10th of October
Making a dumpster:
To start things off, we made a dumpster. For the dumpster, I began with a single cube and stretched it out into a rectangular prism. I then used the quick key command of ctrl E to open a new menu and offset it on the top face, making a new edge barrier within the original. I then selected the face within the offset border and shift click moved it down to make faces on the inside as interior walls while making an opening in the top. I then moved the top side edges at the front and back, shifting the front downward and the back upward, creating a slanted top. To get a better grip on all of this, I researched several websites to better introduce me to Maya [1] [2] [3].
To design it further, I created a second rectangular prism from a new cube and flattened it. I then stretched it out carefully to make it slightly wider than the diameter of the dumpster's main body. I then rotated it, making it match the slant of the dumpster top, making it a lid. I had a few issues in handling Maya at the start, but I got the hang of it through the key commands so to ensure I don't forget them, I made a list of them on my phone for future reference.
Looking back on it, I am happy with my work so far. In my own opinion, my dumpster came out quite well though I could have done with adding some handles possibly, but that is just a personal thought and won't affect my work, so it is fine. With these skills I have developed doing this, I now know how to better design assets in Maya. Before this, I could not do any of this as I would usually just animate 3D and 2D assets as well as make 2D assets but now that skill set has expanded into 3D design. 
To organise myself better, I have made the decision to designate my Maya design work to Fridays so I can focus on my other class work from Monday through Thursday.
[image: ]Fig.1 Final dumpster

17th of October
Making a lamppost:
Today's asset we had to make was a lamppost. Compared to the dumpster, this one proved to be less tricky while having issues unique to this one asset. The issue that occurred was the bridge tool would not work when I used it, but this proved to be a minor inconvenience as I found a way to work around it. I started by making a small cylinder which I angled to face up as a base. Next, I made a sphere and scaled it down to match the width of the cylindrical base before selecting the bottom half of the faces, removing them. I then attached the remaining half to the top of the cylinder, making a rounded top to the base. I then made a second cylinder, making this one thinner before stretching it up to be longer, placing it through the rounded top to make the main pole of the lamppost. I then created a third cylinder, leaving this horizontal. I then thinned it out to the same width as the main pole and stretched it out a bit, making the light attached pole, connected to the main pole. I then made a fourth thinned out cylinder, making it much shorter in length. I then put it at roughly a 45-degree angle, placing it between the light pole and main pole, acting like a support. I then made two more spheres. The first of the two new spheres, I scaled up and stretched out into an oval then flattened it down a bit. I then selected the bottom half of faces and moved them up, flattening the bottom half completely flat. I then took the second new sphere, making it smaller before replicating the process but with a flattened top. I then put them together as a lamp bulb and bulb cover. I then attached the bulb and cover to the light pole. I did further research into Maya to better my skills as I progress so I can better use the tools [4] [5] [6].
The bridge tool is something I will need to learn how to use properly as it is clear the issue may have occurred due to improper use on my end.
With the work I have done so gar today, I can confidentially say as I look back on it, that I am proud and happy with it. I am especially happy with my work around on the bridge tool issue by improvising with manual work, but I will work on doing it the faster, proper way in future.
[image: ]Fig.2 Final lamppost

24th of October
Making a Can:
Today we had to make a can in Maya, which ended up taking more effort than the last two due to consistent issues of things not working. This one I started by making a cylinder which I needed to slightly thin out then stretch up. Then like with the lamppost, I made a sphere and removed the lower half of the faces once it was scaled to the same width, making a rounded top for the can. I then made another cylinder, making it thinner and flatter, placing it through the rounded top to make a flat top to the rounded top. I then elected the edges of the top cylinder, moving them upward a bit to make a lip around the circumference like a real can. I then made a circular torus, laying it down flat on the flat can top. I then scaled it down and stretched it carefully to make a ring pull to open the can. The issues came in the form of problems with scaling where things would warp when scaled but after some trial and error, it started to work right. I continued my research into Maya's tools like the bridge tool and mesh combining [7] [8] [9].
Getting the shapes correct proved to be a challenge thanks to the warping error, which was the result of Maya not cooperating properly, but forceful tweaking fixed the issue. The means of completion were slow and unconventional given the forced rinse and repeat but it came out good in the end which is what matters.
Looking back on it, my can doesn't look the best, but I am proud of it regardless given it was made well enough to know it is a can despite the errors that hindered me. If I get any future reattempts to make it again, I will aim to make it more detailed in the design, so it looks better.
[image: ]Fig.3 Final can

