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Learning in the Digital Era – Development Diary

Previous Knowledge
[bookmark: _Int_VaAPSBz5]Before starting the course, I did an Autodesk Maya tutorial course during my gap year. I thought it’d be relevant to mention as I’ve learnt significant skills from it and I kept notes on how to do the things I’ve learnt. Below I’ll link the video and my screenshots of the objects and scene I created:
Video: Maya Tutorial for Beginners 2022 | 2023 – Game Dev Academy [1]
Screenshots (my work):
[image: ][image: ]
[bookmark: _Int_m8TyUGYs][bookmark: _Int_of9oHkBL]I believe I learnt a lot from the tutorial video, it’s over 4 hours long and I completed it all. It covers the basics of many parts of Maya, if you observe the sections on the YouTube video itself you can see this, but I’ll list a few examples: modelling a bunch of items (usually to learn something specific like extruding or bevelling edges), creating materials, UV mapping and rendering. I wouldn’t say I’m incredibly experienced in all these subjects but I’ve done all of them at least once and it will make the learning process on this course smoother for me as a result. I know I’ll need to re-cap myself on certain things like UV mapping but I feel confident with modelling a lot of 3D shapes and using Maya’s UI because of this course.

5th October 2023
[bookmark: _Int_HYYbgUX1]We were shown the basics of Maya by our lecturer and I modelled a basic acoustic guitar (without strings or headstock details), I’ll show screenshots below:

[image: ][image: ]
[bookmark: _Int_vVlfUv0F]The guitar model wasn’t instructed for us to make, I just wanted to refresh myself on the program.

[bookmark: _Int_O0t13sYC][bookmark: _Int_pycGacxn]Our lecturer described the UI, tools, features and uses of Maya as well as hot keys for many of the most often used features. For instance, Alt + left click for rotating the camera on a point and W, E, R which switch you to the move, rotate and scale tools respectively.

13th October
We modelled a lamp post in Maya, guided by our lecturer.
[bookmark: _Int_TvjLPR1O]A few things I learnt: each square on the default grid plane represents one metre and in some states (like immediately after extrusion) the move tool will be aligned with the curve of the cylinder; de-selecting and re-selecting the move tool will align it properly with the world axis again.

I had an issue with some extruded faces (unintentionally included in my group selection) creating some unwanted topology inside the head of the lamp post, I tried deleting these manually at first but activating the smooth preview with the ‘2’ key revealed to me that it was still causing issues.
I ended up just starting over and my 2nd lamp post looks better:


                           [image: ]  [image: ]
[bookmark: _Int_5Tl9cCN6]Moreover, I started a One Note notebook today for this module to use as a place to drop in notes, reminders and screenshots for future use or to reference back to if I forget how to do something in Maya.

20th October
I wanted to see if I could create a hollow object, so I extruded some faces to create a cube with an obvious hole in it then used the Bridge tool (modelling tool kit tab) on the faces and moved it around. 
[image: ]

I spent most of the lesson working on the soda can model:


[image: ]
I used lots of edge-loops; I added some more to round off the top rim.
[image: ]  [image: ]
[image: ]
[image: ]
[image: ][image: ][image: ]
References used:
[image: ] [2]
26th October
[bookmark: _Int_zqP6g2hV]We did some speed modelling exercises: model a random object in 20 minutes. We did a screwdriver, anvil and IKEA furniture.
[image: ]         [image: ]
Reference: [image: ] [3]
[image: ]
[image: ][image: ]
References:
[image: ][image: ][image: ][4]

2nd November 2023
[bookmark: _Int_rtuduU63]We did more speed modelling with 10–20-minute time limits. Objects made include a monitor, Lego figure, axe, chest and horse:
[image: ][image: ][image: ]
I ran out of time before I could model the hands.

Reference:
[image: ][5]
[image: ]   [image: ][image: ][image: ][image: ]
These timed tasks are useful for learning Maya workflow and getting comfortable with the program.
13th November
I worked on a dumpster today: 
[image: ]
I extruded this face twice, moved and deleted both faces to create the hole.
[image: ]
I selected multiple edges at once to ensure they are all in the same position after I use the move tool. Subdivisions and edge-loops were important for this model.
[image: ]
I created the wheels and wheel connector as separate objects and grouped them together, so, I can move them simultaneously. I duplicated this group to create the other wheels.
[image: ]
[image: ]
I used front view to line up edges of this bar and the dumpster body.
[image: ]
I group selected and deleted a bunch of faces here and used the fill hole tool so, I could extrude from a mostly flat surface to create the open lid. I extruded a few times, re-added the groves to the lid and rotated it to look opened as if it were leaning against a wall.
[image: ]
[image: ][image: ]
Reference used: 
[image: ] [6]

16th November 
More 10–20-minute timed tasks, below is a frying pan and two forks:[image: ]
I did a lot of moving these edges to create the pan out of a stretched sphere.
[image: ][image: ]
Reference:
 [image: ][7]
[image: ][image: ]
We were meant to create a knife and fork and I was planning to re-use the handle of my fork for the knife but ran out of time.

