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	Since I knew the main body would be round at the sides I started with a cylinder that I squished down, extruded it twice, made the top face smaller with the scale tool then moved that face back down to create a bowl shape. For the handle I simply extruded one of the faces on the side and pulled it out. I looked at a cast iron pan on pinterest for reference [1]
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	For the ax I knew I could make the axehead out of extruded parts so I only focused on the stick body for my starter shape, I chose a square that I scaled on one side and selected the edges to bevel them. For the blade I wanted it to be only a single edge and not a face so I couldn't extrude it, instead I connected the two sides with the connect tool and scaled the edge between them larger and moved it forward, creating a rough blade, I then used the bevel tool on the perpendicular edges to make it curve and on the blade's edge to make it rounder. I like the overall rounded appearance of this piece, a result of the bevel tool, as it makes it look more true to the reference by turning normally rigid lines into curves. I looked up a simple ax for reference [2]
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	The chest started as a cube, I beveled the top a few times to round it out then I selected the right and left side together and did the following: extruded them, scaled them down, extruded them again, then moved the face inward, I had both of them selected so the end result would be symmetrical. I used a prop treasure chest as reference [3]
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	The sofa was a cube I extruded and scaled into an L shape, I then tilted the back slightly so it reclined like a chair would, for the cushions I extruded every face on the front, brought them forward and scaled them larger, then extruded them again to give it volume, I then beveled all the edges to make them look plush. I used a portland sofa as reference [4]
6/12/23


	[image: ][image: ]
	For the soda can I created a cylinder and beveled the sides, then I moved the bottom more upwards to warp the bevel as the bevel only gives perfect 45° angle cuts but my reference has angles closer to 30° giving it a squashed look. For the can tab I created a separate plane and cut out squares to match the holes in a normal tab, it was looking too square so I beveled all the edges to make it round and placed it on top of the can at an angle. I used a pepsi can as reference [5]
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	The dumpster varies so I chose a singlet waste bin type. It started as a cube which I extended and extruded a few times to create a lid, for the mouth I extruded a face and moved that face inward. For the wheel holes I beveled the vertices creating a triangle-shaped divot and for the hinge extruded a face and pulled it out, then beveled the sides to make it more circular. I used a 2 wheeled waste bin as reference [6]
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	To make the roof I beveled it and then connected both sides to make an edge. Then I lifted that edge up like a tent pole. For the door and window i made and edge loop and connected that loop to the floor to make edges that go down, for the window i also made one in the middle of it, then for both i extruded and moved them to make a visible ridge around them, and then extruded and pushed them back into the house. For the chimney i extruded a square and rotated it to match the horizon.
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	For the lamppost I actually started with a cube so I could retain its octagonal shape in the lamp as the cylinder was actually too round for my tastes. I inserted an edge loop to separate the lamp from the pole and beveled the pole again, then used the edge loop to cut it into a few more sections and scaled them to different sizes, the last section I made into the lamp and sized the top face larger to match the ref. To make the ribbed effect I selected every second face on the beveled pole and scaled them down. Ref [7]
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	I started with a cylinder and cut it with edge loops, then I scaled the sections and pushed the top face inward to make a bowl shape, then pushed the vertex a bit more to make the surface less flat. To smooth out the cup’s surface I ringed it and made each ring slightly smaller as it went down. For the hole I deleted the faces inside the teacup handle then used the bridge tool. Ref [8]
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Reflection

Something I improved on is visualizing objects better at their smaller components; to make something like a sofa I had to first imagine a square and reverse engineer what tools I would use to mold it into that shape, this tested my knowledge of 3d geometry and how to morph it.

I struggled with finding the right tool in maya, it has lots of very niche tools that I had difficulty sorting through, in particular I struggled to find a gap-filling tool which made my early attempts to cut holes in objects choppy and left unclean cuts until I found the bridge tool.

I used the website citethisforme.com which helped me gather and format my citations in IEEE, this was a huge relief because IEEE is a complicated format style that I don't usually use.

