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The major subject has finished in September 30th, unfortunately, we didn’t finish render part.  
What did I achieve?
In the begin of subject, I take charge for character modelling supervision, it is my primary role. There are four main character in our animation, we chose Zihan’s story as our basic script. then we make sure the style of character. I build three character basic model. After we have determined the script and the shots, I take the role is because I am interesting in building model and I good at it. I think it is suit for me. It can give me a opportunity to practice my skill. It is help for my future career. Building model is a basic work in a animation work, and it is important. In the earth work, I build the basic model: deer, witch, kid. It take a long time to build, but after I build three character model, it has improved my speed of building model and give me deeply understanding about kinds of tool in MAYA. Then, in the later work, I texture and rig for deer.
In the subject, I also take charge for building and text rotisserie area and some Items on the shelves, it is my support role. In our animation, shop is a big area, if we want a good rendering show in animation, we have to build enough detail for background such as cookies, milk, beer, chocolate etc. And I will design for these production make they suit for our animation. And everyone in our group will take charge for each part, the only thing we need notice is the style need be same. About the deer work, in first part, I finish model, UV, texture and Rig in July 20th, then Start take over for changing UV, he upload the model which fixed UV in August 20th. Then I and Zihan take one day to finish deer and baby. She take charge for rigging and I painting weight.
My second role is taking charge for building environment, such as rotisserie, trolley, kinds of meat, computer, pay machine, dairy, cookies and fridge. In the early work, I build model and texture. The biggest problem I meet is texture, texture is easy but I need to make texture suit for our animation style. In late work, I take charge for make the environment in right position. I think we find a good plan plug-ins named Advanced Skeleton vision five, I know it in 2015, it was Advanced Skeleton vision one at that moment. It is useful in rig and animation. Walking design is a brilliant function, it can make a naturally movement for animation. In fact, I can’t do walk animation as good as walking design.
In the last part, my major work is putting most of environment into right place, and make sure these environment have show in others animation. After I finish environment work, I start to do some animation which shot 22,23,24,25,27,36. 
 I have downloaded all file that we need for render for all computer in class before we finish all animation. it takes me five hours to set up, first I try download by Google, but it fail, because the internet is so bad to carry on, the we find other way to fix it. The file is too big which have more then 25G. I have finished most of my shots render, and help Zihan and Rachel collect render picture, and composite render video. Unfortunately, our render video are dispersed, so I didn’t compose it into a whole video.
Thanks for Whats app, the communication in group is very easy and efficient, in the early stage, it is hard for me to talk with team member, I have to use google translate to transfer every word that I don’t know. But I can talk with they easily now, even some words I still don’t know the meaning, but I can guess the meaning of sentence. It is very precious harvest for me.

What did I learn?
I also learn a lot of knowledge about character model. I chose deer as the first character model to build, the first problem that I meet is the design picture. I take a lot of time to adjust model, I have learn a point that we have to have a clearly idea in mind not in picture while building mode. The second thing that I learn is I need to make sure every line is necessary, I have build a lot of unnecessary line in deer model and it cause a lot of problem in later work, especially in the process of unfold UV. It have a big change in other model, such as kid and witch. I have delete many line which I don’t need. Then model looks more sample and applied, it is very easy to continue, especially in unfold UV. To unfold a complex model is very difficult, every point of UV we need to make they straight, then it can suit for texture work. I am sure that I can do better in build model next time, more careful and more normative. Model is the first part in a animation, it is important. Then I chose deer to texture, because I know it will be hard to do. 	 
Team work is important, when people sit around and work together, the efficiency of work will improve a lot. Like Zihan and I have finish two character rigged and paint weight in a day including other detail thing for other environment. I can help her in some detail things for Maya 2018. Zihan is good for rigging, I can help her to find some tool that her didn’t know where is it and tell her how to use. And I still can work at that moment, she don’t need to find teach video in internet, we can save a lot of time and do more things.
