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12/10/23
Today I used Maya for the first time:
I experimented with placing shapes and using basic tools (translate, rotate, etc) to move the shapes around and edit the size of them. unsure of hotkey shortcuts and struggle to remember which is which.
[image: ][image: ]

13/10/23
I made a lamp post using Maya. 
Started with a cylinder and used the scale tool to increase the height and decrease the diameter, and then added two edge loops on the bottom half of the cylinder.
[image: ] 
[image: ]

I selected all the faces above the second edge loop and used the scale tool to shrink it horizontally.
[image: ] 
I added two more edge loops near the top of the pole, selected 4 faces and extruded to form an arm for the light. 
[image: ]
When extruding, I used the move tool to get a straight edge as when I tried using the extrude tool on its own, it tried to extrude outwards in all directions instead of the one I wanted.
[image: ][image: ]




I created a block on the arm using the edge loop tool, used the scale tool to expand the new section, and I slanted the edges before using the extrude tool to deepen the block.
[image: ]	[image: ]
[image: ]       [image: ]
I added a second primitive shape, used the scale tool to stretch it into a rectangular prism and then the move tool to place it under the arm.
[image: ]
I used the combine tool to ‘glue’ the two shapes together to form one mesh.
[image: ]

This is my finished lamppost. I feel that it went well, I had difficulty adding the fuse box to the bottom of my lamp post as I could not get the edges to extrude or cut in the way I wanted.
[image: ][image: ][image: ]


19/10/23
Today I practiced modeling using a reference. I used this image of Ikea furniture, 
[image: ][1] 

I found inserting the reference image directly into the space definitely made the process easier as I did not have to flick backwards and forwards between screens. After I had modelled the first chair, I tried to copy and paste to create a second. Final product seen below.
[image: ]
This did not initially work in the way I had intended as when I tried to move the model, the individual pieces of the chair drifted away from each other. To fix this, I used the duplicate function instead and the pieces stayed intact when moving the object.
[image: ]






20/10/23
I began to model a dumpster using Maya, using this image as reference as it also gave me some measurements to follow to help with scale.
[image: ][2]
 In this session I created the main base of the dumpster, added the lip and also created the handles before merging all these pieces together.
[image: ]
The main base is constructed from a stretched cube and a polygonal plane that I rotated and scaled before extruding the edge to meet the top of the cube[image: ]. [image: ][image: ]
The lip is a cube that I flattened out and rotated to match the angle of the lid. [image: ]




The handles are single planes that I marked some new faces on with the edge loop tool. I deleted the central faces and extruded the plane downward.
[image: ]
[image: ].









26/10/23
This session, I created the lid and the wheels, as well as the inside of the bin. 
I created the lid using a cylinder that I flattened down and then added edge loops to extrude the rivets on the closed half.
 [image: ]
I then duplicated this shape and used the multi-cut tool to carve out the underneath to create the open half of the lid. 
[image: ]
[image: ]
After that, I cut into the cube by extruding faces inwards to create the inside of the bin and then I made the wheels. They are constructed of three different shaped cylinders. The wheel itself, I extruded to round the edges, pulled it back in, and extruded again to create the pivot.
[image: ]
The wheel guard is a cylinder that I extruded to round the edges, and then deleted the underside faces to create a plane.
[image: ]
I just used a regular cylinder to create the leg for the wheel guard.
[image: ]
This is my finished dumpster; I am quite happy with it, and I also worked out how to use the extrude took successfully.
[image: ]
[image: ]
[image: ]

27/10/23
Completed a practice exercise to help with modelling under a time limit. We were given a time limit to model each of the following: horse (10min), Lego man (10min), axe (20min) and monitor (10min). 
This I found difficult to do as I’m not as proficient with using the software as I could be, however throughout the exercise, I gained a better understanding of how certain tools work. 
To begin with I struggled to finish the models before the time limit, either because I was overcomplicating the composition, or because I was struggling to get the shapes the way I wanted due to confusion over the tools.
[image: ]
[image: ][3]
[image: ]
[image: ][4]
[image: ][image: ][5]
[image: ]
[image: ]
17/11/23
Today I created my can model using the images below as references.
[image: ][6][image: ][7]
I learned how to use the quad draw tool to draw topology when creating the model of the pull-ring for my can. 
[image: ]
[image: ][image: ]

[image: ][image: ]
[image: ]
24/11/23
For my house model, I wanted something more challenging, so I decided to create the Simpsons house.
[image: ][8][image: ][9]
I found that when I tried to pull forward the front windows, the back of the house kept selecting and moving with it.
 [image: ][image: ]


To fix this, I created separate shapes for the windows and combined them with the main building.
[image: ]
[image: ]
This is the finished house, I am very pleased with how it came out.w
[image: ]
[image: ]


30/11/23
I created the model for my cup today. 
When finishing the cup, a few of the faces refused to smooth and I was unable to fix this. I would probably need to re-do the model.
[image: ]
[image: ]
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Self-Reflection
I thoroughly enjoyed this unit and enjoyed learning how to use Maya. I initially had a bit of difficulty learning the keyboard short-cuts as well as how to use the tools to get the effect that I wanted, however by the end of the unit, I feel that I have practiced with the tools enough to successfully create basic – intermediate models. 
As well as this, I found that using references to create my models helped greatly, I had a lot of practice doing this when I took part in the speed modelling exercise in class. Related to this, I still think I need to improve on my speed and efficiency when creating basic models. I would spend too much time one on part, adding detail, and then not have enough time to finish. In future, I will try to make the basic shape of the thing that I’m modeling and add detail closer to the end of the time limit. This will be something that I practice outside of class. .
I feel as though I was able to successfully find and compile my references in my bibliography. I did employ the use of a tool called “CiteThisforMe”. I think this is a very useful tool as it helped me to find each of the details I needed to fill in my references. 
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