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[bookmark: _Hlk179645914](1) Production Diary: Week One
(1.1) Overview: 

Over the course of this module, my production diary will document the progression and growth of my work. This will demonstrate my research, experimentation and final 3D models created through Maya [1].


[bookmark: _Hlk179645941](1.2) 04.10.24:

Today began the introduction to 3D modelling. First, discussing the fundamentals regarding 3D creation, of which covered the basic components we will be using throughout the module, such as vertices, edges and polygons.

Next, it was recommended to follow Maya’s [1] beginner tutorial. However, as I have had previous experience using Maya [1], I decided to refamiliarise myself with the program and its tools.

From this, the basic form of a computer chair was created. Although the model was not completed, it was valuable to review the basic elements needed to progress through this module. 

[image: ][image: ]












                    (Fig. 1 – Base of a computer chair.)

An edge loop was added to form the back rest, creating a new polygon to extrude and elongate from the square’s geometry. Once completed, the model was bevelled to smooth out any harsh edges.


[bookmark: _Hlk180062885](2) Production Diary: Week Two
[bookmark: _Hlk180062899](2.1) 10.10.24:

[image: ][image: ]Today’s class covered the process of extruding polygons and how this can be utilised. Below are some of the results after experimenting with extrusions on a cube.
[image: ]
(Fig. 2 – T shape with square indent.)                           (Fig. 3 – A cardboard box shaped model.)                                                         

[image: ]




[bookmark: _Hlk180062559]Following this, we were instructed to create a model of a lamp post. As I already knew how to extrude and create edge loops, I chose a reference image of a lamp post and began replicating the form. 







                                                                                                                                             (Fig. 4 – Reference image of lamp post [2].)
[image: ]


I began with a cylinder, thinning and elongating it to create the pole. Next, an edge loop was added to the bottom, creating new polygons to be extruded and form the base. 

To replicate definition, more edge loops were added on the base and top of the pole and shaped to replicate ridges on the model.




(Fig. 5 – Pole and bade of lamp post.)
[bookmark: _Hlk180065206]10.10.24 (cont.):
[image: ]
Next, the top of the pole was extruded and scaled to roughly form the lamp post’s head. An edge loop was added then elongated to give the bottom of the head a tapered look. As the shape was still cylinder, the polygons were divided into four sides and flattened which resulted in a cuboid shape.
 
Following this, the top of the lamp post was formed by continually extruding and shaping it into a cone-like shape. By doing this gradually, the edges formed an inward curvature. This process was continued to the pawn shape on top of the model. Although this method of extrusion works, I would like to find a more efficient way to give curvature to my models, as I feel long term this would prove time consuming, alongside creating too many additional polygons.
                                                                                               (Fig. 6 – Base lamp post model.)


Once the base form was completed, the scale of the head was readjusted as it was too thin in comparison to the reference image. Next began the detailing of the model.
[image: ][image: ]










           (Fig. 7 – Lamp post detailed model.)                                       (Fig. 8 – Lamp post head detail.)

To replicate the metal frame surrounding the lamp’s glass, the flat faces on the lamp post’s head were selected and extruded. The scale tool was then used to create a border of new polygons, allowing the original faces to be extruded inwards and form an indent in the model.





10.10.24 (cont.):
[image: ]

On reflection, the lamp post still presented ‘blocky’. To remedy this issue, time was spent bevelling components on the model. 

By adding a bevel to these ridges, the result looked smoother and more refined. In particular, the base of the post originally presented as jagged, highlighted by the sharp geometrics. However, bevelling these polygons aided the blurring of harsh edges.

[image: ]Although bevelling the base improved the presentation of the model, it was not true to the reference picture. 