I find I rename every thing while we build model, it seems doesn’t matter, but it is important in later work. Such as shop environment, we have instanced couple of time for one model, if I didn’t rename the model and texture. If it have some problem in it and want to change it, we will spend a lot of time to find where is it. 
Was it more difficult than I thought?
I chose deer as the first character model to build, the first problem that I meet is the design picture. It looks same in Zihan’s design picture, but when I start build model, I find the pose of character is different, such as the front view, deer has look up and deer has bow down his head in side view. I am a little confused, I don’t know which one I need to follow. It waste a lot of time.But it is a little complex for me about UV. Maya 2015 UV tool is difficult to me, so I use a software name unfold3D to make UV. Then studio update the software of MAYA, we only can use Maya 2018 to continue work. It is hard to start, the first reason is I have get used to Maya 2015. Second reason is I don’t know many English word meaning in Maya, I used Chinese Maya 2015 before, so I can remember the position of tools, although I don’t know the tools English meaning, it doesn’t matter, because I can remember the position of tool and know the function of tool. In Maya2018, some position of tool has changed, it bother me a lot. For now, I find MAYA 2018 is better then Maya 2015, the UV tool is very good to use, and I make the deer UV by Maya 2018, it is very convenient. The first part is UV, texture for striped clothes have high requirements for UV, I took a lot time on it, but didn’t get good work. But I think I can make it now. Then the problem is computer, the computer is hard to carry on render, the environment is too big for class computer. 
In the first stage, we decide cartoon style as animation basic style, so I try to add warm hair for deer. In the first time, I try use Zbrush to paint hair for deer, but I find that I need topology for deer, I have no idea in that moment. Then I try to use Xgen paint hair for deer. First problem that I meet is the computer need couple minutes to render hair, it will cause a lot of trouble in late animation, then I find I just worry too much. Because I can’t make a good hair for deer, it is hard to understand the use of Xgen. 
Then in the middle stage, we find the problem is caused by Advanced Skeleton, after we rig the character, the control of eyes have some problem, because all character is rigged by the plug, so we can’t continue work. I spend a lot of time on it which try find some useful video to solve problem. Then I find if we remove weight of head from eyes control, we will solve problem perfectly. It just take one hours, all character is fixed. 
In the environment model build, it is easy but I need to spend a lot time on it. Because too much environment need texture to show their style which suit for deer and witch style, such as dairy, it have nine different bottle and texture, in the early stage, I try to make it have deer and witch style, so I add the logo of deer in the bottle. But they don’t look nice, so Zihan help me to design they again, they look very good in our animation. It still have some problem, because I didn’t clear size before I build the model. So I have to spend a lot time to change the UV and texture for dairy.   .
Of course, we learn a lot thing about how to make a 3D animation, but I still need to learn more knowledge about law of motion. It is a basic in animation. We still have a lot thing need to learn. But I think that the most important thing is we need a good model with good rig to continue animation. We got a lot trouble while we animate. So we have to change the pose or camera to make sure animation look good.  
Model build is a profound area, there are many style we need to learn. I like build model for games and movies. I have practiced couple of hours in Zbrush and I am interesting in it. I think if be a master of model is a good experience in my future career.  
Did the project get finished?
In fact, we didn’t finish all thing on time,And some computer take a hours to render one pic. I should leave at least a week for rendering, but we only have two days for rendering. I feel very regret that we didn’t render for a complete movie. I think if we can finish render, it will be a good movie.I think our colleagues fair, everyone have their work to do.  
Conclusion
[bookmark: _GoBack]I enjoy happy time in the subject, Solving problems with the teacher and team member we work together. I like the feel that we solve problem together. Our team member is brilliant, we have argument and discuss in many detail things in animation, every have their opinion, we always have a long time discuss to sort it out, but finial, we got a great result that everyone like. My English skill also have improved a lot, I am happy for that. In this year, I have got a lot of information in 3D computer animation and learn some skill for animation, it is helpful in my future career. 
