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Academic and professional development production diary
Mug and saucer model
To create the model for a mug and saucer, a video was followed; uploaded by the channel “Parveen 3D Artist” on YouTube [1]. This was to help the author understand how the tools work to gain a deeper understanding of Maya [3]. The video reference was recorded in a timelapse with no commentary throughout the video, so there was a slight struggle to follow through at times when the publisher used different settings. But the result ended in success.  
The modelling process was started by creating a cylinder then extruding the bottom of the shape inner to start forming the underside of the mug. This was repeated for the top of the mug as well, without inner extruding to create the inside of the mug. Switching the model’s mode into wireframe by pressing the 4 keys, this made the model disappear and left with green lines forming the polygons in the shape. The top face of the shape was then selected and with the move tool, moved the face down until it met with the bottom face of the cylinder. 
This resulted in a hollow inside of the shape which started to make the shape appear more like a mug. The next step was to create the handle. Going into mesh tools then inserting an edge loop, the author could then symmetrically add 2 lines across the shape. Then using the edge selection mode, pressing F10 and moving the new lines away from each other. After that, another edge loop was created slightly below the already existing ones to form the starting shape of the handles. The next step was to connect these two new shapes; to do this, the author created an outer extrude on the squares to create a cuboid shape sticking out of the cylinder. Then using the face selection mode and selecting the front of the new shape, the scale tool was used to alter the angle of the shape to make them point inwards so that the curved shape would form better after joining the shapes together. To join the shapes together, the faces of the shapes were selected then the bridge tool was used to join them together. 
Once this was complete, it resulted in a thin rectangular shape connecting the two cuboids together. To fix this, the author created another edge loop in the center of the cuboid. This time only one edge loop to move on to the next step was to form the curve of the handle. Then the move tool was used in edge selection mode to repeat the same method the author used when angling the cuboid faces before creating the bridge, pulling the center edge loop out to refine the curve of the handle more.
After the handle shape was complete, to check that it was proportionate, the author went into object selection mode then pressed 3 to smooth the object. The smoothed model would be in the outcome, so this test was to see if everything had been done correctly so far. Once the author was satisfied with the results, the author checked for anything else in the model that needed to be altered, and it matched the one in the reference video. When looking at the smooth model, there was a textured pattern on the inside of the mug. The reason for this was unknown as it wasn’t in the video, but it was easily fixed by adding different bevels to the bottom of the inside of the mug smoothening back and forth from smoothing and back to its original state, eventually smoothed out the center. 
The final part of creating this model was to pair the mug with a saucer. For this part, the author did this independently without any references as a saucer is a much simpler shape and to show that the author had learnt new skills from creating the mug. The process started with a cylinder then it was flattened down, and an inner extrude was added to the face of the cylinder to create the bottom of the saucer. To create the curved shape of the saucer, there was first an inner extrude made on the bigger face of the cylinder then the author created a bevel. To form the curve, the face of the inner extrude was selected, then the move tool was used to move down the selected face slightly, which created a curve on the cylinder. 
To complete these models, the author added colour to the mug and saucer; this was done by using the FX section then selecting the colourful orb. There, the author could choose what colour suited the models best. The final colours were black for the mug and white for the saucer. Originally the saucer was going to be purple, but the author decided to stick with classic white for the saucer. This part wasn’t necessary but adding some colour to the models finished them off nicely.
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Description automatically generated]Starting process of forming the stand and inside of the mug
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Description automatically generated]
Testing the smoothness of the mug and handle before proceeding
Result of the mug after completing the handle
Forming the handle of the mug with an outer extrude and a bridge
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Description automatically generated]Finished cup and saucer model after adding colour
Before and after smoothing the saucer
Forming the shape of the saucer by making an inner extrude and adding bevels
Result of the inside of the mug before smoothing it out
Making the top of the mug smoother by adding bevels