[image: ]  (Fig. 9 – Lamp post detailing.)
[image: ]



To represent the reference image better, two edge loops were added on the base, moving the polygons to form a curved silhouette. 
[bookmark: _Hlk181191774][image: ]To recreate the pentagon shape of the base, the polygons on the bevelled edge were selected and scaled flat. This, however, did not work and resulted in a wonky square shape. To learn what went wrong and navigate implementing new shapes when modelling, research and experimentation with five sided polygons in Maya [1] will be conducted.


[bookmark: _Hlk181192098]                                                                                      (Fig. 10 – Lamp post base.)
[bookmark: _Hlk181005048]
(3) Production Diary: Week Three
(3.1) 14.10.24:

To understand the formation of five (or more) sided polygons in Maya [1], I attempted to create one using my current knowledge. 

[image: ][image: ]



[bookmark: _Hlk181001517]




[bookmark: _Hlk181193194]                                                             (Fig. 11 – Cylinder wireframe with flattened polygons.)

On the first attempt, a cylinder was used. The side polygons were divided into four, effectively creating five flat faces. Four of these faces could be scaled flat. The last face, however, did not follow this pattern. When the fifth face was scaled, rather than creating a pentagon, the model transformed into a cuboid shape.

[bookmark: _Hlk181193364]Alternatively, I thought beginning with a cube may produce a more accurate result as the shape already possesses flat polygons.

[image: ][image: ][image: ] 








(Fig. 12 – Tapered cuboid shape.)                         (Fig. 13 – Cube with tapered edges.)                      (Fig. 14 – Pentagon shape.)

After scaling the bottom polygon inwardly, the top polygon was extruded and elongated. An edge loop was added to the middle, of which allowed the top polygons to be moved inward and form a point.

This method created a five-sided polygon; however, this gave no way to accurately scale the shape and provide uniform dimensions. Following this experiment, I will conduct research on how to form five, or more, sided polygon shapes in a more accurate and convenient way.

(3.2) 17.10.24:

Today’s lesson expanded on the use of edge loops and how this can be used on structures. Alongside this, the bridge tool was discussed.
[image: ]
[image: ]Using previous knowledge on edge loops, I attempted to model a mug. First, a cylinder shape was added and scaled to a mug size. After this, the top polygons were extruded and scaled inwardly, creating a new border of polygons. The inner faces were then selected, extruded and moved down to create an indentation. The edge was then bevelled. This process was repeated for the bottom of the model.

[bookmark: _Hlk181001208](Fig. 15 – Cylinder cup.)                                                                                                                                 (Fig. 16 – Bottom of cup.)
[image: ]

To form a handle, edge loops were added and the method of continuously extruding was used. Although this created a vague looking handle, the form was uneven and looked unnatural compared to the real thing. To improve, I would like to find a more effective process to form a handle. Alongside this, a reference image may develop the structures flow and accuracy. 


(Fig. 17 – Mug with handle.)

To practice, I began a new model. Starting with a cylinder, edge loops were added and scaled to form a shorter and rounder mug. An indent was also created.
[image: A screenshot of a computer

Description automatically generated][image: ]









[bookmark: _Hlk181002880]                             (Fig. 18 – Rounded cylinder model.)                        (Fig. 19 – Bowl shaped model.)

17.10.24 (cont.):

[image: A computer screen shot of a cup

Description automatically generated][image: A computer screen shot of a cup

Description automatically generated]










[bookmark: _Hlk181003596]                       (Fig. 20 – Bowl wireframe.)                                            (Fig. 21 – Mug with detached handle.)

Selecting four polygons and using the circularise tool altered the selected faces into circular form. By doing this, I tried to use the bridge tool and create a tunnel between both circles whilst still attached to the mug.  

This, however, did not work as there was no shape to bridge between the circles. Instead, a torus was added and scaled to fit the mugs dimensions. 

[image: A screenshot of a computer

Description automatically generated]


After scaling in the circular polygons and deleting the inner faces, the bridge tool was used. Unfortunately, this did not work. As the number of polygons on the handle did not match the mug, the models could not be fluently merged. Alternatively, it was suggested that I intersect the models to give the illusion that they were connected. 