I also used the website stackoverflow.com for questions about maya because the people on that site know much more about the software than me, this helped me find the right tools for what I wanted and get more advice made for beginners
image3.png
# Fie Edt Create Seled Modfy Displyy Windows Mesh EditMesh MeshTools MeshDisplay Cumes Sufaces Deform UV Generate Cache Amold Help =

e ©ie

Modeing ¥ @ © ~ Notwesutace | |~ symmeton

- Poly Modeiing
P - - o - = N A
COMBLAOSO: | @ | 4ETE | E | /| RwesaBExX
Outiiner View Shading Lighting Show _Renderer _Panels
Gy SmD GE =ME A 4 HEOE BEDNIEseoE v (e - Channels Edit Object  Show
- 1 L, :
- g
E ]
- 3
<% pCubel
@ cefauntigntset
@ defauttobjectset Select objectsin the scene to view,
it and set keylrames on channels
Gttributes
Display.
Loyers Options Help
e @
>
m > = ‘ »
g 1 i 4 p Pl

@ sokct ook et an ot e @

s
s B

& 10°C Mostly cloudy A~ T dx





image25.png
#4 Fle Edt Creste Select Modfy Display Windows LightingShading Tedturing Render Toon Stereo Cache Amold Help

A} e

Rendeing v | i@ & 9 H

 ORBAOSe B | 42TD | B |

outiner Bl
Dispay show _Help W TR D]

@ © ~ Nolie Surface * Symmetry: Off

CES 1.0 SDR-video (sRGE) -

g - <

< pCubet

@ cersutignset
@ cerautonjectset

persp.

1 1 1 120 120 20 L No Character Set No Anim Layer

MEL

@ m i ‘ m & 10°C Mostly cloudy A~ T dx

Workspace: (General*

| Bwe e Ex X

Channels Edit Object Show

pCubeshapet

Vs (tick to show)

weTS
polyBevels
polyTueaks
deleteComponentt
polyTweaked
polyBevela
polyBevel3
polyTweals
polyspitt
polyBevei2
polyTweal2
polyBevelt
polyTweakcl
polyExtrudeFace
polySpitRing2
polySpitRing1
polyCube1

Display.
Layers  Options  Help

PR

« >
(RN B SRR

241ps

16
s B





image5.png
# Fie Edt Creste Seled Modiy Display Windows

Fx vl EimEoc

BELOS =

Display Show  Help

J

pCubet
@ cersuttigniset
@ cerautonjectset

1 1 1

@ vor ok st oot 0 move

FOCARC -

=N L D[]

[E% €D s ¥

CmE =

Workspace: (General*

-\

Channels

QBExX @
A0,
o oz ew g

Select objects in the scene to view,
edit and set keyframes on channels

Display.

Gttributes)

Layers  Options  Help

No Character Set No Anim Layer 241ps

& 10°C Mostly cloudy

PR

»

(RN B SRR

v’:; <)

|
11:39

A s B




image13.png
# Fie Edt Crete Seled Modfy Display Window:

Rendering v

B

Outliner
Display Show  Help

-
<3+ pCubel

@ cersutignset
@ cerautonjectset

Emaoc

- Poly Modeling

&0 %

e

&

View

m

Lighting/Shading

Shading

Qoo

+=T@E |

Lighting

Texturing  Render

Show  Renderer

=N L D[]

Toon

@ © ~ Notwe surface

Panels

Amold

Symmetry: Off

120

MEL

persp.

120

CES 1.0 SDR-ideo (sRGE)

200

No Character Set

y | BwmesQBExX

No Anim Layer

& 10°C Mostly cloudy A~ T dx

Workspace: (General*

LA
Channels Edit Object Show

pCubeshapet

Vs (tick to show)

weTS
polyExtrudefaces.
polyTueaks
polyExtrudeFaces
polyTweakd
polyExtrudeFaced.
polyTweals
polyExtruderace3
polyTweal2
polyExtrudeFace?
polyTweakl
polyExtrudeFace
polySpitRing1
polyBevei2
polyBevelt
polyCubet

Display.
Layers  Options  Help

PR

« >
(RN B SRR

241ps

140
s B




image8.png
# Fic Edt Create Select Modfy Display Windows Key Plajoack Audio Visuslize Deform Constrain MASH Cache Amold Help

Animation v

Outliner
Display Show  Help

<3+ pCubel
@ cersutignset
@ cerautonjectset

EmEoc
o Surfaces  Poly Modeling

cBHELOS

)

[ QA ® Q- NoLue Surace ~ Symmetry: Off BEEEOE LI A signin
e o) Nl W W e Frsad W o W oo s
+2TE|E|%&|C)® ndn CAFlIU=Y )

View Shading Lighting Show _Rendsrer _Panels
LIRSVl = [=la S]]

Wireframe display is now on.Press 5 to display objects in shaded mode.