Lamp post 
Modelling the lamp post was simple. Guidance from a lecture was followed for this process, it was started with a cylinder then the shape was extended to form the shape of the post. The stand of the lamp post was done by creating an edge loop near the bottom of the cylinder, after that the faces that were at the bottom of the post were selected and the scale tool was used to make it slightly bigger which formed the stand on the post. This resulted in the new, bigger shape forming a square. To fix this, the new shape and the remains of the cylinder were selected, a bevel was added which fixed the blocked shape in the post. 
The next step was to make the curve of the lamp post. Another cylinder was added and rotated 90 degrees X and was then moved next to the top of the long cylinder. After that, the top face of the long cylinder and the bottom face of the new cylinder were selected and deleted so that adding a bridge that would connect the two shapes would go smoothly. Connecting the two shapes resulted in a straw-like shape. At first, the author struggled a lot to get a curved shape when connecting the two shapes but easily fixed this mistake by experimenting with the different tools. After creating a bridge, a small poly bridge tool appears, the author discovered that changing the curve type to blend and adding more divisions, it formed the shape of the curve better. 
Making the lamp part of the post was what the author struggled with the most. The guidance wasn’t clear enough to the author for what had to be done so in the end, a YouTube video was followed to get a better understanding on how to create the lamp and so that the author was more satisfied with the results. The video was another timelapse, uploaded by the channel Gi Graphics [2], this time it was more difficult to follow. Instead, the author made a starting point from the video by adding a cube then selecting the top face of it and moving it up. After that, the top edges of the new, separate cube were selected and moved inwards slightly to start forming the shape of the lamp. Then, moving back to the original cube the same process was followed but for the bottom of the shape. The author wanted to achieve an old-fashioned style for the lamp model so the next step was figuring out how the lamp would be attached to the post. Since the curve in the post was quite low down, the author decided on making a circular handle for the lamp that would be attached to the end of the post. This was easily done by using a cylinder then making an inner extrude and deleting the inner circle to make a hole in the shape. This resulted in gaps in the inner faces of the shape; to fix this the author used edge selection mode and connected the top and bottom edges together then added a bridge which filled in the gaps. 
Before creating the handle, another cylinder was added but was only sized down and placed on top of the lamp to act as where the handle will be connected to. Adding this was easy enough but getting it perfectly in centre of the lamp was surprisingly challenging. 
Once everything was completed the author combined all the shapes together and started to add colour. The post was painted black, and the lamp was a silver colour. The colour emitting from the lamp was a bright purple, which gave the overall outcome an eerie look.
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Attempt Failed attempt of creating a modern style lamp post
Result of the shape of the bottom of the post
Result of adding a bevel to the bottom of the post
Failed attempt at adding a bridge
Lamp post before adding a bridge
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Description automatically generated] Process of creating the final design of the lamp
Process of creating the bulb inside of the lamp
After adding more segments to the bridge, the curve was a success
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Fixing the gaps in the handle by adding a bridge
Process of making the ring for the lamp to hang from
Process of modelling the top of the lamp, where the lamp will connect to the post
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Final lamp model after adding colour and combining the lamp with the post model

House
When it came to modelling a house, guidance from a lecture was followed again. Starting with a cube that was then extended to a cuboid for the base shape of the house, then to make the roof, a small outer extrude was made to the top of the shape to create the outer border of the roof. Then to make the roof itself the top face of the shape was moved upwards then a horizontal edge loop was added through the shape. After that, in edge selection mode the outer edges of the roof were selected and moved down so that the middle edge was just sticking up. This resulted in a triangular shaped roof.
To make the rest of the house, the next step was to form the door. To do this, more edge loops were created with the help of the horizontal loop going through the centre of the house to form the starting rectangle. From there, an outer extrude was made to make the door stick out. When making the indents of the door, the author decided on using a classic design for it with four smaller rectangles in the corners of the door. This was done by making more edge loops and using the move tool to section them out so that it formed the smaller rectangles. Then, the rectangles were selected, and inner extrudes were added to make the indents. To make the doorknob was simple, starting with a sphere then selected a small amount of the faces on one side then making an outer extrude easily formed the shape of a doorknob. 
Once the door was complete, the author then combined the door and doorknob models together and made a copy for later. For an extra detail, an outer extrude was made above and below the door to act as a ledge and a small cover to the house. The next step was to make a window. At first, the author started with a cube and flattened it then made a small inner extrude for the frame of the window. From there, a horizontal and vertical edge loop were added to form the panels of the window. Originally, the author was then going to make an outer extrude on these edge loops, but it didn’t go as planned. To fix this, instead the author made thin rectangles with a cube and placed them over the edge loops which acted as a guideline. Then the shapes were combined with the windowpane so that it easier to move around and different copies were made and placed around the house. 
For the blank space at the top of the house, a cylindrical shaped window but was made as the square window wouldn’t look right with the angle of the top part of the house. This was done by starting with a cylinder then sizing it down and removing half of the front faces to create a semi-circular shape. Then, a small inner extrude was made to form the frame of the window, there wasn’t any panels in this window as it wouldn’t work well with the shape.
The final thing the author did to complete the house was place the windows over the house. Four windows were at the front of the house, next to the door and above it then four more on both sides of the house. One more was added to the back of the house along with a copy of the door to act as a back door.
After completing the model, the author wasn’t exactly satisfied with the results. They found that the overall shape of the house was too long. To fix this, the whole model was selected then using the scale tool, the house was scaled down to a typical square house size. This resulted in the windows becoming squished as they were now a part of the house, but the author didn’t mind this change too much.
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Forming the doorbell
Creating the door
Process of making the roof shape of the house
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Description automatically generated]Finished result of the house model, with and without colour
Process of making the windows