[bookmark: _Hlk181004021](Fig. 22 – Mug and handle close-up.)
[image: ]



Although intersecting the models worked, the handle did not naturally connect to the mug, alongside highlighting the circular faces the handle is joined with. In reflection, I will research the bridge tool and how I can use this to create fluid connections between my models. 




                                                                                                                (Fig. 23 – Experimental mug model.)



17.10.24 (cont.):

To improve the outcome of the experimental model, ‘smooth mesh’ was used. Although this refined the mugs overall look, it added many additional polygons to the model’s surface. 
[image: A computer screen shot of a cup

Description automatically generated]
[image: A computer screen shot of a cup

Description automatically generated]
(Fig. 24 – Refined mug model.)                                                           (Fig. 25 – Refined mug model wireframe.)




































(4) Production Diary: Week Four
[bookmark: _Hlk181197693](4.1) 24.10.24:

In today’s lesson the bridge tool was revisited and taught in more depth.
[image: ][image: ]

After prepping the model for use of the bridge tool (intersecting the rectangle models), the edges of both rectangles were selected and combined. 

Once combined, the bridge tool was used and set to ‘blend’, creating a mesh in between the rectangles.


[bookmark: _Hlk181195684](Fig. 26 – Rectangle model.)        (Fig. 27 – Rectangle model after bridged.)
[image: ]



Increasing the number on ‘divisions’ created new geometry between the selected shapes.

The bridge tool is an efficient way to form handles. This could also work well to model things such as pipes.




[bookmark: _Hlk181197018](Fig. 28 – Rectangle mug and handle.)

Next, the quad draw tool was introduced. In this tutorial a model of a soda can pull tab was to be produced. The process was as follows:
[image: ][image: ]
· Add polygon plane
· Assign favourite material: Lambert
· Change colour, select file to add picture
· Select texture mode (6)
· Right click plane, make live
· Select quad draw tool
[image: ][image: ]
(Fig. 29 – Polygon plane.)                   (Fig. 30 – Plane image of pull tab.)


· Use tool to add vertices (Shift highlights polygon, left click creates polygon)
· Can move polygon edges with left click, create edge loops (Hold CTRL)
· Build around shape

                                                                                                                          (Fig. 31 – Polygons bordering pull tab.)
24.10.24  (cont.):


[image: ][image: ]


· Change to object mode (F8)
· Select tool (Q) changes blue polygons to wireframe
· Move (W) to reveal model




(Fig. 32 – Pull tab wireframe.)  (Fig. 33 – Half of pull tab model.)

· [image: ][image: ]Mirror model using mirror tool

Or

· Duplicate and scale opposite model
· Select mesh: combine and merge vertices together

(Fig. 34 – Half of pull tab model with mirror tool tab.)                               (Fig. 35 – Pull tab model wireframe.)


[image: ]
After learning how to use the quad draw tool, I then proceeded to expand on the pull tabs detailing by thickening the model and bevelling the edge. 

Following this, I began to model a soda can, to be combined with the pull tab.

(Fig. 36 – Complete pull tab wireframe.)
[image: ][image: ]

To create the soda can, a cylinder was scaled into a can-like shape. Edge loops and extrusions were then used to form the model’s tapered edges and rim of the can.

The pull tab was then imported and scaled to fit on top of the model. 



                                                                                                                (Fig. 37 – Soda can wireframe.)    (Fig. 38 – Soda can with pull tab.)



[image: Quality Street Chocolate Tub | Ocado](4.2) 25.10.24:




After learning about the quad draw tool, I applied this to a further experiment regarding shapes of five, or more, polygons. I began by referencing a Quality Street box due to the item’s octagon shape.



                                                             
                                                                                                                                          (Fig. 39 – Top-down image of Quality Street box [3].)
[image: ][image: ][image: ]

(Fig. 40 – Quality Street plane.)            (Fig. 41 – Quality Street with polygons.)         (Fig. 42 – Octagon model.)