17th November
I worked on my house model: 
[image: ]
I started with many subdivisions as I knew I’d need them for this complex shape.
[image: ]
I placed an edge-loop here to keep the two roof shapes separate.
[image: ]
I had an issue with the way a vertex behind this part of the house was distorting the geometry, so I ended up extruding and re-aligning the topmost part to fix it.
[image: ]
I used wireframe mode a few times to help me see where the problem vertex was while moving it.

The way I fixed the previous issue caused some issues with how vertices are connected in the wall, I was going to fix this with edge loops but decided extruding the very top to make the roof would be easier than extruding the walls.
[image: ]
[image: ]
I pushed back this part of the roof so it’s not blocking the windows and pulled these faces inwards.
[image: ][image: ]
This window is functional but a little bit rough topology wise, I could have made these windows as a separate modular object and grouped it into the house. This could’ve been useful for copy pasting in more windows later. Despite this, I’m happy I managed to make this out of one shape as it was challenging.

The extra edge loops and vertices from earlier actually helped make the frame look rounded with some adjustments.
[image: ]

Reference:
[image: ][8]

4th December
I finished off the house today and began modelling the cup and saucer.
[image: ]
[image: ]
[image: ]
[image: ]
[image: ]
I used an image plane so I can line up my model next to my reference to help me copy the shape.
7th December
I continued work on the cup:
[image: ]
Originally, I was selecting edge-loops to manipulate but someone suggested soft select to me and it was especially useful for this smooth shape.
[image: ]
[image: ][image: ][image: ]I learnt how to turn on and off the image plane view for better viewing of certain angles of the cup.
[image: ]
I can find the image plane again in outliner I lose it.
[image: ]
[image: ]
I tried to use CV curve tool for the handle.
[image: ]
I managed to loft to make this surface.
[image: ]
[image: ]
I converted it and then went to ‘mesh -> retopologise’ to change it back from polygons to a cubic mesh because game engines don’t tend to agree with NURBs shapes which is what I used to make this.

I found the complex handle shape to be difficult, I tried the above and couldn’t find any way to fill the obvious hole and I made the below following the method of the video shown below: [image: ]
Maya: How to Convert curves to polygons - YouTube [9]
Both these methods didn’t work for me but then I tried the sweep mesh tool.[image: ]
I learnt this from this video: https://www.youtube.com/watch?v=955WdcXMt9o&t=415s
[image: ]
[10].
[image: ] 
I proceeded to select the inner faces, delete them, and then use the bridge tool to fill the gap.
[image: ]
[image: ]
I believe this is a huge improvement over my previous attempts.
[image: ]
I used the tool settings window to modify my selection here.
[image: ][image: ]
[image: ][image: ][image: ]
Reference: [image: ] [11]

Summary
[bookmark: _Int_7cWdC9N3]I learnt a lot from this module, I have previous experience with Maya but working on models so often definitely improved my speed and workflow with the program and I got to practise everything more. I certainly feel more confident with soft select, I learnt about some new tools when trying to create the handle for the cup and the house is probably the most complicated single object model I’ve ever made. I’m proud of what I’ve done but in future I do want to learn more about how game engines like Unreal need models to be for them to work correctly. I don’t know what cause issues in relation to model topology in Unreal so I’d like to learn more about this in future so my models can be more professional. There are also many tools in Maya I didn’t even touch and could experiment with in future to improve my modelling. Moreover, I believe I referenced my research and images well. I used the online tool ‘Cite this for Me’ to try to ensure I got the format correct, I have links to the sources of all my cited content, however, I’m not fully certain if all my citations are formatted correctly because some citations’ authors only have their online username available. So, I can’t format their name the same way I could if they had a first and second name. Lastly, I think my research skills were useful for finding solutions to problems I was facing, most seen with the cup model but, I could’ve done more research overall.
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