Reflection
In this major project, I mainly work as an animator, technical artist, and prop maker, scene editing task. The vegetation and debris in the scene are all made by me. I was very interested in Unreal Engine before that, and this project has taught me more interesting things.  
 My main job is as an animator, and I am very confident in my animation skills, but because of some technical problems and team management problems, this part of the end and multiple students evenly share the production of all animation. But in the process of this animation I was exposed to many new techniques. For example, motion capture and manual flat-slide capture data techniques  
 Secondly, because the classmate in charge of scene editing said that he was not up to the task after exceeding the planned time for scene construction, and asked me to completely take over his work, I also served as the main scene designer. However, this part of the work I found very interesting and also made me learn a lot about the UE5 scene editor. The final scene also looks pretty good. My secondary role is the binder, and I may not be doing a good job because I have a problem that I can't solve in a short period of time. Character bones exported from maya cannot match bone meshes in Unreal Engine. Although I later solved this problem, it allowed me to make part of the animation that did not match the bones of the character. Although this session was very challenging, it was a valuable experience for me.  
 My other secondary character makes items and scene models. Because I was involved in the construction and editing of all the scenes and models, I learned some advanced graphics knowledge.  
 The renderer for this animation is Unreal Engine, so I took on the role of Technical Artist. Since rasterized rendering differs from the underlying graphics techniques of ray tracing, there are many rendering algorithms I need to work on. I think I did a good job with this part because the effect of the final scene rendering gave me a job as an Unreal Engine engineer.  
 My replacement job is animation rendering, and I am glad that I am involved in part of the rendering work. But this is partly due to the rush of time, so there are some graphics bugs that have not been fixed. Sadly, my GPU got damaged in the most critical parts due to the long-term load. I only participated in 20% of the renderings of the entire animation. The bad thing is that the students in charge of the main rendering didn't download Unreal Engine. This is also the reason why the rendering style is not uniform in the end, a large part of the animation is rendered by maya, so the picture style is different from the empty shot scene at the beginning.  

2.1. Design reflection  
 At the beginning I had a discussion with the group leader and each team member about the art style of the scene, and initially we shared with each other the good content we found. We referred to some realistic style animation and stylized rendering animation, and finally chose a stylized rendering effect similar to the manga. After that I queried a number of graphics algorithms for stylized rendering in Unreal Engine.  
 
2.2. Modeling part 
 Modeling I made using maya and Zbrush. Some of the models I used Zbrush for engraving and then topology and baking in maya. There are also some models that I use directly to make low molds using maya. Model making is very frequent in my daily work, so I have experience in this area as well. I didn't have any problems during this process.  
 
2.3. UV part 
UV editing is a very interesting thing, because in the scenes I make, many of the physical effects are achieved through UV animation. The implementation of each visual effect is based on multiple attempts to modify UVs. The editing process for the UV was like I was on a jungle adventure, and when I tried many forks in the road to finally find the treasure in the jungle was an exciting thing, although it was very challenging. Texture and material part 
 This part of the work is just as interesting as UV editing, because all the materials in the scene are basically implemented through graphics algorithms. Although I encountered a lot of difficulties in this part, the reason is that the literature I consulted can only give algorithm logic to inspire developers, but the exact algorithm needs to be modified by myself because of different rendering requirements. When I first started learning these things, it was really difficult. But the desire to explore graphics made me very willing to spend a lot of time studying these things.  
 
2.5. Animation part 
 The animation process didn't go well because Dylan's scenes were unusable, and I was asked to take over his job to re-build the scenes. I spent a lot of time recreating a scene that met the technical requirements, which eventually led to slow animation progress. There are also some interesting things in the animation process. Zhaoyuan Yu and I worked on a low-cost motion capture solution, and through this program, I completed the production of two shots. And this part of the work also made me feel the cohesion of the team members, most of whom are very united. Hongjie Xu, along with Lunyou and Haolang Yan, helped me share most of the workload.  
 
 
 
2.6. Rendering part 
 The rendering part is done by all team members together, due to Yao Chen's personal reasons, he refused to complete this part of the task. As a result, most of the rendering was done in maya, which allowed Yebing Lin to re-set the scene in maya. On the other hand, the proprietary graphics algorithms I wrote for Unreal Engine don't port into the Arnold renderer, so a large portion of the footage doesn't look good. And the 20% unreal engine-rendered footage I co-produced with Jirui Hu also had graphics bugs that weren't fixed. Although this result did not meet my expectations, I am very grateful for the efforts of most of my classmates to make our animation look good.  
 
 
2.7. Scene Construction 
 Due to Dylan's personal reasons, I was unable to make the scene requested by the group leader. So I took over his job, and although my workload increased, it also allowed me to learn more. My knowledge of map editing in Unreal Engine also gave me a good job. The final scene looked very good, which satisfied me, even though the scene only appeared 30% in the final animation.  
 
 
Conclusion 
This team project was a very good experience for me, because I used what I learned in this project to pass the recruitment test of VR game development companies. But I also realized my shortcomings in the process, and during the production of the project, I was forced to serve as a temporary leader for a period of time, because Zhongqi Liu was very busy during that time, often requiring overtime. In the beginning I didn't think about how to manage the team, because most of the time I was told what to do. When I was the interim leader, I was very anxious and worried that I would not be able to complete the project in the end. Maybe I'm a perfectionist, and when my team members have problems they can't solve, I often take over tasks they can't do. This may not be a good thing, because later there are team members who encounter problems and wait for me to solve them, and my workload is overloaded. When I consulted some management knowledge, I found that the right team management method should guide team members to solve problems, rather than giving everyone the aftermath themselves.  
 There are many unreasonable places in this team project, such as dividing students in different time zones into groups, which greatly improves the communication barriers, and we cannot form an efficient team collaboration. And the division of labor of the team is not reasonable, because the model and the texture are divided into different people to make, so the art style of many models and textures cannot be unified. On the other hand, due to the mandatory grouping, the professional skills gap of the team members is very large, which leads to slow progress in project development and many unpredictable situations in the process, such as some roles saying that he is not competent for the part of the work they are responsible for. Finally, despite the difficulties in the development of this team project, the end result was exciting. I am very grateful to all the students for their efforts to complete this work together. This experience has also allowed me to learn a lot of useful knowledge.  
