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Model 1: The Dumpster – 10th October 2025 

The ‘Dumpster’ model was the first model produced. In its creation, it has had the most time to be progressively refined with evolving knowledge [1].  
The main model was created from a simple Cube object. This form was widened using the ‘Scale’ tool along the X axis.  

The hollow interior was created by selecting the top face of the object in ‘Face Select’ mode (F11 on the keyboard) and using the ‘Extrude’ command followed by the scaling tool to produce an offset. The same technique was used on the newly extruded face [2], instead choosing the ‘Move’ tool to push the plane ‘down’ along the Y axis. The wireframe view, accessible via the keyboard shortcut ‘4’ made it easier to calculate how far along the axis to move this face so as not to cause panel collisions and to track the thickness of the ‘walls’ created.  
Moving the top ‘lip’ of the model downwards along the same axis allowed the base frame of the ‘Dumpster’ to take shape with the iconic descending slant.  
Edge loops were created via the ‘Mesh Tools’ menu to allow amendment of specified areas such as extruding side panels/ ‘handles’ and detailing on the front and back faces of the main body. 

Extrusion was used to create mirrored hollows in the ‘handles’, which were later connected by deleting obstructing faces and via the ‘Merge to Center’ operation on corresponding vertices located at the corners of the quadrilateral area. The resulting effect of the interior architecture becoming united rather than split by edges and vertices is shown in Figures 2. A-C.  

The detailing on the front, back and ‘lid’ of the model were achieved by utilising edge loops and extrusion to give a sense of depth. The remaining edges and vertices created as a by-product of this system of working were deleted; adopting ‘Edge View’ (F10) first followed by ‘Vertex View’ (F9) to avoid redundant geometry that could potentially clutter the model.   

The wheels had proved an issue in the initial iteration as they had been created from multiple objects, some overlapping which caused panel collisions and untidy topology. This has since been rectified by making use of the ‘Extrude’ command, allowing the object to be moulded into the desired shape without extensive bridging or multiple models having to be combined for different areas. Whilst others agreed they would likely have created the component in a similar but more refined fashion, visualising the wheel in its key components, the tutor suggested the method of least resistance, in this case the reliance on extrusion to simplify the process.
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	Figure 1. Wireframe view of the inner extrusion of the ‘handle’. This was replicated on the opposite side of the object to create a hollow in the object. 
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	Figure 2.
A (Top Left).
View of the inner geometry of the ‘handle’ once the obstructing walls have been deleted. Note the mid lines are still left over from this action. 

B (Top Right).
Selecting the opposing vertices and utilising the ‘Merge to Centre’ option under the ‘Edit Mesh’ menu connected the two planes in the previous image into one. 

C (Bottom Left).
The resulting singular flat plane per side through the object from performing the previous steps.  
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	Figure 3. Mesh Tools menu, showcasing the location of the ‘Edge Loop’ tool and sub-tool to create equally spaced divisions in an object. 
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	Figure 4. 
A (Top).
Separately modelled parts of a wheel in the first iteration of the item. Notice the problematic extra faces that were hidden before inwards extrusion of the flat surface.
This complicated format was discarded in favour of a more streamlined extrusion-reliant methodology.  

B (Bottom). 
A wireframe view of the end result – a far more concise and easily unwrappable model of a wheel and caster, created by extruding from a single cylinder rather than relying on multiple separate pieces. Mirroring and duplication have been used to ensure symmetry of the object. 



Model 2: The Lamppost – 17th October 2025 

The Lamppost was created from the basis of a simple Cylinder.  
By selecting the upwards facing planes of the object, scaling inwards after extruding and creating a smaller surface area within the original cylinder, this newly created geometry was extruded upwards along the Y axis in order to create the basis of the tall pillar of the lamppost. Selecting the outer faces of this long barrel and choosing ‘Twist’ under the ‘Non-Linear’ option of the ‘Deform’ menu allowed the pillar to be manipulated to create visual interest.
 
Extruding the top plane again, this time scaling outwards equally in all directions created a wider field to work with for the base of the ‘light bearing’ area of the lamppost. Creating additional geometry by pulling upwards and scaling outwards after using the keyboard shortcut ‘Ctrl + E’ created a cylinder which tapered towards the bottom, widening around the upper brim. Extruding a few more times and tapering the subsequent additions produced a gently curving ‘roof’.  

Multi-selecting the barrel of this main cylinder that comprised the luminaire and extruding, creating a standard offset for each panel paved the way to creating the topology for the inclusion of the glass panes and the housing for such.  
The inner panels created via extrusion were selected together using the ‘Shift’ key to choose more than one face simultaneously and then these faces were deleted to allow easier access into the middle of this area of the model.  

