinder. The only problem with this lamppost was it was too simple. So, I did a second attempt on making another one
So back onto the web I went. After for scrolling for minutes, I found a lamppost that you would see every day on the streets, so I created that on maya. The first step was to spawn in the cylinder primitive to create the base of the lamppost or in other terms the bottom part of the lamppost which sticks to the ground. Next, I used the move tool to move the cylinder to the centre of the screen. Then I clicked on the scale tool to make the cylinder smaller and rounder to make it look like the bottom part of the lamppost. Then I pressed ctrl + hold left click to highlight the part of the cylinder that I wanted to extrude. The problem with me extruding the cylinder I either I extruded it too much or I highlighted the wrong part. On the Base part you can see there is a bit of a dent in the base part of the lamppost, I extruded the part of the cylinder I wanted to make it as the pole. Then I added another pole to go across from the main pole to the light part of the lamppost. Lastly, I got a cube primitive to make the light part by using the scale tool to make it shorter and flatter.
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Week 3 - 17/10/24 and 7/11/24 - Flower pot and table 
[image: ]
On the 17th of October, I created a flowerpot. The first step to create the flowerpot was to choose which primitives I could create the pot. The first step was selecting the cylinder primitive to create the flowerpot. Then I made the cylinder smaller by using the scale tool then I used the Ctrl + B insert edge loop to make to add a new edge to the model, next I extruded the top part of the pot all the way down to make the inside of the pot. On the 7th of October I created the table I selected the cone polygon and placed it into my work as the body part of the table, then I got a cylinder polygon and deleted the faces except the top one to use it as the table top to hold the flower the I combined both of the cone and the face of the cylinder polygon to create the table.

Week 4 - 21/11/24 and 03/12/24 - Soda Can
I went online to find a picture of a coke can and saved it too the computer. Next, I pasted the photo in by holding right click assigned favourite materiel, lambert, click on the box next to colour click on file and select picture and it appeared on Maya [1]. To do the opener of the can I had to hold and press right click onto the picture and press live. After clicking on live, I couldn't select the picture anymore afterwords I selected quadraw and I started to draw the opener for the can. In my opinion I think the quadraw went horribly wrong and in a bit off a mess as you can see in the picture below. 
[image: ]On the 03/12/24 I created the rest of the tin can. I pressed UV to make the polygon flat so it will be easier to add the texture to the can. Then I sewed and cut some edges to let the texture wrap around the side faces of my can.
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05/12/24 and 08/12/24 - Minecraft Cartographer Desert Village 	House
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My first step I did was selecting two polygon cubes to make them tall and big to create the two main parts of the house as u can see with the picture above. Next, I created 8 small flat cube polygons to create the roof design of the house like in the game. After that I created one small step and one long flat step from two polygon cubes to connect each part of the house. Then I got three cube polygons and scaled the height of them and decreased the width of them to create the doors of the hours. One negative thing I can say about the doors was I could have added more details to it by making it look like the jungle village door Mojang have used as the doors for the desert villagers' houses. Lastly, I created one set of steps using six polygons to create them for front of the house then I created another set of steps for the side of the house which includes five cube polygons. I created these two sets of steps because to connect the house with the floor. 

9/12/24 - Teacup and saucer
The first step I did was that I selected the cylinder polygon and I extrude the top face to make inside the teacup/mug, then I made the handle of it by creating two small cubes and pressed mesh and then combined both polygons' cubes together, by selecting the top and then holding shift to select the bottom one.  Next, I removed one face from each polygon. Then I double left clicked the on the edges of the deleted side of each cub and then pressed on edit mesh then bridge to connect both polygons together. To make the curve of the handle to work I pressed on divisions first to ten to cut ten edge loops then pressed curve type to blend to change the handle from being straight to being curved. The next part of this task was to make the saucer/plate. I selected the cylinder polygon and changed the radius to 1.533 and the height to 0.623, then I extruded the side faces to create the edge of the saucer/plate and changed the thickness to 1.5 and clicked on the button on extrude to stop my plate to go all weird [5] and a polygon torus as the doughnut
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Basic Maya Summary / Cheat Sheet

W ’ E ’ R ’ : W = Translation E = Rotation R = Scale

F | =Focus on selected object

F8 | =Switch between ©OhicciMode and Component Mode

REASS ’ = Switch viewport view
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= Move, Rotate, Zoom camera view
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