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[bookmark: _Toc153365676]------ 06/10/2023
The first day I used 3D, my first impressions being relatively positive. I found the program, Maya [1], to be daunting to figure out at first. Its layout is much different from my usual platform, Procreate. The tools range from extruding to curving- and everything in between. Maya’s shortcuts are as useful as they are confusing to get a hang of, but with more use and practicing, I can definitely see them becoming second-nature. 
[bookmark: _Int_GiGYk6sS]Maya’s tutorial takes you through the basic controls and keyboard shortcuts, leading you through a very beginner-friendly and fun experience. It made the program much less daunting to use, and I found myself referring back to it if I ever forgot a shor[image: ]tcut or wanted a refresher. After I went through the tutorial (quite a few times, in fact), I then went on to model a lamp post. Moving from a tutorial to the actual program was an interesting experience, I still felt like I was being thrown into the deep end here, but I took it slow and focused on getting myself used to the controls, camera movements, what to avoid and the keyboard shortcuts. 
 [image: ]
 I would like to focus on understanding extruding and getting used to the tools available to me- most notably an[image: ]d most used, ‘move’ (shortcut: W), ‘rotate’ (shortcut: E) and ‘scale’ (shortcut: R). 
[image: ]
Above is my first ever ‘completed’ 3D model of a lamp post. I found the process fun, and to see it all come together in the end is both gratifying and confidence-boosting. I definitely think there is a lot of room for improvement, especially with how many hard edges I have here, and the overall scale/measurements. In the future if I decide to re-model a lamp post, I would like to tackle a more curved, perhaps art-nouveau inspired lamppost, with curves and swirls to get me used to creating curves in my models. I’m happy with this outcome overall, though—I doubted I would be able to use 3D properly point blank, but thanks to Maya’s in-built tutorial, in-lecture sessions, online resources such as Maya 101 [2], LinkedIn Learning [3] and tutorial blog posts [4], I’m growing confidence in using this medium. 


[bookmark: _Toc153365677]------ 20/10/2023
[image: ][image: ]
Onto my second model, a dumpster. During this model, I learnt the importance of having references, whether imported directly into Maya using Create->Free Image Plane, or just by having a webpage open on the side. You think you know what something looks like, until you need to model it!

[image: ][image: ]
Above is the outcome of my dumpster model. I opted to add in a partially lifted lid to be able to display the inside of the model, where I had extruded. I found myself needing to re-figure out the keyboard shortcuts, but I think I’m starting to get the hang of at least very simplistic models. The process was faster than the lamp post by a long shot. I do think that the model looks a little too simplistic, maybe I will consider coming back to this model in the future.
I also had fun playing with the tools I had at my disposal; like how pressing 3 puts your model in subdivision mode/smooths mesh! Pressing 1 reverts this, not CTRL+Z.
[image: ]



[bookmark: _Toc153365678]------ 27/10/2023

We chose randomised objects to create 3D models of, the first one being an anvil. 
I’m finding curves hard to get my head around, so I would like to take some time and look more into creating curves seamlessly in Maya. I like the base/bottom half I created for the anvil, but I could not figure out the top half in time. I also found myself struggling with Free Image Planes, to make sure things are correct in *every* angle with a shape like an anvil was difficult to manage.

[image: ]Our second assigned model was a piece of Ikea furniture, and I opted for a sofa. I had a much faster turnaround on this model, it took around 20 minutes to create. This is my favourite model I have created thus far, and I found it very interesting to create! I’m getting the hang of the controls, and I’m able to use the shortcuts fluidly within my workflow. Using what I had learnt from previous models (i.e. in my dumpster model, I used stubs to give my dumpster more height and to make it more stable and accurate to my reference image. I learnt how to duplicate shapes during that, and so I incorporated that here).
[image: ][image: ][image: ] 


[bookmark: _Toc153365679]------ 29/10/2023  

[image: ]
I wanted to come back to modelling a lamp post with my new skills and literacy in Maya and create something more extravagant. I knew I wanted to incorporate curves in the lamp, so I opted to follow a YouTube timelapse [5], where I followed along. 
[image: ][image: ][image: ][image: ][image: ] 
This was the result! I’m very happy with how the geometry came out, and how I included those curves. I found the process enjoyable, figuring out what the video did was probably the most difficult part. In the future, I hope to either freestyle/3D sketch independently, or to find a more in-depth tutorial. This model took about 2 hours to create.

[bookmark: _Toc153365680]------ 30/10/2023    
[image: ][image: ]

Today I challenged myself to create a cup and saucer without a tutorial and just a reference. I used my knowledge of how to create curves from the lamp post, as well as beveling the shape. I wanted to make it look as if the cup was half-full, so I utilised edge loops to extrude there. This model took about 45 minutes to finish.

















[bookmark: _Toc153365681]------ 30/10/2023    

I finished my soda can model over the span of two days, I have been working on my house model and this simultaneously. In this model I used two tutorials, one for the main can [6], and one for the tab [7]. I wanted to try to use Free Image Planes once more, but I still found it confusing, until I found out that you can alter the opacity of your images. It made seeing, shaping and sizing my model much easier throughout the process. The bit that I struggled on the most was probably the tab, I found the shape complex, but utilising the ‘extrude’ and ‘smooth’ tools and taking my time aided a lot in getting that shape.
[image: ][image: ][image: ]





[bookmark: _Toc153365682]------ 08/12/2023    

I tackled my biggest project yet- a full house model. [8] I wanted to create a fantasy-inspired house from the get-go, and I feel like I achieved that look! 
I came into some difficulty with figuring out how to mirror the rooftiles but combining all the tiles and using CTRL+D to copy the shape, using the J key to snap the rotation to be as closely aligned as possible. I am very happy with the outcome!
[image: ][image: ][image: ]



[bookmark: _Toc153365683]Conclusion

In this development diary, you have seen how I worked through the Maya tutorial, created a lamppost, dumpster, sofa, anvil, cup & saucer, soda can and house models.
Looking back to how I navigated and created 3D models in Maya in October, compared to how I use the program today is jarring. I feel like I have achieved fluency in creating simplistic models, and I find myself automatically in-putting the keyboard shortcuts, making my work flow a lot simpler and faster. I have learnt the importance of image references during this time. In my 2D work I often negate the usage of references, but using a 3D medium has taught me that it is essential to creating an object/design that is grounded in reality. I would like to improve the level of detail I put into my models, I can do this by setting out to create a more complex object, like a wizard’s staff or a cityscape. I would also like to revisit Free Image Planes, as I believe they can be a useful tool in making scale-accurate and consistent models. 
Online videos of other people creating their models has definitely helped me the most over the span of these two months. I find watching others (who are fluent and skilled in their craft) helps me adopt their good habits (i.e. shortcuts like using spacebar and right-click for quick menus, using J to snap-rotate etc.). 
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