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Bowl Figure (Ku)
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Figure 1. Reference image for patterned bowl. (Barreto et al., 2016: 443)
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Figure 2. Normal map for ceramic vessel textures.
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Figure 3 Preview and render of Bowl. 

Globular Vessel Figures (Ku)
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Figure 4. Reference image of profile of globular vessel with a round base and fungiform handles. (Prumers et al. 2006: 273)
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Figure 5. Model on the left has the correct rim, utilizing the Standard Fit option in NURBS to Polygons while model on the right has less detail and utilizes the 800 Count option.
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Figure 6. Ceramic texture for Globular Vessel.
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Figure 7. Preview and render of Globular Vessel. 




Urn Figures (Ku)
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Figure 8. Reference image for Urn (Nordenskiöld 1913. 205-255).
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Figure 9. Ceramic Texture for Urn.
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Figure 10. Preview and render of Urn.




Vessel with Open Neck and an Inverted Edge Figures (Miller)
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Figure 11. Image the vessel is modeled from (Jaimes and Prumers 2015: 35).
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Figure 12. Vessel with final texture and first bump map.
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Figure 13. Vessel with final texture and second bump map. 
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Figure 14. Final vessel with texture of similar color and smooth bump map with some imperfections.

Bowl Figures (Miller)

[image: ]
Figure 15. Reference image the bowl model was based from (Jaimes 2012: 12).
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Figure 16. Model of bowl with legs in front of reference image.
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Figure 17. Bowl with original reference image placed on as a texture.
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Figure 18. Image of cropped reference image only showing the texture of the bowl.
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Figure 19. Final texture used on the pot. The color is similar to the color in the reference image.
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Figure 20. First bump map.
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Figure 21. UV changed from automatic to cylindrical.
[image: ]
Figure 22. Bump map that was too rough.
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Figure 23. Final model with smoother bump map and a couple deleted edges.




Painted Urn Figures (Miller) 
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Figure 24. Reference image for painted urn (Nordenskiold 1913: 25).
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Figure 25. Cylindrical UV shells.
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Figure 26. Painted design created in Procreate.
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Figure 27. First painted design on model.

[image: ]
Figure 28. Second painted design created of spherical UV Shells.
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Figure 29. Painted design repeated so it would appear twice on the model.
[image: ]
Figure 30. Background texture edited so the texture underneath the patterned design transitioned smoothly.
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Figure 31. Image of the final painted urn.

Gourds
[image: ]
Figure 32. A variety of gourd and half gourds with typical decorations and shapes. (Petrullo 1932: 155)

Half Gourd Figures (Ku) 
[image: ]
Figure 33: Reference image for half gourd. (Petrullo 1932: 155)
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Figure 34. Reference image on a Free Image Plane and Bezier Curve for Half Gourd.
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Figure 35. Revolved surface created from revolving the Bezier Curve 180 degrees. 
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Figure 36. Two faces created using the Bridge Tool. 
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Figure 37. Half Gourd after using the Fill Hole Tool to fill the space between the inner and outer walls.
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Figure 38. Model of bump on the base of the Half Gourd, created by manipulating vertices and faces.
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Figure 39. Mirrored texture for Half Gourd.
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Figure 40. UV Outliner for Half Gourd using a Cylindrical UV Map. 
[image: ]
Figure 41. Preview of Half Gourd with texture assigned. 

Gourd with Lid Figures (Miller)
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Figure 42. Free Image Plane containing reference image of gourd (Métraux 1948: 477). 

[image: ]
Figure 43. Bezier Curve following the lengthwise edge of the gourd.
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Figure 44. Revolved surface created from the Bezier Curve. 
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Figure 45. Selecting all of the vertices in the stem and shifting them over slightly to match the stem in the reference image.
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Figure 46. One step in the process of selecting all the vertices except the bottom row and shifting them to match the reference image.
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Figure 47. Stem in correct position.
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Figure 48. Moving single vertices to match the position in the reference image.
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Figure 49. Moving single vertices on the body of the gourd to match the reference image.
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Figure 50. Cylindrical polygon created for the rope.
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Figure 51. Top face of the cylindrical polygon and copy of that face.
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Figure 52. Scaled circles placed on top of the stem of the gourd.
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Figure 53. CV curve that traces the rope in the reference image.
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Figure 54. Moving the vertices of the curve to mimic a rope tied in a knot.
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Figure 55. Adding division to the rope. 
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Figure 56. Adding twists to the shape to make it look like a rope.
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Figure 57. Created small rectangle shown in reference image.
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Figure 58. Extending the rope to reach the block of wood.
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Figure 59. Deleted faces on gourd that rope goes through and block is on the other end.
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Figure 60. Final model of the gourd with lid.


Rocker Mill Figures (Miller)
[image: ]
(Image courtesy of Dr. Erickson)
Figure 61. Stone trough and stone rocker in action.

Trough for Rocker Mill (Miller)
[image: ]
Figure 62. Trough shape.
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Figure 63. Trough with stone texture.
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Figure 64. Reference image for trough and rocker of rocker mill (Métraux 1948: 443) 
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Figure 65. Trough shape edited to look like a log.