[image: ]
By following previous steps to model the pull tab, an octagon shape accurate to the reference was formed. To finish, the shape was extruded, and an edge loop was added to replicate the lid. 

The quad draw tool is very versatile in allowing complex shapes to be formed, alongside developing accurate models. However, this method proves tedious when creating a simple octagon shape, therefore, I would like to find a more productive method. 


(Fig. 43 – Octagon box wireframe.)














(5) Production Diary: Week Five
[bookmark: _Hlk184825441][bookmark: _Hlk184829633](5.1) 31.10.24:

Today’s class had a 3D modelling competition to submit the best haunted house. Although I did not have enough time to participate, I decided to use this as a prompt to practice modelling.
[image: ][image: ]






[bookmark: _Hlk184824746](Fig. 44 – Row of bricks.)                                                                                        (Fig. 45 – Brick wall model.)
To begin, bevelled rectangles were used and duplicated. This allowed me to use these models as building blocks to form a wall. To save time, the row of bricks was duplicated and placed on top.

[image: ]

After duplicating and intersecting the brick wall, the model lacked detail and depth.
To improve this, I reformed the brick walls into a windowed wall and a doorway.



[image: ][image: ](Fig. 46 – Brick wall corner.)







	(Fig. 47 – Brick wall with window.)                                              (Fig. 48 – Brick wall doorway.)


[bookmark: _Hlk184825769]31.10.24 (cont.):

[image: ][image: ]








(Fig. 49 – Brick hut structure.)                                                                              (Fig. 50 – Floorboard model.)

The windowed walls were duplicated and intersected with the doorway to form a room structure. All models were then combined to make it one movable object. 
Although intersecting the walls worked to bring the room together, in some places the intersection is noticeable and misshapes the model. On reflection, two alternating bricks could have been added to each side of the wall and interlocked like a puzzle piece.
To fill the room, floorboards were formed using a similar method to the brick walls.
[image: ][image: ]








(Fig. 51 – Brick room with floorboards wireframe.)                                      (Fig. 52 – Brick room on circular base.)

The floorboards were intersected to the bottom of the model and a circular base was added for the house to sit upon.



31.10.24 (cont.):
[image: ]


Next, a cube was added and formed into a roof panel through slanting and thinning the shape. Two edge loops were added towards the middle, allowing the roof to be curved inwardly. This roof panel was then duplicated to the opposing side.



(Fig. 53 – Brick room with unfinished roof.)
[image: ][image: ]







(Fig. 54 – Roof with uneven vertices.)                                                            (Fig. 55 – Roof wireframe.)
[bookmark: _Hlk184828456]To connect the roof panels, an edge loop was added and the new polygon was extruded to bridge the panels together. Before combining the roof, I noticed that the vertices did not connect. If combined this would have created a Ngon (a polygon possessing four, or more, edges). Through research I learned that Ngons can produce many problems, such as creating rendering issues or disrupting edge flow [4]. To avoid this, the vertices were connected and then the models were combined.
[image: ]

To complete the form of the house, angled bricks were needed to fit the slanted roof. A new cube was added, scaled inwards and bevelled. These bricks were then stacked to build the wall between the roof and duplicated to the opposing wall.


(Fig. 56 – Brick house and separate blocks.)
31.10.24 (cont.):

[image: ]
[image: ]
[bookmark: _Hlk184902999](Fig. 57 – Brick house model front.)                                                            (Fig. 58 – Brick house model back.)

