Seeing as the geometry was hollow at this point, ‘Edge Selection’ was toggled via the shortcut ‘F10’, and the outer ring of the hollow area selected and extruded before scaling inward, employing ‘Merge to Center’ when necessary. This created a flat base at the bottom of the luminaire for the ‘lamp’ or light source to sit on.  
A similar technique was employed at the top of this open space to create a ceiling for the crown of the lantern. 
This was learning curb as the artist originally assumed the ‘Bridge’ tool would be used to action this but this unfortunately resulted in chaotic and unpredictable topology.

At a later date, the open geometry of the lamppost was revised by using the ‘Bridge’ tool [3] on edges to re-create the previously deleted faces. A ‘Phong’ shader was then produced on these newly reintroduced panels via the ‘Render’ menu. The transparency and colour of this was adjusted in the related menu to replicate the visual effects of glass. Some faces were also selected and refined via the ‘Mesh Display’ menu under ‘Soften Edges’ to create a less jarring blend between harsh lines. 
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	Figure 5. 
Using the ‘Non-Linear’ ‘Twist’ option in the ‘Deform’ menu to create interest in the geometry of the pillar. Displayed is the UI with the parameters of this distortion and the consequent visual effect produced. 
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	Figure 6. 

The extrusion and scaling combination has been used creatively in order to build an aesthetically pleasing form for the luminaire of the lamppost. This model includes areas such as the pillar, neck, collar, lantern/globe, rain shield and roof and the finial.  
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	Figure 7.
Deleting faces on the barrel of the lantern to allow easier access to the open geometry of the body.
The top and bottom areas have been bridged by selecting the open edges of each rotation and extruding followed by scaling to create the inward moving faces closing this gap. The inevitable small opening left was rectified by selecting ‘Merge to Center’ when the hole was small enough. 
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	Figure 8. 
Revision to the original design in which certain faces have been smoothed via the ‘Mesh Display’ menu and the previously deleted faces reintroduced by bridging between edges. These faces have then been assigned a ‘Phong’ shader under the ‘Render’ menu and the opacity adjusted along with the colour to mimic the characteristics of glass. 



Model 3: The Cup & Saucer – 24th October 2025 

The Cup and Saucer are two separate models, created to work together, both derived from a simple Cylinder each.  
To produce the cup, Edge Loops were created on the horizontal barrel of the cylinder and ‘Edge Select’ chosen on multiple edges covering the circumference of the model. These ‘sets’ of edges creating a full rotation of the cylinder were edited via the ‘Scale’ tool to create a soft curve in the topology, resulting in a basin-like shape. 

As evident in Figure 9, the band at the bottom of the cup remained untouched to allow the base to be modelled separately after the previous form was constructed. The lower edges were selected and scaled outwards to create a flare in the base. 
Attention was then given to the circular flat plane of this lower area. After extruding and scaling twice, the smaller area was moved along the Y axis to create a concave area in the base. Repeating this step further produced a smoother curve. The first extrusion in this area remained in the same place to provide the ‘lip’ of the base.  
This same technique was employed when creating the hollow in the top faces of the cup, causing a soft dip in the geometry of the object reminiscent of the interior of the intended item. Multiple divisions and scaling created a more polished finish. 
To produce a handle, two points on the same longitude of the model were selected and deleted before the open edges of each consequent area were individually selected and extruded inwards using the scale tool. A new cuboid object was then added to the scene and scaled to fit the same area as the ‘entry hole’. Lining these up and combining the two objects via the ‘Mesh’ menu allowed each set of parallel edges to be bridged or merged, closing the gap. This action was repeated on the lower gap, providing the basis for the handle. 
Choosing the outer faces of this new geometry and deleting them, followed by simultaneously selecting the edges left behind and accessing the ‘Bridge’ tool via ‘Edit Mesh’ caused the two areas to share the same topology via new polygons. As shown in Figures 12. A-B, changing the ‘Curve Type’ to ‘Blend’ and increasing the number of divisions allowed the area to become curved rather than showing a flat and undesirable geometry.   
 