120 120

MEL

[ € @ = ¥ €O || AME| @ o0 100

st
CES 1.0 SDR-ideo (sRGE) -

PCubeShapel  polyExtrudefaces  polyTweaks  polyExtrudeFaced »

Workspace: (General*

| e e E s X

Seleted Focus Attributes Display Show  Help *

mesh:  pCubeShapel

Tessellation Attributes
Mesh Component Display.
Mesh Controls

Tangent space

Smooth Mesh
Displacement Map
Render Stats

Object Display.
Component Tags

Amold

Node Behavior

vuip

Extra Attributes

Notes: pCubeshapet

200 K

No Character Set

Select Load Attributes.

1

No Anim Layer 241ps

Focus
(]

CopyTab

(SNARAIE N )

v @«

1445

A s B




image12.png
B untitl

4 File Edit Create Seledt Modify Display Windows nParticles Fluids nCloth nHair nConstraint nCache Fields/Solvers Effects MASH Cache Amold Help
3 - mESc i o[ Q Q. QIQ O v NoLive surface * Symmetry: Off BHEOE % A signin -
3 o | @ i, . e -
9B LVS=|B|e=TE e keje man D[] 6 32
Ty S EEp =N g SAEOE BE D O € ® % ¢ eoc @ 000 1 100 [@)/ACES1.05DRvideo (sRGE)
- - Shaded display is now on.Press 4 to display objects in wireframe mode.
=
=
=
@ defautttigntset
(@ defauttObjectset
™ M
. , —
:
1 1 1 120 120 200 K
et

Workspace: (General*

| e e B X

st

Seleted Focus Attributes Display Show  Help

pCubeshapel

mesh:  pCubeShapel

Tessellation Attributes
Mesh Component Display.
Mesh Controls

Tangent space

Smooth Mesh
Displacement Map
Render Stats

Object Display.
Component Tags

Amold

Node Behavior

vuip

Extra Attributes

Notes: pCubeshapet

No Character Set

Select Load Attributes.

Focus

CopyTab

Joup3SINGUIY

1 (RN B SRR

%

No Anim Layer 241ps

v @«

A Bl

1446

w0z B





image1.png
B untitl

# Fie

Modeling

EditMesh MeshTools MeshDisplay Curves Sufaces Deform UV Generate Cache Amold Help

® -

Edit Create Select Modity Display Windows Mesh

EmEoc W [N

Poly Modeling

o O

- No Live Surface * Symmetry: Off

ZTXE |

Qo | @ | 4
Outiiner View Shading Lighting Show _Renderer _Panels
Display Show Help MR L S/ERE BEm (S € D s @ LRCEe) <
" Tl
It
Im M -
« > persp
1
1208 120 200 K No Character Set

MEL

OB E =

Workspace: (General*

- = N A
y | BwmesQBExX
EN RVAPN
pCylindert ... -2
Translate X 0 £
N o :
Tansiatez 0 H
T g
Rotate¥ 0 B
el o
E
i
B
—
et
e
2B
=
SR
e
B
== I
Display ~ Anim
e @
. ;
1 (SRR W SN SR
No Anim Layer 241ps - %

@ 10°C Heavy rain

Al

=
o B




image26.png
B unti

4 File Edit Create Select Modify Display Windows Mesh EditMesh MeshTools Mesh Display
Modeing v | mE o) |

Poly Modeling  Sculpting

cBBBLOS |

Outliner

mmmmm

Lighting  Show _Renderer _Panels
BN L [0

.ﬂ.....
* =

(@ defauttlightset
(@ defauttObjectset

Curves

£ @ Qv Nolive Surface

Deform

* Symmetry: Off

1208

UV Generate Cache Amold Help

410} | A sionn

) | EEEEC R

DEedE Y |20C N APE)Q 00 J 10

persp

120

PR | B2

\CES 1.0 SDR-video (sRGB)

