10th of October
First thing we made was a dumpster so for the dumpster I used a cube, stretching it into a rectangular prism. I then off set the top and moved the offset down to hollow it out while making walls. I then moved the edges at the front and back wall one at a time to form a neat, slanted angle across them.
just for fun I made another rectangular prism and flattened it quite a bit before measuring it to make it just a bit bigger than the dumpster. I then set it on the dumpster as a lid. 
I had a few issues in trying to make things work but I eventually got the hang of it but to be safe I’ve marked all the short cut commands in a list for memories sake.
Looking back on my work, I can say I’m happy with how it turned out but maybe I could’ve added handles but its fine. With these skills I now know how to better design things and how to do novice level 3D modelling as before this I couldn’t do any as I’d just animate 3D and 2D assets and make 2D assets.
To organise my work better I’ve decided to designate handling the Maya 3D modelling work to Fridays so I can focus on other class work on my Thursdays and Mondays.
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17th of October
Today we had to make a lamp post and fortunately this one was simple save for the slight issue with the bridge tool as it wouldn't work. I started with a thin and stretched cylinder to make the base. I then made a sphere and matched its scale to fit with the cylinder to give it a rounded top. I then made a thinner cylinder and stretched after clipping it into the base to make the pole. I then did the same thing again but this time I rotated it to be horizontal and sat it across the top of the pole. I then made a shorter one and angled it between them like a support. after that I took a sphere and reshaped it before flattening one side to a flat surface to make the end of the post. finally, I did the same thing again with a smaller sphere with the opposite side flattened to be the bulb.
The bridge tool is something I’m going to need to get a hang of as it wouldn’t work but it wouldn’t be learning if there weren’t issues, so I’ll endeavor to sort that out and get better.
Looking back on the work I did I can comfortable say I’m happy with how it came out with my work arounds applied to get it done through manual work, but I will work on doing it the faster way for the future.
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24th of October
Today we had to make a can in Maya so for this one it took a bit more effort as some things wouldn't work right. I started by making a cylinder and thinning it out a bit before stretching it up. I then made a sphere which I scaled to fit with the top of the cylinder to make the rounded to of the can. I then used another flatter and thinner cylinder to clip with the sphere to make the flat top for the can. I then moved the edges of the cylinder to make a bit of a lip to the edge before adding a donut which I shrank down and stretched out to make the ring to pop the can open. the issues I was having was trying to scale thing properly but after some trial and error I managed to sort it out.
Getting the shapes right was quite fiddly for me as Maya wasn’t cooperating properly but through some forceful tweaking, I managed to drag edges and faces to better shape it slowly, so I got it in the end by unconventional means for what I was making.
My can doesn’t look the best but I’m proud of it for how I managed to work around the issues to make something presentable but for future reattempts I will try and get it more detailed and try some new ideas to see if I can’t get it looking better.
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31st of October
Today we had to make a house and I will say this one was easier as I had some practice by this point, and I just had to start with a cube which I scaled up. I then made an equal sized cube and put it on top before pressing it down a bit and dragging in the back top and front top edges to meet in the middle to make a triangular prism slanted roof. I then used smaller cubes and flattened them, placing them at 3 separate points before off setting them and shifting the off set in to hide inside the main cube that makes the body of the house to make frames for the windows and door that i then stretched into better shapes. I then made two more cubes for one window and two more for the door, thinning them to the frame sizes with one going vertical and one going horizontal to make a cross frame for the window and a more designed door. finally, I made a small sphere and put it on the door as a doorknob.
This one didn’t present me any problems and honestly didn’t take long to do which was fun as I got to relax a lot more with this one and I got to experiment a little bit, so I learnt how to do things better which shows progress compared to earlier projects.
I really like how the house I made looks even if it is a bit basic as you can see the dimensions of each part that makes it up so its clearly a house and all of it comes together well and I can confidentially say I’m getting with Maya.
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21st of November
Today we had to make a teacup and saucer so for this the process had as few issues occur but nothing that set me back too much other than having an injured right shoulder which kept me back from doing anything for a few days. I constructed the base bowl of the cup by using a cylinder that I off set and moved down to make it hollow before I moved the edges to at the top out to thin it out and to push it out at the top to make an angle. I then moved the faces out to thin it out more. I then used the donut shape to make the handle, turning it and clipping it through the side of the cup. I then deleted the parts on the inside of the cup and moves the edges to make sure there was no clipping.
For the saucer I took a sphere and flattened it, moving the edges at the edge to turn it up to make it like a lip to the edge like a saucer would have. I then moved the faces and edged at the centre underneath to make a base for it.
The only hiccups along the way were faces and edges not looking right when I moved them so with a bit of tweaking and deleting, I got them to fit smoothly which was good cause while they didn’t set me back, the frequency in which issues occurred was starting to aggravate me.
Looking back on my teacup and saucer, I can’t help but think I could’ve designed it better in the way of making it look more like a conventional teacup and saucer, but I can live with it. If I had a second run of this I would try and design, it a bit better but despite that I’m happy with what I got.
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28th of November
Today we had to do something a bit different and that was to animate a 3D model, so we were provided an existing model of an industrial robot arm like the ones in factories and as I’m an animation student who has been doing keyframe and frame by frame animation for both 3D and 2D animation for quite a while now, this wasn’t hard to do at all.
I downloaded the model and opened it up and started tweaking the angles however I wanted as we were given the freedom to make the animation what we wanted it to be so for me I keyframed the motions to alternate speeds and move like it is pulling back and jabbing forward in a punch before doing a fast low 360 swipe like an AOE attack in a game.
I honestly had no issues with this and just kept changing the speeds and angles to find which looked the best to me for this, so it was more fun than work at the end of the day as I was able to just breeze through it.
For this there isn’t much to look back on as the animation was simple but smooth and it was something I’ve done dozens of times, so it wasn’t a new experience for me and didn’t really push my existing skills in the field that much.
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