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[bookmark: _Toc1788665998]Development dairy 

[bookmark: _Toc243699862]Week 1
In the first week on Thursday the 5th of October, I Looked into the 3D software Maya and going through what is to be expected by us for our assignment. While going through Maya for the first time I was presented with their own interactive tutorials that included basic skills, intro to basic modeling, intro to animation and intro to lighting and shading. With the time in university, I was able to complete the basic skills tutorial where I was shown how to move the camera and objects inside the software. [image: ]
I would then go to complete the ‘Intro to modelling’ in my own time on Saturday the 7th of October where I learned what faces, vertices and edges were, giving me a better understanding of how 3D models are created. The tutorial also went through the attribute editor where I was able to see that the shape of the model could be changed with numbers and did not just need to be moved using the scale tool. Using numbers allowed me to get a more accurate size as I can be specific about each height and width. Towards the end of the tutorial, it goes over a bit of sculpting showing me the brushes and how to change the strength or size. In the end I created a base for a statue to stand and moved it into a town scene. (The end result shown in the screenshot below).
[image: ]


[bookmark: _Toc1520422251]Week 2 
Going into the 2nd week I had a basic understanding of how to move, scale and rotate objects. In the 2nd week we went into further detail on the interface of Maya and the tools that are included within it. I was also shown LinkedIn learning where they have tutorials that I can follow to increase my knowledge with the software and go over anything I was struggling with. 
During class on Friday the 13th of October, I made a lamp post from watching the lecturer create one and followed what he did resulting in the lamp post shown in the screenshot underneath. In this session I learned how to extrude from an object therefore allowing me to be able to create the shape of the lamp post and smoothing at the end so that the object does not look too sharp. (The result shown in the image below).
[image: ]
During this week on Saturday the 14th of October on the outside of university I started going through the ‘Maya 2024 Essential Training’ course by George Maestri who is an animation director and producer. From what I got through the course so far, I started to get a proper understanding of interface of Maya, and I was starting to be able to do things in Maya by using shortcut keys making the process of creating 3D models quicker. [1]

[bookmark: _Toc1345964764]Week 3
 In this week in class on Thursday the 19th of October I further carried on learning the interface of Maya and I created some books that are at different heights and widths. On one of the books, I attempted to add more details by adding some sharper edges at the end of the book and more depth on some edge pieces so that it would look more like a book and less like just a box. To get some more details from the books I needed to get more cuts within a face and to do this I used the multi cut tool and then used the face select to extrude the shape out. As the edges that were extruded from the back of the book were sharp, I had to scale them in and smooth them so that they would look like they were supposed to be there. (The result shown in the image below).
 [image: ]
In this week outside of university on Sunday the 22nd of October I also followed a tutorial on how to create a coffee cup in Maya. The video goes through many aspects of Maya such as smoothing, extruding, bridging, and using the multi-cut tool. This was a good video for me to further understand the program Autodesk Maya as it went into further details on tools that I did not have much knowledge about before. The tutorial video helped me understand how to make odd, shaped parts like the cup handle with bridging and I feel that having this knowledge will help me for my future 3D models. [2] (The result shown in the image below).
[image: ]


[bookmark: _Toc974069300]Week 4
In the fourth week of ‘Learning in the Digital Era’ on Thursday the 26th of October I created many quick models within a challenge. The challenge was to create a 3D model that was randomly chosen in 20 minutes time. At the start of the challenge, I was not as quick at using Maya however, on the last couple of challenges I started to use referencing more and therefore getting a more realistic result in a quicker amount of time. The images below are the results that came out from the challenges. 
[image: ]The first prompt was to create a screwdriver within the 20-minute time limit. When looking back at the result I can see that going for a cube start instead of a cylinder caused me some problems when getting to the top of the screwdriver. This is because I needed the top to be smoother. I could have also added a new cylinder on top of the cube bottom to get the same result.
[image: ]In the second prompt I had to make an anvil. When creating the anvil, I found that the overall shape had many sharp and smooth edges. So, this therefore meant that I was spending a lot of time looking for how smooth or sharp they should be to get the best outcome in the end.
[image: ]In the final challenge of the day, I had to create an object that could be found in Ikea and so I went for a chair. In this attempt I went to use reference for the creation, and this therefore allowed me to get the shapes and sizes more realistic. [3]

[bookmark: _Toc780601740]Week 5
On the Thursday the 2nd of November we did the same challenge from week 4 again within the class time. Having better knowledge in the software and the importance of using references, going into the challenges this time around I felt more confident in my ability to create the 3D models. 
[image: ]One of the challenges was to create an axe and I used reference to help me get the shape [4]. In the time I had I was able to create the shape of the axe and bevel it so that I could give it some smoother edges.
After the Axe, the next challenge was a chest. Using the reference, I tried to create the top to match and when I got to a point that I liked I ended up running out of time [5]. (The result shown in the image below).
[image: ]
Finally, on that day I was asked to do a 3D model of a monitor. As I am working on a monitor, I did not need to find references online. From being able to see the monitor in front of me it allowed me to understand the size and shape more. (The result shown in the image below).
[image: ]
On Friday the 3rd of November I completed my dumpster 3D model that I was doing throughout the week. The dumpster 3D model was straight forward at the start of the creation as it was simple shapes however when it got to the wheels of the dumpster it became more difficult to model. This was due to the overall shape of the wheels and the other parts that were holding the wheels to dumpster. (The result shown in the image below).
[image: ]
To get to the result of the dumpster bin I used two reference images to get the right shape [6] [7]. I used the blue dumpster bin [6] to get the front of model shape and the green reference dumpster I used for getting the side, back and the wheels [7]. Having used the reference images, it allowed me to understand all the different parts of a dumpster bin for me to get the best result in the end.
Finally, when I got to the end of the 3D model of the dumpster bin, I wanted to add colour. To do this I had to assign a material ‘Stingray PBS’ and then I was able to change the colour and change some other attributes to give it a more metal look. I went for a blue colour for the main part of the dumpster bin and black for all the other parts like the side handles, the bin lid, and the wheels. (The result can be seen in the image below).