[image: ]
Figure 66. Texture used to put UV shells over and make the trough look wooden.
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Figure 67. Final trough model.

Rocker for Rocker Mill (Miller)
[image: ]
Figure 68. Created a cylinder polygon to start model of the rocker.
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Figure 69. Rocker inside trough after the corners were rounded and it was scaled further to the correct size. 
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Figure 70. Final model of the rocker inside of the trough.

Rock for rocker mill (Miller)

[image: ]
Figure 71. First idea on how to create a stone using a sphere polygon.
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Figure 72. Second idea on how to create stone using multiple sphere polygons.
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Figure 73. Final idea on how to create a stone using a square polygon.
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Figure 74. Picture of ground stone in the middle of being manipulate to look like the reference image. Edges are sharp.
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Figure 75. Same model as Figure 74 but smoothed.
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Figure 76. Stone with Blinn texture on it.
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Figure 77. Stone with Lambert texture on it. 
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Figure 78. Stone uploaded into trough file.
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Figure 79. Stone size scaled to fit inside trough.

Bonfire Figures (Ku)
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Figure 80. Burnt wood texture for firewood in Fire model. 
[image: ]
Figure 81. Models of firewood with burnt wood and wood Lambert textures assigned. 

[image: ]
Figure 82. Render of one piece of firewood with Fire Effect applied. 

[image: ]
Figure 83. Preview and render of Fire model created using the Maya Fire Effect. The red arrows depicted on the left are a light source, required to make the scene visible when rendered.




Paddle Figures (Ku)
[image: ]
Figure 84. Reference image for modern metal manioc roasting pan. (Image courtesy of Dr. Clark Erickson)
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Figure 85. Preliminary model of wooden paddle created with a cylinder polygon, Extrude, and Scale. 
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Figure 86. Wood texture for wooden manioc paddle. 
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Figure 87. Wood normal map for wooden manioc paddle. 
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Figure 88. Preview of modified wood manioc paddle model with wood Lambert texture assigned.

Manioc Griddle Figures (Ku)

[image: ]
Figure 89. Reference image for modern metal manioc roasting pan. (Image courtesy of Dr. Clark Erickson). 

[image: ]
Figure 90. Model of manioc roasting pan created with an Extruded cube and Scaled cylinders. 
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Figure 91. UV Outliner of manioc roasting pan. Top texture is wood texture for the pan’s legs and bottom texture if dark ceramic texture for the rectangular pan. 

[image: ]
Figure 92. Preview of modern metal manioc roasting pan. 
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Figure 93. Reference image of family cooking manioc, featuring wooden paddle, circular ceramic manioc griddle supported by firedogs, and a fire. (Drawing by Dan Brinkmeier).

[image: ]
Figure 94. Bezier Curve for circular ceramic manioc griddle. 
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Figure 95. Revolved Bezier Curve creating the shape of the manioc griddle. 
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Figure 96. Preview of pan portion of manioc griddle with dark ceramic Lambert texture assigned.
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Figure 97. Progression of models from rough polygons to the final form of a firedog. 
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Figure 98. Modifying the upper surface of a firedog to create a curved surface to better match the curve of the pan portion of the griddle. 
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Figure 99. Using Wireframe Mode to position the firedog so it is not penetrating the griddle’s inside surface. 
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Figure 100. Using bottom view to position firedogs at equal distances in relation to the griddle and to each other. 
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Figure 101. Preview of manioc griddle with firedogs with dark brown ceramic Lambert textures assigned for firedogs. 

[image: ]
Figure 102. Render of nParticles being poured into model of modern metal manioc roasting pan. 

[image: ]
Figure 103. Attribute editor for nParticles created in the nParticle Emitter. Under Particle Size, I decreased the Radius to create smaller “shredded manioc” particles. 

[image: ]
Figure 104. Top image depicts original particles emitted with a larger radius. Bottom image depicts particles emitted after decreasing the particle radius in the Attribute Editor. 

[image: ]
Figure 105. Preview of manioc griddle filled with “shredded manioc” particles. 

[image: ]
Figure 106. Preview of manioc griddle filled with particles and fire model underneath. 

Manioc Grater Bowl Figures (Ku)

[image: ]
Figure 107. Reference image with ridged ceramic manioc grater bowl and handheld manioc grater implement, also known as a mano. We modeled the manioc grater bowl. (Betancourt 2012: 10).

[image: ]
Figure 108. Bezier Curve for ceramic manioc grater bowl. 

[image: ]
Figure 109. Revolved Bezier Curve to form the shape of manioc grater bowl. 

[image: ]
Figure 110. Thin rectangular prism shape bent to match the bowl’s curve using the Bend Tool. 

[image: ]
Figure 111. Manioc grater bowl model with individually modeled bent ridges attached to the interior of the bowl. 

[image: ]
Figure 112. Ceramic texture for ceramic manioc grater bowl. 

[image: ]
Figure 113. Preview of ceramic manioc grater with Lambert texture assigned. 
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