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2000 Word Personal Development Diary

Here I will be writing a summary of my work throughout the module “Learning in the Digital Era,” I will be showing various 3d models of some work we were tasked to complete.
Here is the first Model I ever did on maya:
We were told in class to try and create a screwdriver using a picture of a screwdriver as a reference. At the time I had no idea how to implement images into maya, so I was just looking back and forth on another tab, and this is what I managed to do.
What I learned doing this was that getting down the fundamental shapes of an object down is the most important part of 3d modelling. This is because it saves time fussing around with all the vertexes and would give you more time to add the details and harder parts of the objects like curves, holes, and bends.
I do not think I could have done much better, this is mainly because this was the first time I have used Maya, so I had absolutely no idea what I was doing. I did not even know how to move the camera around, so I was stuck in this camera angle when modelling the screwdriver. I will not be too hard on myself for this exercise specifically.



For the next exercise we were asked to create a lamp post within 20 minutes. This was the second 3d model I did in maya. This time I think I did well with having little experience with using maya.
At this time, I still did not know how to add in pictures for the references, so I was looking at the references by using another tab by the side using Google.
However, I did manage to figure out how to use and move the camera freely after searching for help tutorials on YouTube. Here is the video that helped me:
Credit: Figura [1]
https://www.youtube.com/watch?v=Nr2OFqFsAxI HYPERLINK "https://www.youtube.com/watch?v=Nr2OFqFsAxI&t=51s"& HYPERLINK "https://www.youtube.com/watch?v=Nr2OFqFsAxI&t=51s"t=51s


I found it a lot easier to do the 3d modelling after figuring out how to move the camera freely.
To Rotate the camera you hold Alt and hold the Left mouse button to rotate your perspective, to Zoom in and out you scroll using the Middle mouse button, a faster way to zoom in and out is by holding Alt and the Right mouse button, to move your camera into a specific position or to move freely you hold Alt and hold the Middle mouse button.
What I would do better next time is to add in a reference image of a lamp post mainly so it saves the hassle and time of going back and forth to the Google tab and maya, another reason is that you can match your model to the reference image to get the prefect proportions. I also think that I made the lamp post too long and too thin which makes it look strange.





For this exercise we were asked to model a Lego figure in 20 minutes, and this is what I managed to do in the 20 minutes.
I managed to 3d model the arms, chest, and head, but it looks simple and rough. What I mean by simple and rough is that the arms are not connected properly and can be seen sticking out and overlapping with each other. The head is not rounded properly either so the edges look sharp, and the same thing can be seen on the chest.
What I think went well was my increasing understanding of how to model things. I was able to shrink and expand or turn anything now. I also learned how to implement images into my maya project as you can see.
What I would do next time is to be quicker with my work as I did not manage to finish the model, as you can see, I do not have any legs that are on the model. I would also try to add hands Aswell, however I did not know how to curve or bend things, and this may have been too complex/difficult for the time being.




For the next 3d model we were given 20 minutes to model any type of axe. I decided to model the Doom Eternal axe simply because it is difficult, and it would challenge me. Here is the reference image:
Credit: Bethesda Softworks, ID Software, - Doom Eternal [2]


This model was one of the most confusing models I did because of the curves and bends in the axe head, I found it difficult to curve the axe head inwards which is why it looks rugged and inconsistent.
What I think went well was that I was able to do all the curves and edges within the time limit of 20 minutes.
What could have been better was that I could have added the reference image (which I forgot to add) into maya to save time going back and forth between tabs and to get better proportions and details on the axe. Also, it took me too long to do the axe head and I had little time to add any details on the handle, so next time I will try and be quicker with my work.



For the next exercise we had 20 minutes to model a computer, for this task I used the computer I was working on as a reference. This is why I have no reference image in maya unlike the other models I have done.
I think that this model looks the best compared to the other models, this is because I spent more time getting the main shapes of the computer down. I think I did well with the mouse and the cable from the mouse, same can be said about the monitor.
What I think I could have done better on is making the main pc have more detail as it is literally just a grey rectangle, I also would have made the monitor slightly indented near the edges, this is because all monitors have plastic going around the screen than juts out. And I would try and make the mouse look like a mouse, I could do this by using a cube shape instead of a sphere, this is because as you can see it just looks off, I could add the mouse scrolling wheel and buttons to make it look more appealing Aswell.



