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Overview:
This is a personal development diary, created to keep track of my growth and skills across this module. This will help me determine where my weaknesses are and where I can improve further in the future. The diary will note each lecture in which we 3D modelled and will detail what I created, and the sources I used for information and reference. 
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Week 1:
06/10/23: 
Today was my first attempt at using Maya [1] and learning the basic movements. We were taught how to download it onto our devices if we needed them at home, which I took note of for some practice in my free time. To begin understanding how to move the character and create and adjust basic shapes, we were led to a tutorial to learn all the basics. This tutorial included which buttons on the mouse to use to move the camera and using the alt button to move it further. It showed me how to use shift to select multiples and how to use the scale, rotate and move tools. After testing this out for a bit, I am hopeful that I'll be able to use it effectively during this term if I research the needed help when bumps arise during learning.
[image: ]After spending the lecture practicing with Maya [1], in the next week we moved onto finally modelling our first lamppost design. 
     




                                                                                                          [1]
Week 2:
13/10/23
When it came to beginning our 3D Models today, we tried again to go through simple tutorials to get a grasp on the buttons before we began. Then was our first task, to follow along with our lecturer, Adam’s, tutorial on how to create a simple lamppost. This took around an hour for me to create, focusing on learning how to insert edge loops, how to select them all at once and then using the extrude and move tools the way I wanted. This process took me a lot of trial and error since sometimes I didn’t select each vertex that I needed, causing wonky shapes and topology. To conquer this issue Adam taught us how to open different views this, it enabled me to move my camera around and adjust my view so that I could select all the vertices needed. I felt that this exercise on Maya [1], really helped me when it came to getting familiar with the buttons and camera movements, by the end it felt a lot more natural to do, and I know this is great progress, since I’ll be able to develop this further when I continue to model.[image: ]


[image: ]14/10/23:
This Saturday I thought it would be best to begin modelling my own lamppost since the buttons and ideas from modelling yesterday are still fresh in my mind. I began by creating a simple cylinder, I then increased its length, and began the process by inserting edge loops into my shape. On my second monitor I had a reference photo open so that I could look back and forth between them, to judge my accuracy and to understand the shapes and how I can extrude and manipulate the vertices to the shape I need. Since this is still early days there were a few times where I accidentally de-selected edges or extruded the wrong things, but they were easily fixed by the undo button. I found the most complicated part of creating this lamppost was the creation of the lamp itself, it’s rounded with a sharp bottom and top, making it something new that I hadn’t modelled before.
                   
                                                                                                                                           		      [2]
[image: ] I began with a cylinder again, added edge loops, and slowly began to model the shape from my reference, I made constant adjustments, shortening it, adding extra edge loops for a smoother look, and it worked for the better. I’m very proud of this lamppost, I find that for my first time properly modelling, I did well. When I went to attach the lamp to the post, I had no idea where to begin, so by watching this YouTube video https://www.youtube.com/watch?v=zDjr6htHOeY [3] on merging vertices and turning things into one object, and after watching it repeatedly until I understood it fully, I was able to produce the same results in my lamppost. I then went into the object and deleted extra pieces that were still inside the lamp, before deciding to mirror the object, resulting in the double head lamppost you see in the image. I felt that today was very productive, especially because it instilled confidence in me, that I could fix any problems I had within my models, with a simple YouTube tutorial and with practice.
Week 3:
[image: ]20/10/23: 
I began to create high detailed and high poly wheels for the dumpster but after receiving some advice from Adam that not only did the wheels not need to be detailed because they couldn’t be seen under the dumpster, but that it's also better to have low poly wheels because if you were to put it in a game, you want as little polygons as possible for the best optimization. I needed both wheels to be the same shape and size, and I wasn’t quite sure how to duplicate objects yet since this was only my second model, so I used this YouTube tutorial https://www.youtube.com/watch?v=pvHfWSxN7oc [4] , just to help me understand what I had to do, so I could know for future reference.                                                                                                                                                     [5]

 I started with a cube, scaled, manipulated the edges, then moved onto extruding to make it hollow before adding a second cube and manipulating it to become a flat rectangle, and adjusting the width until it creates the shape of a lid. Most lids on dumpsters have indents in them so by extruding and changing the size I was able to create a subtle texture to portray its typical shape. By following this YouTube tutorial https://www.youtube.com/watch?v=eutvTOWgWvM [6], I was able to learn how to change the pivot point so technically the lids could work, I can open and close them like real bins because the pivot point allows it flip down without moving the part attached to the dumpster.
[image: ][image: ]