200

Workspace: (General*

T n
| PeeSQExX ¢
N R
Crannts £t Object Show
B -
——
Tonites 0
Rowtex. 0
Rowtet 0
Rower
e 1
Saler 1
Saer 1
vty o
—
e
=
e
e
e
e
Jotdiuns
ot |
Display  Anim

Layers  Options  Help
PR

« »

1 CRCREEE N 2 )

NoCramdrset | < Nomnmioer | BRGNS @ (B |

1433
@ 10°C Heawrain A T dx oo B




image4.png
B untitl

# Fie Edt Create Seled Modfy Displyy Windows Mesh EditMesh MeshTools MeshDisplay Cumes Sufaces Deform UV Generate Cache Amold Help =

Modeling 1R X i o[ Q Q. QIQ O v NoLive surface - symmetry: off @& LI A signin -
 BHBL0S | @ | 4ETE | E | /| BmedeBExX ¢

Outiiner View Shading Lighting Show _Renderer _Panels
k Display Show  Help. =N L D[]

Channels Edit Object Show

3 - - g
~ = caps Lock on z
@ \ H
= - b
- 3
<% pCubel
@ cefauntigntset
@ defauttobjectset Select objectsin the scene to view,
it and set keylrames on channels
Gttributes
Display.
Layers Options  Help
o e
o 5 e ‘ ,
1 (RN B SRR

L T e—— L @

OB E = 17

A e B





image21.png
B untitl

A Fie Ea

Modeling

it Create Select Modify Display Windows

mES

Poly Modeling

BB LO S =

outli

R owelay Show He

<% pCubel
@ cersuttigniset
@ cerautonjectset

i o[

&

View

Mesh  Ed

e

+

Shading

it Mesh  MeshTools  Mesh Display.

Z2TE | & |

Lighting  Show  Renderer
EEELIE I

Panels

Curves

@ © ~ Notwe surface

Sufaces  Deform

Symmetry: Off

120

W Generate

Cache

Amold  Help

OK %

MEL

persp.

120

200

K

No Character Set

Yy | BwecE

=

No Anim Layer

Workspace:

Channels

General*

Edit Object Show

Select objects in the scene to view,
edit and set keyframes on channels

Display.
Layers

241ps

Gttributes)

Options  Help

PR

»

(RN B SRR

v @«

Al

n
P





image7.png
Edit Create Select Modify Display Windows
cihmEse) |

Curves / Surfaces

=
-

-

-

<% pCubel

@ cersuttigniset
@ cerautonjectset

A} e

MeshDisplay Curves Surfaces Deform UV Generate Cache Amold Help.

$Q Qo mesurace

| -

) | BEEBEEO@E SN} | [ Ason

) | u

P B E| @ 00

OB BaANGe | @ | 4=TE |

Outliner
Display Show  Help

Lighting _Show _Renderer
(IR vl

\CES 1.0 SDR-video sRGE) -

®

1

| = [Nochamcerset | = | Nosnmimer | |

& 9°C Cloudy A~ T dx

| Pwe&aeBxX

Workspace: (General*

L0
Channels Edit Object Show

Select objects in the scene to view,
edit and set keyframes on channels
Gttributes)

Display  Anim
Layers  Options  Help

PR

« »

(SRR W SN SR

241ps Y eElo %





image20.png
& untit

# Fie Edt Create Seled Modfy Displyy Windows Mesh EditMesh MeshTools MeshDisplay Cumes Sufaces Deform UV Generate Cache Amold Help

Modeing v | WG o HY Y Q Q. QIQ O v NoLive surface - symmetry: off A signin -
- ol Modeing
2 & & o | & = ps
COBMBLAOO | @ | 4T | E 0] | 3
Outliner View Shading Lighting Show Renderer Panels
Display  Show  Help L = en 4 S/EDE EEDIEse®s v | ec o @ 0o 1 100 [B]/AcCES 0 SDRIde GRGE)
- =
-
-
-

<% pCubel
@ cersuttigniset
@ cerautonjectset

persp.