	

(6) Production Diary: Week Six
[bookmark: _Hlk184992449](6.1) 05.11.24:

It is currently reading week and I have decided that I am ready to create one of my final model assets, beginning with the soda can. My previous soda can documentation will be used to aid my final concept.
[image: coca cola can top]First, to ensure the correct dimensions, these images will be inserted into Maya [1] and used to reference the size and shape of my can.
[image: ][image: Beer can — Stock Photo, Image]  





(Fig. 59 – Soda can side [5].)                                   (Fig. 60 – Soda can top [6].)                            (Fig. 61 – Can bottom [7].)
[image: ][image: ]

Using panels, the images were inserted and scaled appropriately. This allowed the cylinder to be measured against the references. 


(Fig. 62 – Soda can images in Maya.)                (Fig. 63 – Cylinder model against soda can images.)
[image: ]

Next was to shape the top and bottom of the can through extrusions. However, when using the move or scale tool, the model would glitch or cave in. 
I noticed that the model would stretch towards the soda can panel when ‘make live’ was enabled. From this, I found out that enabling ‘make live’ aligns the move and scale tools to follow the axis of the current live object [8]. Disabling the setting fixed this.
            
                                                                                  
	                                                                                                                                    
[bookmark: _Hlk184992865]                                                                                                                                                       (Fig. 64 – Glitched cylinder model.)
05.11.24 (cont.):

[bookmark: _Hlk184993809]Using the reference images to guide the shape, the model was then extruded and scaled. Multiple extrusions were added to provide smoother transitions to the soda can’s edges.
[image: ][image: ][image: ]








(Fig. 65 – Soda can model side.)                     (Fig. 66 – Soda can model bottom.)                             (Fig. 67 – Soda can model top.)        
As the soda can base was complete, I moved onto detailing the top. To begin, I reviewed my previous work using the quad draw tool and used this to model a new pull tab. To allow shaping of the pull tab model, the wireframe was built along the grooves of the reference image.
[image: ][image: ]








                            (Fig. 68 – Pull tab wireframe.)                            (Fig. 69 – Pull tab model.)
[image: ]


Next, the pull tab was placed on top of the soda can model, following the reference image to guide its placement.




[bookmark: _Hlk184995926](Fig. 70 – Pull tab model on soda can image.)
05.11.24 (cont.):

The pull tab was detailed by moving and scaling the edges of the wireframe, adding dimension and texture to its surface. Some edges were also bevelled.
[bookmark: _Hlk184996016][image: ]To the back of the pull tab, I noticed there were two points poking out of the model. As half of the pull tab was duplicated, I believe that the vertices were not combined properly when piecing the model together, resulting in intersection through the model.
[image: ]      (Fig. 72 – Pull tab wireframe side.)


[image: ]     (Fig. 71 – Pull tab wireframe.)

As the soda can lid was still looking sparce, I began to model the indent for the drink hole. First, I attempted to use the multi cut tool to add new edges, using these to shape the drink hole. I quickly realised this method would not work as it gave jagged edges that would not allow for the shaping that I needed. Instead, the quad draw tool was used which gave me the control to build around the shape with precision. 

                                                                                                                                                                 (Fig. 73 – Wireframe on soda can.)

[image: ][image: ]






(Fig. 74 – Wireframe on soda can model.)                          (Fig. 75 – Soda can lid model.)
From the drink hole mesh, I began gradually scaling and expanding the model’s edges to create a slope. Once added to the soda can lid, the drink hole smoothly transitions into the model as if it is attached.


05.11.24 (cont.):

To finalise the soda can, the smooth tool was used to polish the jagged circular areas. The model was then combined.


[image: ][image: ]

[image: ]









                   (Fig. 76 – Soda can asset top/side.)                                                      (Fig. 77 – Soda can asset bottom/side.)
[image: ]









 (Fig. 78 – Soda can asset top.)                                                                 (Fig. 79 – Soda can asset bottom.)