Week 4:
26/10/23: 
This week consisted of learning a lot of new things in 3D modelling. The first thing I learnt was how to use orthographic references. References are so important when it comes to 3D modelling when we want to create accurate proportion sizes. Step by step Adam taught us how to include these orthographic references on planes in our work, this way when I lined up my model with the reference, it was able to take shape and look proportionate. Immediately I used this for the activity we did this day, a wheel was spun, with a random object or animal on it, 
[bookmark: _Int_iwNzjA1q]whichever it landed on, we had 15 minutes to model, and so I used the orthographic references to attempt to model things accurately. By the end of the lecture, I had created an anvil and screwdriver, all very quick attempts but successful, nonetheless. Very quickly I realized when I used the orthographic references, I was forgetting to keep the topology clean and organized, so afterwards after asking for advice form the lecturer, I adjusted the edges, and learnt how to snap them into straight lines so that they look much clearer. The screwdriver went well, and after receiving                                             	                                                    [7]    some feedback I realized some issues I could fix such as making the handle thinner, so I did so, and I agree that it looks more accurate after the change. [image: ]

[image: ][image: ][image: ]
                                                                [8]                                                                                      
[image: ]27/10/23
[bookmark: _Int_0YJtBWqB]3D Modeling the soda can was one of the simpler models I created, again in this one I used orthographic references to keep proportions and accuracy, but it wasn’t too difficult since the shape is fairly easy to recreate in 3D. The hardest part was trying to extrude the top to create the shape of a tab. After many failed attempts I've decided to scrap my current one, and next week I will try again but using the quad draw method like I was shown. After hearing about the quad draw tool, I found a video with a tutorial on exactly how to do it https://www.youtube.com/watch?app=desktop&v=ZAoPagmvxyM [9], so that I can rewatch in the future if I need to remind myself.
[image: ][image: ]
                        [10]


Week 5: 
02/11/23
[image: ]After looking back over my soda can, I made some adjustments making it smoother, which I found I hadn't done last time, and then I rewatching the tutorial I looked at last week to remind myself on how I can create the tab of the soda can. By using this quad draw tool along with the orthographic reference of a can tab, I was able to follow its shape and create the tab. It began as a plane but once I thickened it by using the scale tool, it fit nicely on the can of soda. This was very helpful in teaching me this new tool, because I will be using this for unordinary shapes with difficult topology. I made a lot of mistakes purely just on the tab of the soda can, but I realize now that not everything can be done with edge loops and extruding, which is definitely relevant for my future models. 
                                                                                                                                                            [11]
[image: ]
03/11/23
[bookmark: _Int_nBBzsInR]Today was another day of using the roulette wheel to determine what we will be created in Maya [1] today. Firstly the object picked was Ikea, and since that isn’t really an object, we were allowed full reign to find an object on the Ikea website we would like to model in Maya [1], for me this was an end table, though it is rather simplistic, I really liked the shapes and the way it stood on rounded corners so I implemented it into my own work. I had some problems with selecting all of the vertices because of how some were tucked in corners beside each other, so I ended up merging them to allow the corners not to cross each other. Following that tutorial from a few weeks ago I managed to remove the small extra parts within the legs that were overlapping. After 30 minutes of that the wheel was spun again and it landed on a monitor, quite straight forward, utilizing the skills I had learnt across these few weeks, plus looking directly at a monitor, it was pretty simplistic to create, and I enjoyed the little details like creating depth in the monitor for where the screen would fit in. Though I didn’t learn as many skills this week, I believe that the quick models chosen from the roulette wheel, really help with getting me used to 3D modeling and all the buttons and tools I need to use when modelling. 
[image: ][image: ]
                                                                                                                                                                [12]
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Week 6:
17/11/23
This week was the same as last week, we spun a roulette wheel and had to model things based on what the marker[image: ] landed on, in this case it was an axe at first. The axe was the easiest since I decided on a double-bladed axe, which meant both sides were symmetrical so when I had to do the other side, all I had to do was mirror the model. I didn't encounter any problems with this axe, and we were given about 20 minutes to create it. 
[bookmark: _Int_OMXeOdN7][bookmark: _Int_XWKAGkmZ][image: ]Now to switch things up a bit our lecturer didn’t tell us the time we had for the next one, and also shortened it, so we had about 10-15 minutes to create this, but we had no idea when our time would be up. The item chosen for this was a Lego figure, by using a reference and trying to create this as quickly as I could, this model came with a lot of mistakes, I did not focus on clean topology, I got the proportions wrong, and I did not finish within the time allotted. Though this was frustrating, I realized that I'm still learning and though I may not be able to create a Lego figurine within 15 minutes yet, I’m sure in a few months' time I will be. As you look at these images, you can clearly see where I went wrong, the arms are too short, the hands are too small and overall, the figure is very stout. To improve this, I could stretch its body slightly, add more depth to the torso, and then completely redo                                                  [14]    the arms and hands since I don’t believe there’s any saving them. I will keep in mind to use the rotating tool for the hands since they're a separate object, so that I understand if it is the correct shape from all angles. 
[image: ][image: ]
                                              [15]          