120 120 20 K

@ o Mriutor ook St it

Workspace: [General* v 8

| PwedeBExX

LA
Channels Edit Object Show

®

Select objects in the scene to view,
edit and set keyframes on channels
Gttributes)

Display.
Layers  Options  Help

PR

« >
1 (RN B SRR

v @«

No Character Set

No Anim Layer 241ps

1118

& 9°C Cloudy A~ T dx .8




image18.png
4 Fle Edt Crate Selet Modify Disply Windows Mesh EdtMesh MeshTools

modeing v | hm@oc | | K&} | o

= Comes/Surfaces  PolyModeling  Sculpting  Rigging _ Animation  Rendering  FX

COBMBAOS | @ | 44

=T & |

Mesh Display  Curves  Surfaces.
$ @ Q - Nolvesurtace

FX Caching

| -

Deform UV Generate Cache Amold Help

) | EEEEC R

410} | A sionn

CUESINRY ]

Workspace: (General*

“

| e e B ¢

Outliner View Shading Lighting Show Renderer

R oupy Show Hep | fmememOn 4 [}

- searcn -
S = a
. ™

5 ™

i =
> < pcubet

@ cersuttigniset

@ cerautonjectset

Panels

PP R & o

3 100 [B] Aces o SoRwides RGH)

Channels  Edit Object Show,

oiie] f x0g PuUEY)

Select objects in the scene to view,
edit and set keyframes on channels
Gttributes)

HI00L BuEPON

.
Ll
. ,

@ sede ot et et ok

|~ D

Display  Anim
Loyers Options  Help
« o ¢
« >
i i R N A ]

~ Noanmlwer | 24fps Y eElo %

& 9°C Cloudy A~ T dx wwz:/zms ]





image14.png
B untitl

# Fie Edt Create Seled Modiy Display

Modgeing v mESC
= Poly Modeling
cOBELOS =

Outiner
R owelay Show He

N\
BN

<% pCubel
@ cersuttigniset
@ cerautonjectset

1 1 1

@ sede ot et et ok

Windows

i o[

K

View

.
Ll

Mesh  Ed

e

+

Shading

it Mesh  MeshTools  Mesh Display.

Z2TE | & |

Lighting  Show  Renderer
EEELIE I

Panels

Curves

@ © ~ Notwe surface

Sufaces Deform UV Generate Cache Amold Help

Symmetry: Off

OK %

Wireframe display is now on.Press 5 to display objects in shaded mode.

S

persp.

120 120 200

MEL

K

No Character Set

Yy | BwecE

No Anim Layer

Workspace:

Channels

General*

Edit Object Show

Select objects in the scene to view,
edit and set keyframes on channels

Display.
Layers

241ps

Gttributes)

Options  Help

PR

»

(RN B SRR

v @«

Al

e
1oz





image22.png
B untitl

# Fie Edt Creste Seled Modiy Display Windows

Modeling - mESC
cBHELOS = |

Outliner
Display Show  Help

v W

o

<% pCubel
@ cersuttigniset
@ cerautonjectset

1 1 1

@ vor ok st oot 0 move

i o[

&

View

Mesh  Edi

e

+

Shading

itMesh MeshTools Mesh Display

@ © ~ Notwe surface

Z2TE | & |

Lighting  Show  Renderer
EEELIE I

Panels

Sufaces  Deform

Symmetry: Off

120

W Generate

MEL

Amold  Help

(X R Al

=

A signin

120

200

K

No Character Set

Yy | BwecE

Workspace:

Channels

B

No Ani

4

General*

Edit Object Show

Select objects in the scene to view,
edit and set keyframes on channels

Display.
Layers
«
1
im Layer 241ps
FTSE allshare +

Gttributes)

Options  Help

PR

»

(RN B SRR

v @«

Al

1205
P





image17.png
B untitl

4 File Edit Create Seled Modfy Display Windows Mesh EditMesh MeshTools MeshDisplay Curves Surfaces Deform UV Generate Cache Amold Help Workspace: |General*
oo h A5 (SRS (o) B3