(6.2) 07.11.24:

[bookmark: _Hlk185012005][image: Wraithmarsh (Location) - Giant Bomb][image: r/Fable - [fable Anniversary] Greatwood screenshot]Today I will be modelling my lamp post asset. I would like my design to convey a medieval, fantasy genre. To do this, I have chosen the game ‘Fable’ to inspire the look and aesthetic of my model. Here are some in game images I will reference of the lamp posts and environments of Fable.
[image: r/Fable - a video game screen capture](Fig. 80 – Fable anniversary in game screenshot [9].”                                                      (Fig. 81 – Fable 2 in game screenshot [10].)


Much of the environment presents as chunky and cartoonish, this will be my main inspiration when shaping my lamp post.



[bookmark: _Hlk185250847](Fig. 82 – Fable in game screenshot [11].)
[image: ]




First, o give myself direction when modelling the asset, a rough visualisation of a lamp post was sketched.



                                                                                                                         (Fig. 83 – Lamp Post sketch.)

07.11.24 (cont.):
[image: ][image: ]









                       (Fig. 84 – Cuboid pole.)                                              (Fig. 85 – Cuboid poles resembling post.)
To begin, cubes of varying lengths and thicknesses were used to form the post of the asset. Subdivisions were added to the models to assist any desired detailing. 
[image: ][image: ]






            (Fig. 86 – Plank model against post model.)                                        (Fig. 87 – Post model with plank wireframe.)
As the diagonal plank was intersecting the post, each end was flattened by moving its edges to fit against the pole.
[image: ]


[bookmark: _Hlk185248419]Once the base post had been formed, minor detailing was added to shape the asset. For example, the top of the pole was tapered to give a wooden feel to the model, alongside adding edge loops to create a wider base. Other details include bowing the wooden planks for depth and adding a small pole between them to attach the lamp.



(Fig. 88 – Post wireframe.)
07.11.24 (cont.):

Next began the lamp model. I first envisioned a circular lantern on my lamp post. However, as the post possessed sharp and blocky shapes, I felt my lantern should follow this style.
[image: ][image: ][image: ](Fig. 89 – Cuboid with square top.)                      (Fig. 90 – Cuboid with tiered top.)                (Fig. 91 – Lantern shaped model.)

To form the lantern, a cube was used. The top polygon was extruded and scaled to create a tiered lid to the lamp. The side faces were also extruded and scaled to resemble the lanterns metal frame.

[image: ]
To attach the model to the lamp post, the lid of the lantern was extruded and elongated to resemble a rope. The rope was then bevelled to round the shape and connected to the lamp post. 

Lastly, selected edges of the post and lantern were bevelled to smooth the model and resemble a cartoon-like finish.

                                                                                                                         (Fig. 92 – Lantern rope close-up.) 











07.11.24 (cont.):
[image: ]                                                                             
[image: ]        (Fig. 93 – Lamp post wireframe.)                                                       (Fig. 94 – Lamp post bottom/side.)

                                                        (Fig. 95 – Lamp post top/side.) [image: ]













	


[bookmark: _Hlk185334274](7) Production Diary: Week Seven
(7.1) 13.11.24:

[bookmark: _Hlk185330347]Following my previous models, today I will be focusing on the house asset. Instead of creating a regular house, I want to challenge myself by modelling a dollhouse. Below is a mood board of images I have selected to influence my design.


[image: DIY Dollhouse][image: ][image: Wooden Dollhouse 32.5 x 27cm image number 1]

(Fig. 96 – Blue wooden dollhouse [12].)                (Fig. 97 – Pink dollhouse [13].)                          (Fig. 98 – Pale wood dollhouse [14].)                           
[image: This simple DIY wooden dollhouse makes a great gift. Build it with inexpensive lumber and a few tools. Click for a step-by-step tutorials and free plans. ]
[image: Doll house construction, H: 25 cm, size 18x27 cm, 1 pc]








                       (Fig. 99 – Two floor wooden dollhouse [15].)                               (Fig. 100 – White shelved dollhouse [16].)






13.11.24 (cont.):

[image: ]
Starting with a cube, a rough house shape was made. A subdivision was also added to create the roof.
After forming the roof, I tried to add an edge loop to the middle of the model. However, the edge loop followed the edges of the roof instead of laying straight. Due to this, I restarted my model without subdivisions.

