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Lamp Post 3D model:
For this model the class had to make a lamp post. To make the general shape the class first selected a cylinder and extruded it up to where the Author wanted it to be. Moving forward after that the Author then selected the loop of faces at the bottom and then scaled it up to create a thicker bottom and to create the interesting effect of it sloping into the shape of the main part the Author did that by moving the loop of edges up  of the Lamp post then to create the curve into the right angle the Author did this by selecting another cylinder and had it pointing at a right-angle to make the curve and to connect them the Author first selected both the main part of the Lamp post and the cylinder which the Author created. Then went into mesh at the top in the workshop after going onto mesh the Author clicked combine this allows us to have 2 separate shapes be used as if they were the same shape even though they are separated. To create the curve, the Author had to use the bridge tool to use it they had to be combined, and the Author must delete the faces the Author wants to be joined. After clicking the bridge tool, it will connect the faces but won't curve it until you change the settings like change the curve type to Curve from Linear, and then up the divisions on the model to make the curve smoother and more appealing. Moving forward the Author selected a separate cube and modelled the lamp head by extending the cube and scaling it elongating it the Author then selected the edges the Author needed to bevel which makes the geometry more interesting the Author could have made it more interesting by making the head fit on the lamp post by moving it down and then making a raised bit under the head to show where the light is coming from. Then separately the Author tried making a different design for a lamp post which has a different shape, and the Author added a taper to create a spin effect leading up to the lamp head, which is kind of a lantern which could have a bulb in the middle. The Author would have made the bulb in the middle of the lamp by first modelling a bulb and putting it in the lamp then apply a transparent texture for the bulb its, self then add a spotlight from the bulb onto where it would shine on.
[image: ][image: A long metal object with a rectangular object in the middle
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Dumpster 3D model
[image: A grey object with grids

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

Description automatically generated][image: A grey circular object with a hole in the middle

Description automatically generated][image: A white circle with black stripes

Description automatically generated][image: ]For this model of the dumpster, the Class first selected the cube model and scaled it on the X axis to make it longer this allowed for your generic dumpster shape to be made. Then the Author selected the top face of the dumpster cube and extruded to create an outset then extruded again and moved down to create the kind of tub you see in figure. The Author then made the handles on the side of the dumpster the class did this by inserting an edge loop by using the tool insert edge loop but before you actually select the tool click on the little grey box next to it and change the settings to multiple edge loops and up it to 2 and then click on the edge you want to create the edge loop on and let go of it and it in creates new geometry on the cube. From the new geometry we can extrude it which will give us a block outwards (do this for both sides) after extruding it outwards select the faces at the front and back of the handles then control E to extrude and then outset inwards to create an inner part for the handles and once you’re happy with the size move the polygon closer to the model by selecting the polygon and moving it towards your model then extrude one more time and push it inwards towards the other side of the handle. The Author then modelled the wheels which needed the Author to select a cylinder and scaling it to squish the cylinder this made it look more like a wheel. After this the Author decided to select a side face of the wheel and extrude to create an outset and move it inward to create a slope, right after this select the outer edge and bevel you can do this by double clicking the edge, on edge mode to select the loop and pressing control and b to bevel this makes it look more rounded and smoother. The Author then extruded on the inner circle the Author made to move it backwards to give it more of a 3D effect.Figure 3 Dumpster with lid attached
Figure 2 The wheels with the outset and bevels
Figure 1 The tub and edge loops



House 3D model:
[image: ][image: A drawing of a door

Description automatically generated][image: A house with a grid of lines

Description automatically generated with medium confidence][image: A white door with blue lines

Description automatically generated]In this model  of a House the Class was first told to select the cube tool to spawn a cube then you need to select the insert edge loop tool this allows us to create geometry the Author used it to create a line going through the middle of my model this then allowed the Author to select both the faces on the top of the model and extrude to create an offset then you will need to select the 2 inner top faces and extrude this then allows you to switch to edges mode by pressing F9 and pull upwards to create a roof shape like the Authors model has in figure 1 then if you wanted too you can select the front and back faces of the roof and extrude and offset them and move inward to give it more depth. Moving forward the Class was required to model a door and window this had to be done as separate models, but first we will need to make an indent in the front face for an outline of where the door will be this can be done then for the door itself, we make use of the insert edge loop tool this allows us to create more geometry. For the indents on the door, the Author just extruded added an offset and moved it forwards to create the cool effect of it coming outwards then for the windows the Author did something similar but instead the Author extruded to create an offset then extruded outwards then extruded again but moved it inwards towards the model. Then apply the same techniques to the model of the window but just change the shapes.Figure 4 Door handle made using the extrude tool and the cut tool to make the keyhole
Figure 3 The windows model which also looks interesting due to its weird shape
Figure 1 The house model which has a slanted roof with windows and a door
Figure 2 The door of the House with a lot of interesting geometry



