7/10 
I decided to use a kidrobot dunny figurine as it seemed like a fairly simple shape with a fair amount of challenge compared to models that i have made in the past
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I used two pictures on an image plane in order to help me replicate the figures more accurately by using the guidelines which i set up like so. 

[image: ]

[image: ]I began with a cube for the head, pressing 3 to show me what it would look like subdivided. I then used the vertices to make it a more accurate shape
[image: ]
When i was happy i used mesh smooth with 3 divisions to give me enough polygons to work with
[image: ]
I then added a curve guideline for the slight snout that i hoped to create and used the multicut tool to create the curve on the model itself, where i deleted the straight cut and smoothed the edge loops above and below with
[image: ]
I found the easiest way to create the subtle curve was by using a lattice over the entire bottom half of the face, which i pulled out slightly using the vertices
[image: ]
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I started on the ears today, in the same way as the head i began with a cube, then pressed 3 and deleted the bottom face to allow me to attach it to the head later on, then subdivided it to pull out the shape according to the image planes more accurately
[image: ]
After this i began to connect the ear to the head using the multicut tool, and deleted the old edges with ctrl to remove the unneeded vertices along with them
[image: ]
I then cut a loop around the base so that i could make the connection appear more smooth, before deleting the left half of the head and using the mirror tool to add the other ear to the head
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I began modelling the body with another cube, and i deleted the top face to get the correct shape
[image: ]
I added two subdivisions and pulled out the vertices until i was happy with the shape
4/11
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I began the legs with a cylinder and added 4 subdivisions which turned out to be an issue when I was connecting the leg to the body. I could have avoided this  by using edge loops lower down the leg so that the horizontal edges did not intersect awkwardly with the body. I did my best to attach the leg but i was left with pentagons and awkward connections 
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I realised that the head was missing two faces at the back for an unknown reason, i tried reversing the model to see if those faces were just reversed, but had to use hole fill instead and make a cut down the middle, this resulted in the faces being filled but they didn't fit quite right, even after resetting the texture the faces looked as if they were upside down but i couldn't find a way to fix this
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I cut the body in half and mirrored it to create the other leg, before beginning the arms with a cube
[image: ]
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I once again pressed 3 and deleted the side face to make it the correct shape before subdividing and mirroring it, i did not connect these to the body because i wanted to make them able to move, but i couldn't figure out how to model the connection
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I tried a number of times to follow a uv unwrapping tutorial but i genuinely could not understand or get it to work, this is probably due to the fact i had some messy polygons, so i used the auto unwrap which created a lot of pieces that overlapped, i knew that the pieces should have been bigger and fewer but this is what i had to work with, so to fix the overlapping i changed the shell and tile padding to 20 in the layout options.
[image: ]
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[image: ]
I created a photoshop file with a snapshot of the uv, but it would not open at all on my laptop, so i just used coloured textures on maya with the 3d paint option, which caused the uv colours of the head to change, but nothing else. After fighting the photoshop and maya software for a while trying to get something to work and finding no answers online i called the model done so that i can try to fix some of the mistakes i made here on the next model that i make, and so that i can learn how to unwrap for myself and figure out why i couldn't open the uv in any other software.
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