[image: ]

[bookmark: _Toc1564547741]Week 6 
In week 6 on Wednesday the 8th of November, I created a soda can by following a tutorial that I found on YouTube [8]. During the creation of the soda can I started by using curves and following the reference image on one side of the can. I then went onto to use the revolve tool what allowed me to go from a curved line to a 3d model of the soda can. This was useful as I could go onto deciding how many polygons, I wanted on the model therefore making it smoother the more I added. After that, I had to fill the holes in the bottom and the top of the can. As the top and bottom had only one face after filling it, I used the Poke tool to create more. Towards the end of the video, I had to extrude the top and scale it to get to the right shape. (The final result after the video below as a screenshot).
[image: ]
After the first video I moved onto the secound video that would go over how to make the top of the soda can [9]. While going through the video I used the quad draw tool to model the pull tab of the can. Once I got the right shape, I extruded it so that it could have some thickness. When I got the right size and shape, I went on to bevel the edges to that the sides would look more smooth and less sharp. Finally, I go onto placing the new object on top of the soda can. (The final result after the video below as a screenshot).
[image: ]
[bookmark: _Toc25598416]Week 7
In week 7 on Tuesday the 14th of November, I started to create a cup and saucer within Maya following a tutorial on YouTube [10]. As I had an understanding on how to make a cup from week 3, where I followed a YouTube tutorial for that 3D model creation [2], I knew how to make a cup so I found a reference image of a teacup that I liked and wanted to 3D model [11]. I created the teacup first and I did this by following the reference image [11] and using the knowledge from week 3 to get the right shape. I used bevelling, bridging and extruding to complete this. (Result of teacup in screenshot below).
[image: ]
After the teacup was done, I moved onto creating the saucer for the teacup to sit on. This is when I used the YouTube tutorial [10] to help me understand the process of what would need to be done to get the right shape. I also needed to make sure that the size of the saucer would fit to the size of the cup. To create the saucer, I used to extrude and bevelling to get to my final 3d product. (Final product of teacup and saucer in screenshot below).
[image: ]
On Thursday the 16th of November I was given a challenge during class time to create a frying pan within a 15-minute time limit. When creating the frying pan, I used a reference image [12] to allow me to see the shape of the frying pan I was going to model. When creating this frying pan in the 15 minutes I felt comfortable using Maya and had a good understanding of the tools that are there to use. 
[image: ]
[bookmark: _Toc2108682334]Week 8 

Between Tuesday the 22nd and Wednesday 23rd of November I worked on creating a house on Maya. I followed a tutorial to help me get through the 3D model [13]. The creation of the house has been the hardest model so far as there were so many parts that needed to be added and cut off. I started with the main shapes and went into more detail towards the end. Throughout this Maya creation I used Shift+D to duplicate some of the fence as using this duplicate option allowed me to get the same distance between all the duplications and therefore get a clean look. (Final result shown in screenshot below).
[image: ]
[image: ]
On Sunday the 26th of November I wanted to start doing iterations of the models I had created before and so on Sunday I went back to create a new lamp post model. I wanted to create the new lamp post without using any tutorials and just a reference image [14]. Comparing the new lamp post model to the first attempt in week 2 I can see that I am able to create a more detailed version and I feel more comfortable with the software itself where I do not need to go look for help on how to create certain parts. (Final result shown in screenshot below).
[image: ]
[bookmark: _Toc251956918]Week 9 
[bookmark: _Int_AAnfcHfW]On Wednesday 29th until the 30th Thursday of November I went on to create a new dumpster model to see if I can create a better model than the first time, I attempted it in week 5. With the new dumpster model, I was able to add more detail and in the end, I believe that this model was an improvement from the last dumpster I created. I used a reference image to allow me to visualise what the dumpster will look like and how different parts size up onto it [15].
[image: ]

[bookmark: _Toc7580952]Week 10 
In week 10 between the 7th until the 9th of December I created an iteration design of a house. This 3D model is the one that has taken me the longest time to create because of all the details that are included on it. The reference image I used [16] had only one angle and so with that I had to visualize what the other angles would look like. (Final result shown in screenshot below).
[image: ]
[image: ]
[image: ]
(House model turn around shown in YouTube video below)
https://youtu.be/ENE-L36dR7E
[image: ]
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[bookmark: _Toc1304636614]Summary 

Throughout the weeks of learning Maya, I believe that I can now create 3D models with high detail without the use of any tutorials. I can see that I have improved as I was able to go through the 3D models I created in the starting weeks and create iterations of them with more detail. I have a good understanding of the modelling layout within Maya and feel that I can model what I want now but I feel like with more practice I can become quicker. I have learnt the importance of using references to create the models as without them you are not able to visualise all the shapes that may be included and might not get the sizes to make it look believable. I also found that YouTube had many tutorials that helped me understand the software better and how a high detailed model would be created. I can see that my 3D models have gotten better from the first 3D model I created of a lamp post in week 2 to the new lamp post I created in week 8 and also my house model from week 8 to week 10. My biggest target was to be able to create my own models without the use of any tutorials or help and I am pleased at the stage I am at, but I know there is much more I can do to still improve.
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