 


Soda can
Modelling the can was relatively simple until it came to creating the can tab. This was done with the quad draw tool where the author could roughly trace over an image to create the unique shape of the can tab. 
Before creating the tab, the shape of the can was started with a cylinder. Then an inner extrude was made on the top and bottom faces of the cylinder to form the bottom stand of the can and the top face to place the tab in. After the extrudes were done, to smooth out the dip in the can a bevel was added to both ends. More segments were added to the top of the can as the top had to be smoother. 
Once the base shape of the can was modelled, the author could then move on to using the quad tool. First, the author inserted an image of the top of the can and used the quad tool to roughly trace over one half of the can tab. This was done by creating a small square by selecting four parts to form the starting point then continuing until half of the can had been traced. 
With this, an outer extrude could then be done to make the traced shape into an actual model and was then duplicated and flipped around using the mirror tool to form a symmetrical tab. A similar process was followed for the gap in the top of the can but without tracing it, instead using the knife tool to roughly carve out the shape of the gap in a flattened cylinder. 
After this the can was done, the author finished the model by adding a black colour to where the wrapper would be placed and slightly altered the grey tone that was already in the model to a darker one to look more metallic. 
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DumpsterScreenshot of using the quad draw tool for making the can tab
Result of using quad draw
Final model of a soda can

The dumpster was the first thing that the author experimented with modelling. It started with a cube which was extended into a cuboid then the long edge on the top face of the shape was selected and dragged up slightly with the move tool to create an angle (?). Then, two horizontal edge loop was added in the centre of the shape to make the handles of the dumpster. To make the handles stick out, an outer extrude was made on the left and right side of the shape. The next step was to make the handles accessible, to do that the front faces of the outer extruded shapes were selected, and a small inner extrude was made to make the gap for the handles. 
After that, there was a bevel added to the top and bottom of the handles to smooth them out. Once this was done, the shape of the dumpster was coming together more. To add some more detail to the dumpster, the author moved on to adding wheels. This process was simple, starting with a cylinder then scaling it down to create an oval shape, an inner extrude was then added to the shape along with a bevel to form the shape of the wheel. This was only done on the side of the shape that would be facing outwards, as no one is going to see the other side of the wheel it didn’t matter if it didn’t have anything on it. Once the first wheel was complete it was then placed at the appropriate place at the bottom of the dumpster and duplicated three more times for the other sides of the dumpster. 
The final part of the dumpster was to create a lid; after looking at reference images of a dumpster lid, the author had an idea on how to replicate the indents on the dumpster lid. Starting with a cube and scaling it down and resizing it to fit the body of the dumpster, a small inner extrude was made then an edge loop was placed in the centre of the shape. After that, more edge loops were added, spacing them out to make small gaps. Once the edge loops were added, smaller inner extrudes were made to the smaller spaced edge loops to form the dents in the dumpster lid. 
To complete the model, the author added colour to the dumpster. Sticking with the stereotypical dark green colour to make it look dirty, the lid was a dark grey to resemble the metallic dumpster lid. 
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Finished dumpster model
Process of creating the wheels - before and after smoothing
Process of modelling the handles in the dumpster
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