Cup and Saucer 3D model:
[image: A cup on a saucer

Description automatically generated][image: A cup with grid lines

Description automatically generated]For this model the Class started by selecting the cylinder tool which spawns a cylinder then you need to extrude and create an offset and extrude again and drag down to create the interior of the cup. Then to create a more interesting geometry you can bevel the edge going out and away from the model you can select all the edges by going on edge mode and double clicking on the edge you want to bevel and then press ctrl and B to bevel the selected edge. After this you need to insert edge loops on your cup for where you can put your handle. After doing this you need to select the edge loop 1 up from the bottom and scale it down to move it inward to create the effect that its sloping down and then select the bottom edge and scale outward to create a wider base. And then to make it more interesting you could bevel the edge by pressing ctrl and b to make a more rounded edge. After bevelling select the bottom face of your cup and extrude and offset to create a bottom select the offset and move it upwards so it curves into the circle and creates a base at the bottom of the model. Moving forwards the Author struggled with the handle as it was hard to get the correct shape. The way the Author made the handle was by having a different model which was 2 different cylinders and then the bridge tool, to use the bridge tool I had to delete the 2 front faces of the cylinders and then go on mesh and connect them as if they were the same model and then bridge them, it should look weird when you first bridge but then what you want to do is select the blend mode with the options that pop up and it curves around to the other cylinder and you will need to add divisions to create a better curve the Author then made some parts of the handle bigger to make it more Interesting. the Author then used the smooth tool by pressing 2 to make the model smooth which also made the handle look better since it gave the Author trouble. Then for the saucer the Author selected the cylinder tool to spawn a cylinder in and then squashed it to make it thin then extruded and created an offset outwards to create the outer part of the saucer the Author then moved the extrusion upwards, so it still pulls to the center. The Author then selects the outer faces and extrudes creating an offset out again and moving it up to create an upper lip to the edge of my saucer.
[image: A circular object with a cross on it

Description automatically generated][image: A cup on a plate

Description automatically generated]

Can 3D model:
[image: A close up of a can

Description automatically generated][image: ][image: ]For the can the Author started with a circular plane  then extruded it to give it thickness. After this extrude again and outset close to the edge then extrude that face and extrude upwards this creates an outer lip for the can and an edge which can contain liquid if some comes out of the interior of the can. To make the hole in the top of the can the Author used the knife tool to cut the shape the Author wanted into the top of the can you can then select all the faces in the area you want to be a hole and extrude and move the selection down. Then to make the polygon black you have to go across to the rendering tab and select the multicoloured orb this allows you to choose a flat colour and apply that too your model. Moving forward the Author decided to work on the ring pull, the Author made this using the Quad Draw tool which is in mesh tools. But before you use quad draw you need to find a high-quality image of what you want to make your model of. The Author used the image shown in figure 1 to quad draw to make the model shown in figure 2. How Quad draw works is you make 4 points by clicking and double click to make the polygon since you made the first polygon the rest can be done by making two points since the model has an existing 2 points from the other polygon. And since the Author only needed to Quad draw half of the model since we can use the mirror tool to get the other half done swiftly. Before using the mirror tool, the Author would recommend adding more geometry using the insert edge loop tool. Then you can add your ring pull to your can model. Since we have finished the top part of the can, we can now move on to the main body which is a lot simpler the Author first selected the bottom of the can and extruded downwards and then scaled up  to make it have the slope as shown in figure 3 and then the Author extruded downwards to create the cans bottom base. Similar to how the Author did the top half of the can but the Author extrude down and scale inwards towards the middle of the model to create the base. Then the Author extruded with an offset to make a circle in the middle of the base and move it upwards a bit towards the top of the can.Figure 1The image that the Author used in Quad Draw
Figure 2 A recreation of the ring pull from figure 1
Figure 3 Has a slope down and away from the top of the can.
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