And finally for the last 20-minute exercise we were asked to model a shelf and to have the reference image in maya.
I think that this one was the worst model I did out of all of these models. This is because it is not complete. However, I have a reason this one is not completed, I did not manage to finish this in the 20 minutes because I had no idea how to make the model not hollow. Every time I would cut out portions of the model, I would see the inside of the model I was making, and it would not even look like anything, nor a shelf once completed. The only solution I could think of was grabbing the vertices and dragging them backwards to make the shelf look and be functional, however this would make it look distorted and strange looking. It was the only solution I could think of for some reason mainly because searching it up would take too long and we have a time limit to make the models. Another option I considered was deleting everything and making multiple rectangles stacked on top of each other with gaps in-between them, which I should have done from the start but for some reason I did not think of that, and I just used a single cube which is why cutting bits out of it made it look hollow inside. However, I did add the reference image in, so that is a positive.




Below I will be showing the main Five 3d models we were asked to do for this assignment. Each model I spent way more time on than the previous models shown, this is why they look more visually impressive. Here I show a progression report with visual evidence of the progress I was making on the model.
Below is the first 3d model of the 5:
What I think went well was that I managed to make a space for the dumpster which I have struggled to do in the previous exercises. Also, I think that my understanding of 3d modelling has improved compared to previous exercises.
What I would improve next time is to spend more time with the wheels of the dumpster and the indentations of the dumpster lid, and the extra parts you can see on the side of the dumpster.

Below is the first 3d model of the 5:
Reference image:


My 3d model progress:














Finished Product:



What I think went well with this is that it looks a lot neater and properly structured. This could be because of my increasing understanding of 3d modelling and that working with easier shapes made it easier to work with.
What I would improve next time would be making the chair legs thinner as they are different proportions to the reference image. I would also try and add the nails to give it more detail.
For the next 3d model we are asked to model a house asset and here is what I did:
Reference image shown below:


My progress on the model:






Finished product shown below:



For the next 3d model we are tasked to model a lamp post, and this is what I did:
What I think went well with this 3d model was that I got the proportions perfect in my opinion. I also think that the curves and details I did to the top and bottom of the lamp post look really good.
What I could improve on is by making the light source part of the lamp see through and to add a light bulb. To do this I could look at some tutorials or guides on how to do so.
Here is a video tutorial that helped me with the angles:
Credit: Nick Lewis [3]
https://www.youtube.com/watch?v=r4cj6ru6DU0




Reference image:


My progress:








Finished product shown below:



For the cup and saucer model I did horrible, I do not think that what I did was good, and it hardly looks like the reference image. I had no idea how to curve shapes so I just did the best I could with a cube and a donut shape for the plate. For the mug I tried doing the handle with a cylinder, but it looks so rough and messy, same can be said for the main part of the mug. However, I did manage to do the space in the mug and that looks fine. What I would do next time is find a tutorial that can help with specific curves and that I will learn from my mistakes.

For the next model we are tasked to create a 3D model of a cup and saucer. This is what I managed to do:
Reference image below:


My progress is shown below:


Finished product shown below:


For the soda can model I think I did well with getting the proportions and sizes of the main shapes that make up the can correctly. I also liked that it looks the exact same as the reference image.
What I would improve on is to get the curves of the can’s top and bottom to look more smoother and less rugged. This could be done by watching a few tutorials that go over this sort of thing.

For the final 3d model we are tasked to do is a soda can asset. Here is what I managed to do:
Reference Image below:


My progress is shown below:




Finished product:



Summery:
Overall, I think I did well with my 3d models, I managed to get the proportions to look the same as the reference images.
However, I have a lot to learn and improve on. The things I want to improve on are the curves and angles of shapes. I have really struggled with these, and it is essential to know for future projects. I can do this by watching some tutorials on YouTube for guidance on these specific things I want to learn, I could also ask my lecturers for some help understanding 3d modelling and the essentials I would need going ahead.
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