
1. Development Diary
LEARNING IN THE DIGITAL ERA
REBECCA JONES (2305750)

[image: A wireframe of a lamp post

Description automatically generated][image: ]
Screenshots of a rough streetlamp model, from around the first time I had touched 3D modelling software and following along with an in-class tutorial. At this point I had only really completed the basic in-built Maya tutorials for moving the camera and objects around. In this session I had learned how to extrude faces on models.
This streetlamp model was created by:
· Creating a cylinder and extruding the top faces.
· Scaling it down and extruding again to create a tall narrow pole.
· Creating two edge-loops near the top and selecting the two front-middle faces.
· Extruding them outwards using the move tool and using Extrude again.
· Moving the faces outwards and scaling it.
· Extruding straight across, then extruding again and then scaling down to create a rounded edge.
The lightbulb was then made by selecting the bottom faces, extruding, and then scaling inwards and moving it down.
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First attempt at creating the dumpster asset. I had started with a cube, making it into a rectangle shape and moved to making the wheels as I wanted to try making those shapes first.
Wheels are made out of cylinders with extruded side faces so they appear more rounded. For the shapes holding the tires, I started with a rectangle, moving the edges and extruding the bottom face to get the shape I wanted, which turned out quite well. I copy and paste the first one to make another one, which would hold the first wheel, and then copy and pasted the whole structure to other parts of the dumpster to give it all four wheels.
I then used the extrude tool to extrude downwards to make the dumpster hollow and moved the back edges up.
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First attempt at making the drinks can asset. Starting with a cylinder, I extrude up and scale it in to create the slightly tapered top of the can. From here, I extrude up, inwards and then down to create the top rim of the can. A similar process is repeated for the bottom rim of the can too.
I believe that this can model needs to be improved from its current state as the sharp edges make it look a bit rough.
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Cup and saucer model created with a reference image, and the model I found the most fun to make, aside from the handle which took a few tries.
To create this model, I had:
· Created a cylinder as a base for the plate and scaled to be as wide as the bottom of the plate in the reference image I used.
· Slowly extruded and scaled the cylinder to get a gentle curve matching the image.
· Curved the edge of the plate, and extruded and scaled again, this time inwards and down into the plate to carve out the main surface.
Moving on to the cup, I had:
· Started the same way as the plate, from the bottom with a cylinder.
· Slowly extruded up again, matching the reference.
The handle took multiple attempts to get a similar shape, which ended up being the most difficult part of making this.
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A second attempt at making a drinks can, but using the skills gained from other models and the cup and saucer asset, I was able to make it look much better than the original attempt. This version is mode in more or less the same way as the previous, except that the extrude tool was utilized more to create a much smoother finish.
[image: A grey building with green outline

Description automatically generated][image: ]7.

Practice session of trying to make house-like shapes, as I was not sure at first how to make the house asset. The left screenshot is made by extruding a rectangle up and folding the corners into the edges below. The right screenshot is made by creating a middle edge-loop, raising the edge and the extruding to make the top look roof-like.
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House asset, created by using the methods above. Starting with a cube, I extruded a section on the right side, and then a small platform to form a sort of patio area. I copy and pasted this and placed one on top of the other to make a two-storey house. Using both methods from the previous section, I created the main roof and the patio roof. To finish, I extrude a single support beam for the patio roof.
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Improved version of the original streetlamp model, this time using a reference image. Similarly, to the first model, this started as a cylinder, which was extruded into a longer pole. I then added two long cylinders to form to poles which hold the light out, bent them into shape according to the reference image and then extruded and moved the faces to create the light bulb itself. I am much happier with this version of the streetlamp asset over the first version as like the can, I feel this version is much smoother.
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Improved version of the dumpster asset. This time, adding a lid to the dumpster as well as the side extrusions. I learned how to do these using the referenced YouTube tutorial, which made me realise that I was able to delate parts of a cube and then extrude it to give it proper sides again which I believe I will find useful in future with future models. The wheels of this dumpster are scaled up versions of the previous dumpster, as I felt no big improvements needed to be made here.
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Conclusion:
I believe that both the can and the cup and saucer went quite smoothly, not counting the handle of the cup which took a few tries to look right. These were also the two models I enjoyed creating the most, as I liked creating the soft curves needed for the cup and the sides of the drinks can. For improvements, I think the house models could be much better than they are, which could have been achieved with more research into actual houses. Any improvements I thought were needed for existing models have mostly been incorporated as newer and better versions as I was learning the software. In future projects, I believe more research is needed into the appearance of different objects and also better time management work outside of class.
While I believe the research itself needs work, I believe my actual referencing is mostly accurate. I had originally tried to use an online tool to reference but no references looked right and was not properly crediting authors. Instead, I opted to pull up the UWTSD IEEE referencing guide and manually create by references using the website sections, as I could not see any guides to reference actual images.
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