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[bookmark: _Toc153336842][bookmark: _Hlk153452937][bookmark: _Hlk153453043]Dumpster
[image: ]
[bookmark: _Hlk153453023]I have started making a dumpster model in Maya. Above shows the start base of the model. I have used the cube shape to make the start base then using the size tool, move tool and add edge loops tool, this is what the model came up with after using. With the use of the face option, I have used it to raise the back to make it an angle.

[image: ]
I have also made a wheel for the model as all dumpsters have wheels underneath to make it easier to move. This is the wheel model of the dumpster model. I have used the circle model to act as the wheel for the dumpster then using the cube shape and the edge tool and move tool, I have modeled it to look like the holder for the wheel.

[image: ]
This is what the model looks like with the wheels on the model. The wheel model had been duplicated 3 more times and moved to each corner so the wheel model would cover all edges of the dumpster for the dumpster to be moved.

[bookmark: _Toc153317866][bookmark: _Toc153336843]House
[image: A computer screen shot of a cube

Description automatically generated]
This is the starting shape of the house model. I have used the cube shape to be the base of the house.

[image: A computer screen shot of a grey cube

Description automatically generated]
This is the roof in which I extruded from the cube and used the “Edge” tool to make it the roof.
[image: A computer screen shot of a grey rectangular object

Description automatically generated]
This is what the base starter of the door will look like using the size tool on the cube shape.

[image: A screenshot of a computer

Description automatically generated]
This is the model with edge loops to show where the indent goes in.
[image: A computer screen shot of a door

Description automatically generated]
This is what the door model looks like at the moment with the indents
.
[image: A computer screen shot of a door

Description automatically generated]
Added a doorknob to the door. Using the cone and circle shape, I put them together to get a doorknob.
[image: A computer screen shot of a grey cube

Description automatically generated]
This is what the model looks like now. The door had been added to the house model with the help of the combine mesh tool.

[image: A computer screen shot of a house

Description automatically generated]
This is what the model looks like with an added window. With the use of the edge tool and extruding, 


[bookmark: _Toc153336844]Cup and saucer
[image: A computer screen shot of a computer program

Description automatically generated]
Start of the model. I used the cylinder model, edge loops and extruding  to create this.
[image: A screenshot of a computer

Description automatically generated]
Start of the cup model. Using a cylinder shape to create a rough cup shape.
[image: A computer screen shot of a cylinder

Description automatically generated]
What the cup model will look like with the saucer underneath the cup.
[image: A computer screen shot of a computer

Description automatically generated]
The cup holder. With using the circle model, it takes the role to look like the holder for the cup and saucer.


[image: A computer screen shot of a cup and saucer

Description automatically generated]
This is what the completed model at the end. I felt like I could have spent more time on making the saucer look like a saucer than what it looks like now.


[bookmark: _Toc153336845]Lamp post
[image: A white pillar with blue lines

Description automatically generated]
This is my model for the lamp post. This is my finished model of the lamp post that I made in Maya, and I have used a reference from the lamp post in real life.

[image: A grey cylinder with green lines

Description automatically generated]
I started off with a cylinder shape as I extended the shape upwards using the size tool to get the base of the light post. I then added an edge loop to create a slant to then extrude the top of the cylinder to get an angle of the lamp post.
[image: A grey and green rectangle with green lines

Description automatically generated]
I got this shape from extruding the angled shape from the base. I extended the extruded shape to the pole like shape base for the lamp post.

[image: A green and grey grid

Description automatically generated]
From the top of the pole, I added 2 edge loops to act as a base so I can extrude the model front face to then act as a platform for the actual lamp and cover.
[image: A grey and green background

Description automatically generated]
For my next step, I have extruded the front face of my edge loop to then make a platform of 4 squares to start shaping the lights and cover.

[image: A white object with green lines

Description automatically generated]
Using the platform, I created the cover first before creating the model with the lights with the extrude tool, size tool and move tool. 


[bookmark: _Toc153336846]Soda Can
[image: A computer screen shot of a cylinder

Description automatically generated]
This is the start of the model as I use a cylinder to create the base shape while adding edge loops to create that curve that cans have.
[image: A computer screen shot of a cylinder

Description automatically generated]
This picture shows the model in vertex mode and the shape angled in.
[image: A computer screen shot of a cylinder

Description automatically generated]
I use the vertex tool to select and curve the top and bottom of the extender to get the can curve stand.

[image: A can with lines connected to it

Description automatically generated with medium confidence]
[bookmark: _Hlk153453105]This is the final shape for the model. With help of the vertex tool, I have angled the top and bottom of the shape to get the design of a soda can. It would be better if I added a can opener on the top.


Conclusion and references
[bookmark: _Hlk153452535][bookmark: _Hlk153452622][bookmark: _Hlk153452818]In conclusion, with the models I have shown, I think that I did a good job making the models. With the help of the tutorial within Maya and using some of reference images I found, I think that the models look somewhat similar to the reference. I felt like I could’ve made certain models better like the cup and saucer if I used a reference image while making the cup and saucer. I feel like the model I did best in was the house as I had used different models and tools to make the house like a stereotypical house. With the cup and saucer, I had forgotten to use a reference when creating the model, so I did my best with it and came up with the model that is now. I did mediocre when creating the lamppost model as I felt like I could have made the lamp itself a bit better than I did on the model.

[image: Coca Cola can 330 ml | Pizzerella]
https://www.pizzerella.uk/product/coca-cola-can-330-ml/22

[image: A green dumpsters next to a brick wall

Description automatically generated]
https://www.bigrentz.com/blog/what-can-you-put-in-a-dumpster

[image: How the humble lamp-post could help power our cities - BBC News]
https://www.bbc.co.uk/news/business-46064166
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