[image: ]18/11/23
Today is Saturday and I decided that I would take this time to 3D model since modeling yesterday is still at the front of my mind, and I have some ideas of what sort of teacup I want to create. This teacup took a couple of hours to make, I was looking back at old painting I had made of teacups back during a-level and came across one I like the design of, so I found a reference of what that same one looks  like in real life and used it as an orthographic reference for this teacup model. I first began with the saucer, because I thought the most efficient way, I could do this was to extrude the teacup from the saucer itself so that it would be one object, so this is what I did.                                                                                                                       [16]

The saucer is quite simple, slightly elevated with an indent in the middle for the cup to sit in. Then I moved onto the teacup which I had no problems with until it came to the edge, I wanted the edge to have small bridges of sorts on them, but I wasn’t sure how to do this whilst keeping it rounded, because realistically teacups don’t have sharp edges otherwise, you’d cut your lip on them. On YouTube I found a tutorial on how to round edges https://www.youtube.com/watch?v=6r7ba1KXGRk [17], very simple and very easy to learn, and now it’s a handy piece of information I can use if I need to round an edge on a future 3D model by using the bevel tool. To improve it I would’ve added more edge loops to make the shape much smoother.
[image: ]

19/11/23
[bookmark: _Int_kRA52ZgW]My final 3D model for this module is the House, this one I left until last because I knew it’d be the one that was the most difficult and took the longest. Due to the sheer number of details, you need when making a house I made sure to take my time and add extra sections to the house, such as the stone corners on the home and the shelter on the right side. At first, I began thinking of different homes I could create, went through a multitude of ideas, a cartoon fantasy house, a wooden cabin, but in the end, I went with a cottage that I found online, it was made as an artistic renovation by Emma Ainscough. Though this took hours by itself I did enjoy creating this. I began with multiple shapes and sections of the house, and once those were all laid out, started putting in the details such as those stone corners. Since I had already spent hours on this today, I decided to revisit the tutorials I'd watched earlier in the term to refresh my memory. I will continue to build the house tomorrow; with all of the tips I saved in mind. 
[image: ][image: ]
                                                    [18]
Week 7:
23/11/23
[bookmark: _Int_m3uxCzr4][bookmark: _Int_7KxwLl3T]Today was the day that I finished my 3D model of the house, I spent my time focusing on the details of the house. This included the windows, windowsill, the door, some of the brickwork and a little bit of editing on the roof. This took hours to create because of how big it is and how I had created different sections as separate objects, it took a while merging them all and deleting the insides so that they aren’t inside each other and are instead one large object. Though this was a tedious task I’d say it was worth it, but to avoid this in the future I plan to attempt at creating one big object instead of lots of smaller ones, though maybe it looks better now since I spent my time focusing on smaller portions. Either way, this was a successful design, even though there are clear improvements that can be made such as the topology needing to be neater. Creating this house helped me to put things into perspective, I have grown a lot and developed my skills very quickly in the last two months, and I'm sure by doing some more modeling and trying out new tutorials I can improve, and even recreate this house again, but hopefully to a better standard than this current one. 




















Conclusion / Summary
Though I’ve only created 5 proper models, taking my time with details, over the course of this module I have created a multitude of 3D models from a house all the way to a screwdriver. As a result of these, you can clearly see from the images my improvement in 3D modeling, to the point where I could create a decent model, with very few mistakes in under 15 minutes. I found that my research went well, especially when trying to find orthographic references it was easier to find what I needed by adding the word “blueprint” to my search, I’ve also utilized the ‘cite this for me’ tool well so that I was able to compile  my reference images and the tutorials I watched for my bibliography. Overall, I felt that this module was successful in allowing me to develop my 3D Modelling skills in a constructive way, when I began I didn’t know a single thing about modelling, and now, after many models, many failures and improvements, I believe that I understand now how to 3D Model, and at the very least, be able to model an idea especially if I use references. After many tutorials and talks with my lecturer, I understand what elements to focus on in the future, such as my topology and use of extruding, edge loops and orthographic references if I want to guarantee clean and well-made models in the future. This project has enabled me to improve and know what to further improve in my modeling so that I may become better and develop a variety of skills.




















