Introduction - 27th September 
In our first lecture on 3D Modelling within Maya, I went over the basics of the program. First, I learnt how to rotate, move, and adjust the scale of the object by using the W, E and R keys. Next the difference between object mode and component mode, and how to utilise these modes when modelling. For example, I would use object mode to move the entirety of our model and component mode to move one edge of our model. Below is something I put together in a couple of minutes whilst messing around with the features we learnt. 
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4th October 
On October 4th I made my first model within Maya, the object we modelled was a dumpster.  
· I started by making a cube and adjusting the scale to make it a cuboid, I wanted the size of the cuboid to be roughly half the size of the dumpster as we would only be modelling half of it. 
· Next, I raised one of the edges creating a slant on the top. This made it look shorter than I would want it to be, so I select both edges and raised them to a height I was happy with. 
· After that I used edge loops to model the handles of the dumpster, this was my first-time using edge loops and I found them to be an extremely helpful tool. One problem I encountered was losing the ability to change the perspective of my view, I would only be able to see the model from specific angles.  
· Once the handles of the lid of the dumpster were modelled, I duplicated it, flipped it and adjusted the coordinates to make it match perfectly with the other half of the dumpster. I connected them perfectly by changing the Y coordinates value, initially, this didn’t work as it was the X coordinate, which I had to adjust.  
· After I had successfully created a dumpster, I decided to repeat the process a couple of times to see the difference between each attempt. 
· I struggled to combine the two halves of the dumpster but once I figured it out I realised how easy it is to do. 
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11th October 
For our third lesson learning within Maya, we were told to model things that were in our room and that we could around us. The first object I modelled was a juice bottle (Far Left), I started with the cylinder and to two edge loops and then moved them inwards to create the shape of the bottle. I then place another edge loop to start making the lid. At first, I couldn’t figure out how to move it outwards without dragging the rest of it but I remembered to use the extrude tool. I then extruded again decreased the diameter and extruded upwards to finish the lid, next I did a Cola can (second from right), which was again made from using a cylinder as the primitive shape. I then made an edge loop a bit down from the top and bevelled using the “bevel” feature under the “edit mesh” tab. Next, I extruded decreased the diameter but did not pull it upwards straight away. Instead, I extruded again decreased the diameter further and then extruded the section between the lines creating the ring along the top of the can. The last thing I did was bevel at the bottom and create a smaller ring at the bottom. After that, I modelled a pencil (at the back). The method was very similar to the bottle and can as I started with a cylinder, this time much thinner, to create the rubber at the top I extruded and then manipulate the scale to make it slightly smaller than the pencil and created that overhang to differentiate between the rubber and pencil stem. For the tip, I selected the centre Vertice on the bottom face of the cylinder and pulled it downwards creating the point. The object on the far right is the start of a stylus for a graphics tablet.  
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14th October 
On this date, I decided to model a baseball bat covered in barbed wire. To get the basic shape of the bat I simply used edge loops at different points throughout my primitive shape, which was a cylinder. Before implementing the edge loops adjusted the scale of the cylinder to size, which I found fitting. After the edge loops were placed, I made the diameter smaller by adjusting the scale and went on to mould the shape of the bat. To create the ropes around the handle the I used the Torus primitive shape, made it thinner, and moved it to wrap around the handle, I then duplicated it repeatedly until the handle was fully covered by toruses. I used a similar method to model the barbed wire wrapping around the bat. This time I made the torus much thinner and changed the angles of them to make them less clean and more unpredictable regarding how they wrap around the bat. 
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16th October 
This day my goal was to model a revolver. I decided to model three different sections of it, the barrel, the cylinder holding the rounds and finally the frame/ handle of the gun. I started with the barrel by simply modifying the scale of a cylinder, I then selected the two top sections of the cylinder and dragged them upwards creating parts of the sights. I then moved around some of the edges on the bottom. I then made the frame and handle of the gun, this was relatively easy to model, I simply kept on extruding a dragging part until I got the shape I was looking for. Finally, I made the cylinder that contains the bullets, I simply adjusted the scale of a cylinder and extruded certain sections to give the illusion that it held bullets. The only problem I faced while modelling this was the three parts colliding with each other. I stopped this by manipulating parts of the model until they weren’t clipping. The specifically happened with the cylinder and the lower part of the frame above but with enough manipulating the parts were no longer clipping. Whilst modelling this, another problem I faced was my perspective being locked. I was only being allowed to view from the left, right, top and bottom and to fix this I went to the panels and then selected perspective which gave me complete control over where I was looking again. 
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18th October 
During this lesson, I decided to model a fire axe. It was a very simple model I start with a cylinder and manipulated the scale to get the start of the axe head. After that I grabbed four sections and extruded them out to a suitable distance, I then selected and pulled the vertices to give it a point and then pulled them upwards and downwards to give it more of an axe-like shape. For the handle, I extruded the cylinder decreased the diameter, extruded again and dragged it down to get the handle. I then added a few edge loops and moved them to create the bend at the bottom of the handle. To get the hook on the back I added another edge loop, extruded it and then dragged the vertices downwards.  
