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Development Diary
[image: A green dumpster with a black lid

Description automatically generated]October 5th – I began with the dumpster asset as I was still a novice and the dumpster asset has fairy basic geometry. I started with looking for a reference image that I could base my asset off, below is the reference image that I attempted to resemble.





Firstly I created the basic shape of the dumpster by re-scaling a polygon cube and extruding the top layer to create a lid. 
[image: A screenshot of a computer

Description automatically generated]

[image: A screenshot of a computer

Description automatically generated]Next I created edge loops across the lid of the dumpster to create the ridges. This was achieved by clicking the properties on the create edge loop tool and selecting the equal multiple loops feature and set the amount to 10.


[image: A screenshot of a computer

Description automatically generated]The alternating segments on the top of the dumpster were then extruded.

[image: A screenshot of a computer

Description automatically generated]The edges of the extrusions were then bevelled to give a rounded end.

[image: A screenshot of a computer

Description automatically generated]The sides of the dumpster were then extruded in the centre and the faces were removed to create holes. I also removed the excess edge loops.

[image: A screenshot of a computer

Description automatically generated]A dumpster leg was then created and then duplicated and placed on the other side before finally combining all of the separate components together.




October 12th – The next asset I created was the lamppost. 
I began with finding a reference image to base off. Below is the lamppost I have based my asset on. [2]
[image: ]







The post was the first thing I created, this was done by starting with a cylinder and scaling up the length. 
[image: A screenshot of a computer

Description automatically generated]
[image: A computer screen shot of a pole

Description automatically generated]Next I worked on the base of the lamppost, edgeloops were created to extrude and create depth and the stand for the lamppost.




The head of the lamppost was then created separately, using a cube I reshaped it to resemble the lamppost. Extrusions were then made to create the faces of the head and the top face was descaled and dragged upwards to create a pyramid shape on the top.
[image: A screenshot of a computer

Description automatically generated]
[image: A screenshot of a computer

Description automatically generated]The head was then positioned on top of the post and everything was combined to create the finished lamppost.



October 19th – Next up was the house Asset. I once again found a reference image to work off. Below is the reference image used. A YouTube video was also used for guidance as the house was a rather tricky asset for me. [3]
[image: A small white house with red roof

Description automatically generated]










I began with the basic shape of the cube, the edges on the top were brought together and dragged upwards to create a slanted roof.[image: A screenshot of a computer

Description automatically generated]

The faces of the roof were then extruded length wise to create an overhang.
[image: A screenshot of a computer

Description automatically generated]




[image: A screenshot of a computer

Description automatically generated]I then created an edge loop around the bottom of the house to create a thicker foundation.

[image: A screenshot of a computer

Description automatically generated]A square on one side of the slanted roof was created and then extruded to create a chimney.




[image: A screenshot of a computer

Description automatically generated]Several more square faces were created on the front of the house to create windows, the mirror tool was used to create a symmetrical window on the other side of the house. These were then extruded and moved inwards to create depth.

[image: A screenshot of a computer

Description automatically generated]Two stairs were 	built by extruding a cube and moving them into place.




[image: A screenshot of a computer

Description automatically generated]Finally, a door was created and all separate components were merged.


[image: A blue can with water drops on it

Description automatically generated]October 26th – The soda can was up next; reference image is below. A YouTube video was also used for guidance on how to create the pull tab. [4]
Firstly I will create the basic shape using the cylinder polygon mesh.[image: A screenshot of a computer

Description automatically generated]

[image: A screenshot of a computer

Description automatically generated]Next I will select the top face and extrude layers, making the face smaller in scale before dragging upwards to create the cone shape.



[image: A screenshot of a computer

Description automatically generated][image: A screenshot of a computer

Description automatically generated]I bevelled the edges to make it looks smoother.

I then began to create the pull tab by reshaping a cube, this was done by selecting individual vertices and manipulating them.





[image: A screenshot of a computer

Description automatically generated]Edge loops were then created and moved around to create a face for removal, once this face was removed I used the bridge tool to fill in the missing parts of the inside of the tab.

[image: A screenshot of a computer

Description automatically generated]The smooth feature was then used to make it less rigid.





[image: A screenshot of a computer

Description automatically generated]Finally, it was placed atop the can and combined with the can to make it all one asset.



[image: ]November 16th – The final asset I created was the teacup. Reference image is below. [1]
[image: A screenshot of a computer

Description automatically generated]I began with a cylinder that was then manipulated and extruded to create a cup shape with a compartment for holding liquid.

[image: A computer screen shot of a computer

Description automatically generated]Next I created the saucer, this was also done my reshaping a cylinder, I made sure to scale them correctly so that the cup would fit in the saucer. The inside face of the saucer was dragged downwards to add some depth to the saucer which would keep the cup in place.



[image: A screenshot of a computer

Description automatically generated]I then began work on the handle, this was achieved by creating four cubes aligned on the same Z axis placed near eachother resembling a loop. The bridge feature was then used to link all of thes together and create a handle shape.

[image: A screenshot of a computer

Description automatically generated]Finally, the smooth and bevel features were used to make the handle less jagged and similar to the reference image. The teacup was then repositioned to sit on the saucer.
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Summary
To conclude, I am relatively pleased with my assets. Regarding workflow, I set aside a day each week to get one asset done. I stuck by this schedule and am pleased to say that I managed to complete each asset in one day. 
When it comes to the assets themselves, there is definitely room for improvement. Each asset could be refined, and I would have liked to have textured or at least recoloured segments of each asset. Sadly however, I was not very confident in this field and that is something to improve on for the next assessment. 
Research on each asset was very helpful, there are a large number of tutorials online for how to create specific assets in maya and these go into far more detail than I have done. However I primarily used research for reference images. 
My referencing skills can be improved, although I used external help in the form of a citation website called ‘CiteThisForMe’ which will present me with the correct IEEE referencing format. Knowing how to refer to these citations is something I need to improve upon.
Santino Luzzi (2320579)
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