(Fig. 101 – Hollow dollhouse shaped model.”
[image: ][image: ]






[bookmark: _Hlk185332653]          (Fig. 102 – Hollow box.)                                                                       (Fig. 103 – Hollow box with shelf.)
After rebuilding the houses base shape, edge loops were added and extruded to form the shelf inside of the dollhouse.
Next, I wanted my dollhouse to have a door and windows. To inform myself on this, I found a YouTube tutorial that would walk me through modelling a window [17].
[image: ][image: ]






          (Fig. 104 – Box model with doorway.)                                               (Fig. 105 – Box model with doorway and windows.)
From this, I created a doorway and three windows. To do this, polygons were extruded and scaled inwardly to create new cavities for the window/doorway. These faces are then deleted and a cube is modelled to frame the empty polygons



13.11.24 (cont.):


[image: ]


Once the base was complete, an edge loop was added to the centre of the model and moved upwards to form the roof. The upper window was also positioned higher according to the roof’s height.



(Fig. 106 – Dollhouse base wireframe.)

[image: ][image: ]






                   
      (Fig. 107 – Window with grid.)                                                              (Fig. 108 – Dollhouse wireframe.)

As the windows felt empty and uninteresting, window grids were added to provide detail to the dollhouse. Adding further depth, the roof was extruded and scaled outwardly to form an overhang. 
The windows, doorframe and base of the house were then mildly bevelled to give a softer, toy-like appeal.








[bookmark: _Hlk185334772]13.11.24 (cont.):	
[image: ]
[bookmark: _Hlk185334028][image: ]
(Fig. 109 – Dollhouse front.)                                                                      (Fig. 110 – Dollhouse back.)
[image: ][image: ]


(Fig. 111 – Dollhouse top/side.)                                                               (Fig. 112 – Dollhouse back/bottom.)






















[bookmark: _Hlk185334726](8) Production Diary: Week Eight/Nine/Ten

Unfortunately, my assignment had to be put on hold due to moving house and personal life. However, my production diary will continue from week eleven.


(9) Production Diary: Week Eleven
(9.1) 11.12.24:

[image: What Can You Put in the Dumpster at Your Apartment?]

Continuing the making of my final assets, today I will be modelling a dumpster. To inform its design, I have chosen a reference image, of which I will use to follow the dimensions, shapes and details.



[bookmark: _Hlk185343776](Fig. 113 – Image of dumpster [18].)
[image: ][image: ]





                                    (Fig. 114 – Slanted cuboid model.)                                  (Fig. 115 – Cuboid with lid.)
To begin, the dumpsters rough shape was created from a cube. The top polygon was then extruded to form the base of the lid.

[image: ][image: ]




                   (Fig. 116 – Dumpster shaped model wireframe.)    (Fig. 117 – Dumpster shaped model wireframe.)
After layering extrusions and scales, the dumpster lid began to take shape. To shape the top of the lid, three edge loops were added and moved upwards. More edge loops were added to allow grooves to be formed on either side of the dumpster.

11.12.24 (cont.):
[image: ][image: ]





               (Fig. 118 – Dumpster model with legs.)                                           (Fig. 119 – Dumpster shaped model wireframe.)
Next began the models detailing. An indent was placed to the lids centre by adding edge loops and moving the new polygons inward, creating two individual lids. To the bottom, legs were also formed.
[image: ]

To create vertical indents on the lid, the previous method of adding edge loops was followed. 
Although this worked well, there is no precision in this method and I was unable to ensure the indents were of even placement and dimension.


(Fig. 120 – Top of dumpster model.)
[image: ][image: ]





               
       (Fig. 121 – Wheel on dumpster.)                                                         (Fig. 122 – Dumpster wireframe.)
Lastly, the legs were bevelled to resemble wheels. Some edges and indents of the dumpster were also bevelled to add variation between smooth and harsh edges.