The Saucer was created by scaling the barrel of a cylinder along the Y axis to a shallower surface, creating a flatter plane to work with. Extrusion was employed to create smaller margins within the circular areas to facilitate smoother curves. 
As with the foot of the cup, the foot of the saucer was produced by extruding and scaling twice, the first extrusion comprising the lip of the area, whilst subsequent extrusions and scaling formed the curved dip in the geometry.  
The top of the model was similarly split into multiple rings, allowing the inclusion of curvature and dips. The finished Cup was brought close to the top of the Saucer model in order to ascertain where the cup well would be positioned.    
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	Figure 9. 
Once the basin is created, the lowest edges are selected and scaled outwards to create a flared basis for the foot. 
The mid panel just above this has been moulded by the faces to the top and bottom of them but have otherwise remained untouched.
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	Figure 10. 
A (Top).
The circular base of the model is extruded and scaled to create rings which are moved to shape the concave nature of this area of the item. 

B (Bottom).
The more extrusions of this nature, the smoother the curve, as evident in the much deeper excavation of the bowl of the cup. 
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	Figure 11. 
Merging vertices between the main body of the cup and the newly created cuboids that constitute the beginnings of the geometry to become the handle. 
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	Figure 12. 

A (Left). Bridging the two complete edges of the cubes created to lay the groundwork for the handle. 

B (Right). 
Adjusting the parameters and ‘Curve Type’ of the bridged area to show a curved and more believable configuration for the handle.   
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	Figure 13. 
Sizing up the Saucer asset alongside the Cup to ensure the proportions are correct in relation to each other. 





Model 4: The Soda Can & Ring Pull – 31st October 2025 

The Soda Can was created from a simple cylindrical model. 
Using images of existing cans for reference, Edge Loops were added on the barrel, lid and foot of the can to enable extrusion and scaling. This process resulted in extra polygons to allow the gentle curves at the neck and base of the barrel, the concave geometry of the foot and the valleys around the outer surface of the can lid.   
UV unwrapping [5] was then performed on this cylinder to show the overall geometry of the object.  
This action assisted the proper placement of a ‘Lambert’ surface material, accessible under the ‘Render’ panel. Choosing a pre-downloaded image file for this allowed the reference to appear when ‘6’ was toggled to show ‘Texture Shaders’. 
When the material was first assigned to the faces that comprised the barrel of the can, it was too large in comparison to the surface area of the destination faces. In utilising the ‘Place 2D Texture’ menu shown in Figure 16, the parameters of the Lambert shader were edited to fall within a more realistic range, allowing the can wrap to exist in a proportional manner to the surface it inhabited.  
This stage was not particularly difficult but instead time consuming, as it involved trial and error in testing numerical values to alter the placement of the imported image file rather than dragging and dropping the image or moving it with conventional arrow key controls.   
 
The details of the Ring Pull Tab and geometry associated with it were modelled separately using the Quad Draw tool over a flat plane Lambert reference image.  
A ‘Poly Plane’ was added to the scene and a ‘Lambert’ texture was created over it, displaying the imported image of a can top, including the ring pull to be modelled. In order to use the ‘Quad Draw’ tool over this, the object had to be modified via the ‘Make Live’ option, located in the ‘Modify’ menu. This was later disabled once the model had been successfully created from the reference layer. 
The ‘Quad Draw’ [4] tool was selected and utilised to trace the original resource by creating quadrilateral polygons to replicate the shape of the intended object. ‘Ngons’, or flat planes with more than five sides were split into quadrilaterals to avoid later issues with rendering and performance. ‘Shift’ was used to complete and create these polygonal faces between vertices and said vertices were able be edited to facilitate more integrated topology. Once half the ring pull had been created, selecting the whole object in ‘Object Mode’ (via shortcut F8) and extruding the flat face upwards along the Y axis allowed the item to gain an extra dimension rather than remaining a 2D object.   
Only half the image was required to be modelled as this could then be duplicated using the shortcut ‘Ctrl + D’, rotated via the ‘Rotation tool’ and combined with the original. The ‘Combine’ option was found under the ‘Mesh’ menu which allowed the two selected mirrored pieces to be seen as one by the software. Deleting the faces that would otherwise have collided, the resulting spaces were linked by toggling ‘Edge Selection’ and employing the ‘Bridge’ tool to connect opposing faces.  
This object was then able to be moulded into a more authentic version of the item.  

	[image: A circular object with blue lines

Description automatically generated]
	Figure 14. 
The underside of the Can, displaying the many divisions in order to create such a smooth finish. Each of these has been moved and scaled to provide a slightly different constant in the model that connects to and shapes the next. 
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	Figure 15. 
Selecting the main barrel of the item and placing a ‘Lambert’ texture shader. The window to the right shows the ‘Colour’ which can be chosen as a ‘File’ for reference images of an object. 
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	Figure 16. 
Utilising the ‘UV Unwrap’ window to assist in the proper placement of the can wrap image. The ‘Place 2D Texture’ options allow the artist to move the imported graphics into a position that is in scale with the intended subject model. 
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	Figure 17. 
Utilising the ‘Quad Draw’ tool over a Live Poly Plane with a reference image. The green line shows two vertices that have been created and the imminent creation of a new polygonal face using the ‘Shift’ key to complete the action. 
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	Figure 18.  
Completion of the Ring Pull asset, having connected the two mirroring sides and moulding the object. 
This is shown alongside the original reference image on the flat Poly Plane. 
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	Figure 19. 
The final effect of the assets together, creating a real-to-life one-to-one of the intended item. 
 













