Critical Reflection
In the whole production process of the team cooperation animation film project, the work I chose for myself at the beginning were: Primary work: Logo design and painting, Secondary work: Production of props model and texture map painting of the scene inside the farm house, Standby work: Video editing and character binding. The main purpose of this report is to evaluate the quality, speed, method and other elements of the works completed in the corresponding work process, and also include the success or failure of some processes in the work process, the problems encountered, the solutions and the final results, Also, I will analyze and criticize whether the work I am responsible for has a negative or positive impact on the overall animation production team in the production process. At the same time, for all the elements criticized in this article, I will also seek their own improvement methods, so that I can better show my own ability and value when I encounter the same situation next time. I will write this article from three different aspects and summarize it at the end of the article.

First of all, I want to describe my main work -- logo design and drawing. The inspiration for my logo design comes from the existing posters of this animation project. After repeated research on the characters and plots, I decided to use the carrot monster as a visual element for design. The software I used to draw the design drawings is Photoshop, which is my most familiar software. I think the quality of the three logo design drawings I designed is relatively good. They are all composed of the carrot monster and the movie title, but their shapes The size, the action and additional elements of the carrot are different, such as the round box outside the carrot in the first picture and the two long strips above and below the title in the third picture. Therefore, each design drawing can give a different visual effect. However, I don't think I have used most of the functions of this software, so that the design drawing can be well decorated and polished, so that it has more obvious characteristics, higher quality and artistry. The reasons are: First, I didn't learn and contact additional functions with special effects when I was studying and using PS software; Second, I was very easy to spend too much time on things because of the limited time this time, because I also had to do other work, prepare for the early speech and write the written report, I didn't have much time to design the logo. Moreover, in the design process, I always like to change my ideas and modify the parts that have been painted, it means I always hesitate. This leads me to have no extra time to study more functions in the drawing software, so that my works can have better value and appreciation. In the future, if I still have the opportunity to make animation, I will definitely change my habit of being indecisive and work seriously and firmly. From now on, I will use my spare time to consolidate the more functions of PS software and other similar software with better effects. Besides PS software, there are many more advanced software that can improve the quality of my works, so I will also contact them appropriately. As this work is relatively independent and will not be connected with other work, it has no impact on the overall progress of the project, but it does not show a higher quality logo for this animation project.

Secondly, I would like to report on my secondary work: the production of prop models and texture mapping of the internal scene of the farm house. I use Maya software to produce the prop models. First, I went to the Internet to find some real photos of the internal structure of the farm house and the older furniture. Then, I watched and learned the teaching videos of other people making furniture models and began to make them. The models I made include common simple furniture such as stools, chairs, lamps, tables, carpets, message boards, sofas, windows and curtains. I used the basic functions in Maya, including chamfering, extrusion, scaling, soft selection and ncloth, to make these models. Then I used Substance 3D Painter software to draw texture maps. I think the quality of the work after the overall completion is very good. The real, simple, common and life style of the model and texture is very consistent with the setting of the farm house. However, there are also shortcomings. I do not fully understand the various functions of Maya software. The functions I use are very common and basic. First, the quality is not very high, and second, the production speed is not fast enough. This is due to the limited time this time and the fact that I did not learn more functions of Maya software in depth. In addition, there is another reason for the production speed. Because I have not used the Substance 3D Painter software before, I spent extra time to familiarize myself with and learn the functions and usage of the software, thus slowing down the production progress. Therefore, I did not make very detailed models, and the production speed was slow. I failed to provide more and better models for the whole project and my team members to choose and use in a limited time, adding more elegance to the animation scene. If I have the opportunity and time in the future, I think I should make myself more fully understand Maya software, and I think I should also contact some new advanced software, such as ZBrush software, which is very convenient, fast and high-quality for making models. Learning these can improve my model making ability and speed.

As for my substitute work, I did not participate in the video editing work in the end, so my substitute work only involves role binding. I was assigned to the role of carrot monster for action binding. First, I topology the high model I got, making it a low model with fewer faces, because only in this way can I bind facial expressions. After getting the low model, I used blender software to draw the same map according to the existing map on the high model. Then I imported the basic body and face bones and aligned them with the various body parts of the carrot monster, and then bound and brushed the weights. In general, the quality of the finished product is good. The motion controller can flexibly, vividly and naturally control all body parts and facial muscles of the carrot monster, and the mapping effect is also good. However, there are also shortcomings. First, binding and brushing weights are my weak points. In the production process, there are always problems such as uneven bone alignment, true or failure of the controller and poor brushing of weights. Second, since other team members imported all models into higher-level software to make animations in the later stage, and there was a problem with the normal of my model, after importing this model into the software for making animations, there was a problem with the display of its material. Then, other team members spent several extra days to solve the problem of normal and model, which delayed the team's production time. I think if I have a chance in the future, I will often practice and consolidate the skills of binding, brushing weights, topology and adjusting normal to improve the quality and speed of these works.

To sum up, although the contents of the three works I have done are different, the quality and shortcomings of the works are common. My ability to make models, draw design drawings, maps and bind models is fairly good, so the quality of my works is good. However, at the same time, I am not familiar with various software such as Maya, PS and Substance 3D Painter, or I have not learned and used them in depth before, which leads to two problems. First, the presented works still have a lot of room for improvement. If we continue to study and make them in depth, we can improve their artistry, appreciation and other value factors. Second, just because of the above point, the production time is also slow. If you can study deeply, you can find faster and better production methods and functions, so the production time will be greatly reduced. For the whole team, these problems slightly delay the production time of the team, and some team members need to spend several days to solve some problems. Moreover, I have not produced the most and best works within the limited time to provide other team members for selection, thereby adding more grace to the whole animation.