11.12.24 (cont.):

[image: ]









[image: ][image: ]	(Fig. 123 – Dumpster front/side.) 


(Fig. 124 – Dumpster back/side.)                                               (Fig. 125 – Dumpster back/bottom.)






[image: Table Essentials Cappuccino Cup & Saucer, 330ml](10) Production Diary: Week Twelve
(10.1) 17.12.24:


To conclude the last week of my production diary, I will be modelling the cup & saucer asset. Much like a traditional cup & saucer, I would like its design to be simple. The reference image I have chosen reflects this. 

                                                                                           
                                                                                                                                       (Fig. 126 – Plain white cup & saucer [19].)

[image: ][image: ]





              (Fig. 127 – Outer bowl model.)                                    (Fig. 128 – Inner bowl model.)
First, the base of the mug was formed using a cylinder. Subdivisions were added to round the cup’s outer frame and the top polygons were extruded down to create a bowl shape. Edge loops were added inside of the bowl and moved to form a dome. 

[image: ][image: ]




               (Fig. 129 – Outer bowl model smoothed.)                   (Fig. 130 – Bowl base.)
Edge loops were added around the brim and outer mug, these were used to further shape and smooth the bowl. The base of the mug was extruded in layers to form the bottom ring. Next, a handle was to be added. To do this, I utilised a YouTube tutorial on how to model a cup [20] to inform the formation of my handle.

17.12.24 (cont.):
[image: ][image: ]


	


             (Fig. 131 – Handle formation on mug.)                                        (Fig. 132 – Handle formation on mug.)
Following the tutorial, display mode ‘3’ was enabled and smart extrude was used to drag the handle out like clay. The shape and size of the handle was adjusted, the end face was then combined with the mug using the bridge tool.
[image: ]


Once bridged, the handle was adjusted again according to the desired design.


[bookmark: _Hlk185598517][image: ][image: ](Fig. 133 – Mug handle wireframe.)
    (Fig. 134 – Mug and flat saucer.)                                   (Fig 135 – Saucer base model.)
The saucer asset began with a cylinder, first measuring it against the mug. Edge loops were added to the top and bottom of the plate and used to curve the shape upwards. Once shaped, an indent for the cup and bottom ring was formed.





17.12.24 (cont.):
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[bookmark: _Hlk185599037](Fig. 136 – Saucer wireframe top.)                                                                (Fig. 137 – Saucer wireframe bottom.)
[bookmark: _Hlk185599381]To finish, the ridges of the saucer were bevelled and ‘3’ was then used to match the mugs exterior.

[image: ][image: ]






          (Fig. 138 – Cup & saucer top/side.)                                                                 (Fig. 139 – Cup & saucer top.)

[image: ][image: ]





(Fig. 140 – Cup & saucer side.)                                                                                          (Fig. 141 – Cup & saucer bottom.)



(11) Conclusion

Coming to the end of my production diary, I would like to reflect on the work I have completed over the past twelve weeks and consider what I have learnt and how I have grown.

Throughout this project, the main challenge I faced was the timescale. Due to outside factors, I was unable to continue my production diary for a length of time. I overcame this challenge by planning my time on a calendar. To do this, I broke down the tasks left within this project and assigned these to individual days. This made catching up feel attainable and less overwhelming to tackle.

Following each model created, I learned how to use Maya [1] more efficiently. With each week I felt I became quicker at finishing assets as I was much more comfortable with the program and its tools. If I were to redo this project, I would have liked more time to spend on experimentation and the refining of my final assets, of which were kept simple due to time restraints. I would have also spent more time researching Maya tutorials to advance my knowledge and competence when modelling my final assets.

Overall, I enjoyed the creative freedom this project allowed me. I feel that over the course of this assignment my skills have grown within 3D modelling and self-study.
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