  
Model 5: The House – 14th November 2025 

The ‘House’ was created from a simple cuboid shape. The detailed assets such as the door, door handle, windows etc were created separately to allow the geometry of each to retain its integrity.  
The main base of the house was extruded by selecting the top face and using the ‘Move’ tool up along the Y axis to create another area of the object. This new top face and the surrounding shallower faces were selected together and scaled to create a shallow but slightly overlapping area on top of the original cube.  
This extrusion was repeated once more on the topmost plane to introduce a second additional area, the height of which was somewhere between the last two. 
The newly extruded ‘roof’ was split into two by utilising an Edge Loop and ensuring the tool was set to ‘Use Equal Multiplier’ with the numerical value ‘1’. This allowed the cut to be along the centre of the object.  
‘Edge Select’ was toggled and the two outer edges of the ‘roof’ chosen simultaneously by holding ‘Shift’ whilst selecting. These were moved down along the Y axis to create a triangular shape. The middle of the Edge Loop was not pulled upwards along the Y axis from the base as this would have caused hidden faces to overlap with each other instead and may have posed an issue later in the process.  
Once this had been completed the base for the house was ready to have assets created for it. Whilst Edge Loops could be utilised to create extruded topology akin to architectural elements, the choice of the artist was to create these elements separately in order to keep the geometry of the base model simple and easy to UV unwrap, as each element could be easily unwrapped and textured separately.  
The door was created by introducing a new cuboid into the scene and scaling it appropriately, in proportion to the size of the base model. The depth was decreased, and the shape adapted to become more rectangular. Edge Loops were created in symmetrical and calculated positions to simplify the creation of the door panels. These ‘panels’, visible in many existing doors, were extruded and scaled inwards slightly before being extruded again and set at a small integer to give the standard shape for this area of detail.  
Similarly, the window frame was created by scaling a cuboid into a square frame with a shallower depth to it and utilising Edge Loops to create the ‘panes and frame’ of the object. Unwanted edges and vertices were deleted at the end of this process for both objects, a step that was also taken in the creation of the original Dumpster model.  
As for the ‘Handle’ of the door, a Cylinder was imported into the scene and scaled down considerably before the mid-point was moved to lie at a higher area of the front face. The resulting faces are shown in Figure , along with the results of extruding and scaling to constitute the circumference of the handle.  
This area was selected with the ‘Paint’ tool by holding the ‘Tab’ button and selecting the faces in the smaller circle. These were then extruded outwards along the X axis to give length to the handle. Using the extrusion and scaling tools, the doorknob took shape and became not only smoother due to multiple polygons but also more believable as the object took shape.  
The backs of each of these assets were deleted to prevent face collisions on the main model and items such as the window frames were duplicated and placed on the base in their respective areas. 
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	Figure 20. 
Extruding the cube in order to create the basis for the eaves and roof of the House. 
The scale tool was utilised to produce a slight overhang. The top plane will be used to model the roof. 
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	Figure 21. 
Creating a Edge Loop that splits the object in half at the exact centre by inputting ‘Equal Multiplier’ and setting the numerical value to ‘1’. 
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	Figure 22. 
Dropping the two side edges of the ‘roof’ to implement the iconic slanted shape of a gable roof. 
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	Figure 23. 
The geometry of the Window Pane, complete with shaders and opacity filters. The complex shape has been achieved by utilising Edge Loops and extrusion. 
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	Figure 24. 
The Door model, showing the extensive use of both Edge Loops and extrusion with scaling to replicate the intricacies of a panelled door. 
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	Figure 25. 

A (Top). 
The beginning of the extrusion process for the handle. The centre point of the initial circular faces has been moved upwards along the Y axis to allow the plate where a keyhole may lie to remain empty. This amendment has been rectified once its purpose has been served. 
                                                                                                                         B (Bottom). 
The topology of the Door Knob, showing the movement of the centre point of the second extrusion, allowing the rest of the extended planes to be created above the handle frame rather than in the middle of it. Revision could be made to introduce a keyhole if this would be necessary for an assignment or game brief. 
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