31st of October
Making a house:
Today's task was for us to make a house. Compared to the previous ones, the skill I developed thus far made me more confident in my ability to handle this well. I started by making a cube, scaling it up into a much larger structure. I then duplicated the cube, placing the double on the top of the first. I then selected the back and front top face edges, moving them in until the overlapped, making a triangular prism as a roof. I then made 3 new cubes, scaling two up to equal sizes while the last I scakled and shaped into a rectangle. I then placed two equal sized ones against the front of the House base has windows and the rectangle as a door. I then used the key command ctrl E to offset each of them one at a time. I then selected the offset faces before shift click moving them in to make window frames and a door frame. I then made four more cubes, stretching and thinning each of them into bars, setting two of them to be horizontal, making a cross frame for one window and the door for extra design. I then made a sphere, scaling it down to place on the door as a doorknob. I continued to further my research into Maya with tutorial videos [10] [11] with one being a video on hard surface modelling which turned out not to help [12].
In the making of this asset, no problems occurred so this one did not take long to make. Due to the quick process, I was able to relax more in my approach with it. This allowed me to experiment a bit with the tools to get some practical research in. 
I am proud of how the house came out as while simplistic in design, allowing you to see it is a house, the process in which it was made shows my growing skill in Maya. Honestly, if I had a chance to do this again, I wouldn't change it as it works well as it is.
[image: ]Fig.4 Final house

21st of November
Making a cup and saucer:
Today's task was for us to make a cup and saucer. Now this one had a few issues which occurred, but nothing that held me back too long save for my own physical injury of having a hurt right shoulder which prevented me from doing anything for as few days. I started with the cup itself, making the bowl of the cup by making a cylinder which I offset with the key command ctrl E and shift click moved down, hollowing it out like I had done before with the other models. I then moved the top edges out to thin out the walls of the bowl and push it out more at the top. I then made a circular torus, scaling it down a bit before I attached it to the side of the bowl as a handle. I then deleted the face of the circular torus that had clipped through the bowl of the cup, moving the remaining edges into the wall of the bowl so they could not be seen anymore. I then made the saucer by taking a cylinder i made and flattening it. I then stretched it out and curved up the outer edges, making a bit of a lip. I then made another cylinder, flattening it more before attaching it to the bottom of the first, making a saucer base. I also furthered my research again as I have been doing each day, aiming this research towards the more technical side of things for beginners in Maya by checking a master class to start with which was a long video so i watched it in split parts over time [13]. I then read a free online course that was for teaching the essentials [14]. After that, I aimed at more professional tips and tricks, so I investigated a video for beginners' advice [15].
The only issues that occurred outside of the delay from my injury were faces and edges looking weird when I moved then, making me stop to fix the weird transformations. After some tweaking and deleting, I got them looking right and fitting smoothly. While the issue did not necessarily set me back too much on their own, the frequency in which they occurred did which proved to be aggravating.
With my cup and saucer, when I look back on it, I can't help but feel like I could have done more with it. Despite this, I can live with how it came out as it works even if they are not your conventional cup and saucer. If I had a second chance at this, I would try and design it more to make it look better.
[image: ]Fig.5 Final cup and saucer

2nd of November
Animating a 3D model:
The task for today was a bit different as while it was still in Maya, we had to animate an existing model instead of making a model. We were provided a model of an industrial robot arm like the ones on factory production lines. As I have studied animation and animated quite a few times through my life, the process of key framing was not new to me as well as the process of frame-by-frame animation in both 3D and 2D animation. 
I downloaded the provided model and opened it up in Maya, starting by seeing how it moved to get an idea of how it was articulated. Given we were given freedom how how we animated it, I started testing the full range of motion to know what affected what and the limits of each part. I then keyframed it and played the speed, moving it so the animation path it followed was of it drawing back before punching forward fast in a jab. I then added it moving lower, performing a low 360 swipe like an AOE attack. 
Given my experience with this type of work, I encountered no issues. I spent the time altering the speed and angle of each motion to find what looked best in my own opinion. 
For this one, there was nothing to look back on for me as it is all comprehensive stuff for me, so it I had no negative thoughts on it and it was not that overly impressive so while I am happy with it, I am not overtly proud of it given it did not push my existing field of skill.
[image: ]Fig.6 Final Animation
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