Modeing ¥ @ © ~ Notwesutace | |~ symmeton

o o P o - e R
9BV @ | 4ETE | E | /| BReeS&oEsX
Display Show  Help =N L D[] eoC @ 000 - Channels Edit Object Show
- Wireframe display is now on.Press 5 to display objects in shaded mode. R

z -]

<% pCubel
@ detautuighiset
@ aetauttopjectset Selctabjects i the scene o view,
it and se eyirames on channeis
Goibuted

W

Display.
Layers  Options  Help

PR

g 1 i 4 p Pl

%

@ vor ok st oot 0 move Vel

1206

FlSEallshare +222% A~ T dx on B





image11.png
Edit Create Select Modity Display

mES

ot bodelng
eRELO
outine

Display Show  Help

> ¥

N

<% pCubel
@ cersuttigniset
@ cerautonjectset

1

@ vor ok st oot 0 move

Workspace: (General*

@ © ~ Notwe surface

Yy | BwecE

Show  Renderer
EEELIE I

Shaded display is now on.Press 4 to display objects in wireframe mode.

Select objects in the scene to view,
edit and set keyframes on channels

(RN B SRR

v @«

FTSE allshare +

* oz B





image23.png
B untitl

# Fie Edt Creste Seled Modiy Display Windows

mES

Poly Modeling

Q) P |

Modeling v

T

Outliner
Display Show  Help

<% pCubel
@ detautuighiset

@ aetauttopjectset

i o[

&

View

Mesh  Ed

e

+

Shading

it Mesh  MeshTools  Mesh Display.

@ © ~ Notwe surface

Z2TE | & |

Lighting  Show  Renderer
EEELIE I

Panels

Surfaces

Symmetry: Off

Deform

W Generate

Cache

000

Q100 [@)] /ACES 1.0 SDR-video (sRGE)

Wireframe display is now on.Press 5 to display objects in shaded mode.

120

MEL

120 200

K

No Character Set

Workspace: (General*

y | BwmesQBExX

Channels Edit Object Show

Select objectsin the scene to view,
editand set keylrames on channels
Gttributes
Display.
Layers Options  Help
e @
« >
1 (RN B SRR

v @«

%

No Anim Layer 241ps

1206

222%
FTSE allshare +2.22% rimeEs o

Al





image19.png
# File Edit Creste Select Modify Display Windows Mesh EditMesh MeshTools MeshDisplay Curves Surfaces Deform UV Generste Cache Amold Help
Mogeing v | it & o c HY FPCET O -

No Live Surface - symmetry: off A signin - &
E— P P = T = P =
L OBMBLAOSO: | @ | 4ETE |E | 4%& S | b3 I eRaBxX ¢
Outliner View Shading Lighting Show Renderer Panels “e
Display Show Help - MR LS/ EDE OO e @5 o) oc o & 000 «] 100 [B)ACES1.05DRideo GRGE) v Channels Edit Object Show
- =

caPs Lock ON

4

Select objects in the scene to view,
edit and set keyframes on channels
(Gttributes)

Display.
Layers Options  Help

PR

2
M |
a = . »
:

1 (RN B SRR
1 1 1

120 120 20 K

@ Show Maniuiaton Toot Seect an otject:

@
[ N N

I





image24.png
B untitl

M File Edit Create Select Modify Display Windows Mesh EditMesh MeshTools MeshDisplay Curves Surfaces Deform UV Generate Cache Amold Help
Modeling wEoc i o[ Q QL QIQ O v NoLive surface - symmetry: off [oF: 4 A signin -
o o — =
COBMBLAOSO: | @ | 4ETE | E | (=Y
B Sy GED =N g SAEEE BE DI ES € ® % esc & 000 ¢ 100 [@)]/ACES1.05DRideo (RGE) -
- - Wireframe display is now on.Press 5 to display objects in shaded mode.
.
.
@ defautttightset
(@ defauttObjectset
m ,
i
1 1 1 120 120 200 K No Character Set