Bibliography
[1] Autodesk Maya, 2024.2 [Software], Santa Barbara California, Alias|Wavefront. 2023
[2] Witthaya Khampanant “Golden Streetlight and Red Chinese Lantern at Wat Arun, Bangkok” Jan.12, 2013 [Image]. Available: https://www.alamy.com/stock-photo-golden-streetlight-and-red-chinese-lantern-at-wat-arun-bangkok-53028423.html?imageid=23D1DB85-1882-44E6-A423-F44547E28194&p=174912&pn=1&searchId=96497bc73787982d4e3ce5fe7ec41753&searchtype=0 . [Accessed: Dec.12, 2023]
[3] Avi Schiffmann “Maya 2028 How to combine objects together”, YouTube, Nov.19, 2017 [Video File]. Available: https://www.youtube.com/watch?v=zDjr6htHOeY . [Accessed: Dec.12, 2023]
[4] WorldofLevelDesign “Maya Quick Tip 11: How to Duplicate Objects and Keep History Input to Edit” YouTube, Seb.15, 2022 [Video File]. Available: https://www.youtube.com/watch?v=pvHfWSxN7oc . [Accessed: Dec.12, 2023]
[5] City of West Sacramento "Front Load Dumpster Services” [Image]. Available: https://www.cityofwestsacramento.org/government/departments/community-development/environmental-services-and-sustainability-division/solid-waste/order-a-dumpster [Accessed: Dec.12, 2023]
[6] Creative Tap “How to move the pivot point in Maya | Maya Tutorial” YouTube, Nov.19, 2018 [Video File]. Available: https://www.youtube.com/watch?v=eutvTOWgWvM . [Accessed: Dec.12, 2023]
[7] Steve Gorton “Know Your Tools: The Flat-Head Screwdriver” Jun.01, 2019 [Image]. Available: https://www.liveabout.com/know-your-tools-flat-head-screwdriver-281839 [Accessed: Dec.12, 2023]
[8] Ellsworth M. Longfield “Mechanical Drawing of Anvil” 1921 [Image]. Available: https://commons.wikimedia.org/wiki/File:Smd_d016_mechanical_drawing_of_anvil.png [Accessed: Dec.12, 2023] 
[9] Figura “Maya Tutorial – Retopologize with Quad Draw" YouTube, May.8, 2021 [Video File]. Available: https://www.youtube.com/watch?app=desktop&v=ZAoPagmvxyM . [Accessed: Dec.12, 2023]
[10] ELStore Inc “Coca-Cola Soda Can Diversion Safe Secret Hidden Compartment Stach Can” Aug.16, 2023 [Image]. Available: https://www.ebay.co.uk/itm/313665502758 . [Accessed: Dec.12, 2023]
[11] Chones “White Can Top View Isolated on White Background” [Image]. Available: https://stock.adobe.com/uk/search/images?k=soda+can+top&asset_id=222191256 . [Accessed: Dec.12, 2023]
[12] MSI “MSI G24C6 E2” 2023, [Image]. Available: https://www.msi.com/Monitor/G24C6-E2 [Accessed: Dec.12, 2023]
[13] Johanna Jelinek “BORGEBY” [Image]. Available: https://www.ikea.com/gb/en/p/borgeby-coffee-table-birch-veneer-70389356/#content [Accessed: Dec.12, 2023]
[14] Marto “Double Headed Ceremonial Axe” [Image]. Available: https://www.southernswords.co.uk/double-headed-ceremonial-axe.html [Accessed: Dec.12, 2023]
[15] LEGO “Emmet” Nov 2011, [Image]. Available: https://brickipedia.fandom.com/wiki/Emmet#Description  [Accessed: Dec.12, 2023]
[bookmark: _Int_FNdPCDst][16] Denby “Denby Imperial Blue Coffee / Tea Cup and Saucer Made in England” Oct.5, 2023 [Image]. Available: https://www.ebay.com/itm/363710522207 [Accessed: Dec.12, 2023]
[17] Academic Phoenix Plus “Beveled Edges in Maya 2017” YouTube, Jun.12, 2017 [Video File]. Available: https://www.youtube.com/watch?v=6r7ba1KXGRk . [Accessed Dec.12, 2023]
[18] Emma Ainscough “Charlotte’s Folly” Aug.19, 2022 [Image]. Available: https://www.houseandgarden.co.uk/gallery/charlottes-folly-emma-ainscough [Accessed: Dec.12, 2023]

image6.jpeg




image7.png
Display  Windows
Emaoc

@[]+ No tie surface

v E &K

Show  Renderer
LAk IS P g

5ot F 1)

