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Introduction
The group work project Flowerface is now at the main step of development.As a group member,I am willing to participate in the crew assignment.Some of skills and techniques I have obtained which will be applied in related aspects.

According to the moodle guide,the conception of the 'role classification’ can be refer to:
P:The primary parts I am mainly responsible for,I will set the goals as well as the work expectation,including the all difficulties relate in        
A:For the assistance work, analyzing the role function is necessary, then provide some relevant references and giving advice in some case.   
C.Beside,there is some flexible and alternative role that is for backup.I will still learn more knowledge and skills to prepare myself for an active preparation in situation. 

According to the newest updating task list from Catrin,the all description can be shown in the following table:

	Roles and tasks
	Production:Flowerface
Timeline:June-August 2019 

	Primary role(P)
	Working methods and Definition of responsibilities

	1.Modelling of Husband 
	During the stage of pre production, I was assigned to design two male characters.I would like to go on improvement of modeling,
such as the correction of prop’s scale,haircut,clothing and etc. I need to meet the further professional standards. 
z brush and Maya as the main software that would be applied in the modelling method.because Z brush has enhanced sculpted tools and calculate automatically wiring structure.
Thus,I will quickly learn Z brush in suitable time duration.  
The challenge is the issue of the high poly model which need to simplify before import in Maya,there is lacking of details.   
It is crucial to find an efficient topological method in Maya.

	2.Texturing of Husband
	After husband modelling,I will do the following texture.It is aimed to do the specific UV structure mapping design of character.   
The difficult in material is that show the different distinction on costume and hair. 
I will use Substance painter or Z brush to generate maps and modify by Photoshop and SAI.

	3.Rigging of Husband
	At this part, I can handle the basic rigging skill of Maya and Max ,so I am willing to continue.
The complete skeleton and controller need to be required,and the blend shape of facial expression.Human IK and the plugins Quick Rig in Maya,or can try the advance skeleton.
Rigging is quite easily in error even though following the official instruction,it will spent time with crew members to solve it. 

	4.Animation sequence(SQ03 SQ04/SQ07/SQ16/SQ17):

	According to the newest schedule, I am responsible for two plots: SQ06 and SQ08.
SQ06 contains two shots is that relationship development of Lover and girl,and SQ08 include 8 shots,which is the husband revenge.
I have ability to complete the character movement and constraint animation in Maya,using animation editor for adjusting.I have  confidence to improve camera moving and wish I could obtain a chance of doing more number of sequence by discuss with Catrin.

	5.Rendering and composting the sequences
	At post-production step,I will make effort on animation debugging rendering setting.
Then, I will improve my lighting skill in Maya by learning tutorial and referencing others animation works    
I can use well some composting software likes AE, PR, Vegas and etc.

	Secondary and support role
(A)
	Working methods and Definition of responsibilities

	1.Modelling,texturing and rigging of lover
	I would like to support Wen to carry out modeling, texturing and binding of Lover. I am responsible for male character design in pre production, so I can provide the useful three views images of Lover and reference pictures related to style.
We will help each other and research more efficient methods and correct operation in discuss. 

	2.Animation sequence(SQ03 SQ05 and SQ09)

	SQ03 includes the shots of husband departure,which is quite difficult shown by animation of single way. Wen has experience in 2D animation and she can competent for 2D images, 
I can assist her to make the 3D scroll effect of parchment in Maya.

	3.Rendering and composting the animation sequence(SQ03 SQ05 and SQ09)
	In terms of rendering and composition, I will use AE,Pr and 
Sony Vegas to assist in after FX steps.then giving some helpful advice to main producer. 

	4.Music and soundtracks
	The music and sound effects work is led by Catrin,and we were  collected the audio resources and compost in previs.I got interest in this work and I can appreciate and learn the classic music style in 13C.  
Some sound effects are lacking in the key plots at last previs, 
such as SQ09,the owl hooting, SQ08, spear hitting stone, etc. I will continue to assist Catrin to complete the audio resources.

	Standby role(B)
	Working methods and Definition of responsibilities

	1.Modelling,Texturing and rigging of the girl
	Shiying is responsible for girl’s work. If Shiying were absent, I could replace her to complete the task.

	2.Animation sequence(SQ08？ and SQ09):
	SQ09 is Wen’s work,the girl Transform to Owl.SQ09 involves complex 3D effects and deform animations.I was able to play the understudy role because I can get chance to learn techniques about transformation effect. 

	3.Rendering and composting the all sequences.
	In terms of alternate roles of rendering,it feel like low possibility to get substitution.but if there were anybody absent, I would like to finish this task.




                                                                                                                                                                   