@ 5o ok sl s componene

Workspace: (General*

y | BwmesQBExX

Channels Edit Object Show

a
AN
I

Select objects in the scene to view,
edit and set keyframes on channels

Gitributes
Display.
Layers Options  Help
e @
« >
1 (RN B SRR
[ry— 2410 - e < %

1238

A e B

& 10°C Cloudy




image16.png
Cesaivee e

Outliner
Display Show Help

Edit Create Select Modify Display Windows
i EmEcc) | haf) | eoo
Poly Modeling

searcn
=

-

-

-

% pCylinder1

@ cersutignset
@ cersutonjectset

EditMesh  MeshTools Mesh Display Curves  Surfaces

@ Q v Nolwesutace | ~ Symmetry Off

Deform UV Generate Cache Amold Help

) | EEEEC R

CUESINRY ]

[——=—
410} | A sionn

| reweE

Lighting  Show  Renderer

fmemeen g B[A)

Pk id i E ) & o

caPS Lock ON

1 100 [] IACES 1.0 SDRideo (GRGE Edit Object Show

Select objects in the scene to view,
edit and set keyframes on channels
Gttributes)

|~ D

& 10°C Cloudy

“

ioiie] f x08 PuUEY)

HI00L BulEPON

PR

»

(SRR W SN SR

T eEioa %





image15.png
n: untith

# Fie Edt Create Selet Modfy Displyy Windows Mesh EditMesh MeshTools MeshDisplay Cumes Sufaces Deform UV Generate Cache Amold Help =

Modeing v | WG HY Y Q QL QIQ O v NoLive surface - symmetry: off A signin -

=
+=TE | @

409¢ = |

eGeaExX ¢

=
| b%xG2S S

2
N

Outiiner View Shading Lighting Show  Renderer _Panels z
B Sy GED . =N g SAEEE BE DI ES € ® % esc B} @ 000 Q100 [B)ACES 1105DRvideo RGE) - Channels Edit Object Show g
- Wireframe display is now on.Press 5 to display objects in shaded mode. H 2
pCylinder! .
@ cefauntignset
@ defauttobjectset Select objectsin the scene to view,
it and set keylrames on channels
Gitributes
\ \ I / Display
Layers Options  Help
\k y e @
RN
—
v
m |
a s perspz « >
g 1 i 4 p Pl
120 120 200 K No Charadter Set |~ No Anim Layer 2a1ps v e ©

MEL
12:41

OB @ = & 10C Cowdy AT 0 B





image10.png




image9.jpg




image2.png
B fryingpan.mb*

4 File Edit Create Seled Modfy Display Windows Mesh EditMesh MeshTools MeshDisplay Curves Surfaces Deform UV Generate Cache Amold Help Workspace: |General*
B o & o [ QOIS Qv Noive Surface * Symmetry: Off (o) B3
- Poly Modeling

EBBAVGE | @ | 4ETE | @ |

Outiiner View Shading Lighting Show _Renderer _Panels
Display Show  Help Mon 4 S/ EOE OETIEse®sv | * oo

Modeling v

y | BwmesQBExX

- Channels Edit Object Show

BN
»
Joyp3 Joke1 /x0g

<% pCylindert
@ detautuighiset

@ defauttobjectset Select objectsin the scene to view,
it and set keylrames on channels
Gttributes

Display.
Layers  Options  Help

PR

persp. “« »

1 (RN B SRR

MEL [

11
Humid A T3 500, B

L





image6.png
B fryingpan.m

\fryingpan.mb

Emaoc

- Poly Modeling

Modeling v

409 |

Outliner

<% pCylindert
@ cersutigniset
@ cerautonjectset

Display Show Help "

i

View Shading Lighting Show Renderer _Panels

= 4 B /IEDE BED|oMe aEvele e

O amn

* NoLive Surface

* Symmetry: Off

e

000

120

S

persp.

[

& 00

Q 1.00 [ /ACES 1.0 SDR-video (sRGE)

120 200

K

No Character Set

Workspace: (General*

e ExN ¢

Channels Edit Object Show

=

Select objects in the scene to view,
edit and set keyframes on channels
Gttributes)

Display.
Layers  Options  Help
PR

« >
1 (RN B SRR
<o

No Anim Layer 241ps

11

& 10°C Cloudy s B

Al