[=jOjsyza) ]

PEeDH Vo ®eC Q100 [ /ACES 1.0 SDR-video (sRGE)

Workspace: |Modeling - Standard

Modeling Toolkit
Object Help

B =

® Fick/Marquee
Drag

Mutti-Component

S @ H

9 objects selected

+/ Highlight Backfaces
+/ Highlight Nearest Component

Camera Based Selection ¥ Off
Symmetry ~ Off

Selection Constraint * Off
Transform Constraint ~ Off
P Soft Selection

v Mesh

@ combine @ separme

Smooth € Boolean

v Components

il Bxtrude Bevel
3 Bridge & AddDivisions
¥ Tools

Mutti-Cut

i Comnee

Target Weld

Quad Draw

138
A EE s B




image8.png
File Edit Create Select Modiy Display Windows Mesh EditMesh MeshTools MeshDisplay Curves Sufaces Deform UV Generate

Modeing v | Wi B2 @[]+ No tie surface * Symmetry: Off

Curves

s OO T ALXLVE &K%

View Shading Lighting Show Renderer _Panels

EER@ | =o N 45/ |[EOE BE

PEeDH Vo ®eC

o

-’;J

@ ore ok st oot 0 move

[ R

Cache Amold Help

WEHEOE

Q100 [@] laces 1.0 5DRvideo (sRGE)

MEL

A signin

Workspace: |Modeling - Standard

Modeling Toolkit
Object Help

B =

® Fick/Marquee
Drag

Mutti-Component

S @ H

Tweak/Marquee
+/ Highlight Backfaces
+/ Highlight Nearest Component

Camera Based Selection ¥ Off
Symmetry ~ Off

Selection Constraint * Off
Transform Constraint ~ Off
P Soft Selection

v Mesh

@ combine @ separme

Smooth € Boolean

v Components

il Bxtrude Bevel
3 Bridge & AddDivisions
¥ Tools

Mutti-Cut

i Comnee
L —

- onea 2

ot

Target Weld

Quad Draw

Step Snap: + off

(]
37
A EE s B




image9.jpeg




image10.jpg
LerFT EnD
VIEW

X

Z

4 N
L\
g
2‘ ‘il

1}

2
-4

Sioe VIEW Riatrr Eno
View
BorTom ViEw.
NRRIIN, |





image11.png




image12.png




image13.jpg




image14.jpg




image15.png




image16.png




image17.png




image18.jpg




image19.png
B @ (e pn @




image20.jpg




image21.png




image22.jpeg




image23.png




image24.png
INE-ME
N,, p— '\.‘\\/

EMMET

N





image25.jpg




image26.png




image27.png




image28.png




image29.png




image1.png
SN





image2.png
@ Fie Eot ot Seet Mooy Dupa Windows Men EdtMen MehToos MenDiphy Cones Sufxe: Deform UV Geneote Cache Amold Help

vihmEnc)

Modetng

o)
o)

0|
Q

.O0LeEL

XK %

ivf@@Eeon

b IO nowesutae | v smmevor ) | HEEECOE SN | | Asewn

Also notice this
Tumble and Dolly m

2 10 [5] eesosomaes e

of your

Workspace: BsisTutorait

Navigating the camera

 Tumble and Dolly
around Mayabot

o Click Next.

Mo Characer st

o i taer

13ofss

prs

IR S

=
A G B g B




image3.jpg




image4.jpeg




image5.png
NN

Modeing v | REmE - HA) e Surface Symmetry: OFf WHEOE LI A signin )
OOTIFLEYVE VLY :
View Shadng lgnting Show _ Renderer_Pan
L =R g /I EID Beosvo|eoc VB P E)© 0o O 100 [B] e 10 sDRMdeo iRG8) -

i
. I TR T S
1 =3 20 ¥ Mo Chascerset |~ o Anim Layer RS @ | 08 %
[ —— e

S O m @ A B