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19th October 
After creating the axe, I want to explore the idea of it being stuck in a wall or fence. For the wall, I started with a cube, stretched it and made it bigger. Then put a load of edge loops going down and across. Next, I started moving the vertices created until it created a dent through it. I also deleted the edges on the point of the axe as it was clipping into the model wall and this can create rendering issues. 
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After this, I started modelling a sword. Like most of my models, I started it from a cylinder and then extruded particular sections to create the handguards. The only problem I faced was how to get the blade coming out of the handguard. For this, I used the sections on top of the cylinder at the centre of the handguard and extruded them.  
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25th October 
On the 25th I wanted to create a vehicle within Maya. I started with a cuboid shape and added edge loops where I would model the different parts of the car from. I considered modelling this car a trial run for one of my final models which would be a more advanced bat mobile-inspired vehicle. I created the tires separately by simple using a cylinder and making them thinner. the shape of the car I created by extruding move certain faces and edges until I got the shape I wanted.  
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1st November 
On this day I started my more futuristic cyberpunk vehicle. I started the same way as the last vehicle by placing edge loops on specific parts of a cuboid where the different parts of the vehicle would be. Something to note is that I only modelled half of the car at first as I intend to duplicate it and reverse it further down the line to make it symmetrical. This part I modelled was the centre part where the doors are. This was done by dragging two of the edge loops upwards but at slightly different heights to give it a more dynamic, slick look. I felt having them at the same height would make it too “Blocky”. For the two parts extruding forwards holding the tyres, I simply used the extrude tool. For the back, I raised the top edge so that it was above the front of the vehicle but still lower than the roof to again make the vehicle look less “blocky”. I then decided to add more extrusions and manipulations to the vehicle making it more angular and dynamic. 
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For the gun barrels at the front manipulated a cylinder. I extrude and then adjusted the scale of the end to give it a muzzle of a sort. I selected every other section of the front and extruded them to again make the muzzle effect I was looking for. At the attaching to the car, I extruded then deleted the faces to give it those “wings” around it.  
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8th November 
Today I was carrying on with my futuristic vehicle. I started this session with duplicate the half of the car had modelled and the flipped and attached it to the other half. Once the two halves were aligned, I used the combine feature to make them one single object. After this, I made a start on adding more features to the vehicle. Deciding on booster/exhausts on the back. These were each made from cylinders, one of them I hollowed out, another I added to extrusion that got slightly smaller at the end and the final I kept as a normal cylinder. I did make it look like they each had one specific purpose within the vehicle. 
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I then started on the wheels of the vehicle. For these, I squeezed a cylinder making it the thickness I was looking for and then extruded some of the outsides to give the appearance of the tyre. For the spokes, I selected every other section within and extruded them. To give the tyres a more rugged look I selected two sections extruded them, I did around the whole tyre leaving one section alone in-between. I wanted the back tyre to be smoother whilst the front two are more built for off-road use. The idea behind this is that its front-wheel drive and the back tyre is for steering.  
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11th November 
Today my goal was to create the points where the wheels would be attached to the vehicle. For the front I wanted them to have a bit of distance from the vehicle making look like some sort of futuristic suspension, enabling it to go over rough terrain and obstacles. First, I created a small extrusion at the centre of the tyre. I then selected the two sections facing the main body and extruded them until they were touching the main body. I removed the face that was clipping the main body to avoid rendering issues. 
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22nd November 
Today I decided to add more to my revolver model and make it more a scene than just a model. The first thing I did was have the revolver on a table. The table was modelled from a cylinder and the base was then extruded and manipulated from beneath the tabletop. For the dismantled revolver I copied each of the three sections I had previously modelled separately and scattered them over the table. For the munitions box, I hollowed out a cuboid by extruding it downwards. I also deleted the face underneath to prevent rendering issues. The individual bullets were incredibly easy to model, they were made from a cylinder, one edge loop and then a bevel at the bottom. I then duplicated the barrel and adjusted the scale of the entire object and specific sections to make a snub-nosed barrel for the scattered revolver. 
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To me, the table/workbench looked a bit plain, so I decided to add tools hanging from the centre. The hook on the left was made from moving edge loops around a thin cylinder until it bent the way I wanted it to. I couldn’t figure out how I wanted to model the hammer but eventually, I figured out a method I liked. I started with the cuboid, split it into 3 sections using edge loops, and bevelled the edges on the outer two sections.  
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I also spend an hour or so doing the final touches on the other models I would be submitting. Within Maya I went to Mesh>Clean up options and then had it highlight any ngons. Each of my models had a couple so I went to clean up options again and had it remove any ngons detected. 
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