In the early stage of this task, I was responsible for part of the production of indoor scene props, so I will be responsible for the model and mapping of indoor scene props in the later work. The team leader also said that in the early work, I had more understanding and thinking about what I made than other members, so one of the two main tasks I was responsible for was mapping the indoor scene model in the early stage.
The second task I took charge of was the scene construction and layout of the whole animation, which was also related to my first task. When making the list of props, I was already thinking about what props were needed in an indoor scene or an outdoor scene. I had a general layout in my mind for the production of props, so my second main work was the scene construction and the layout of props.
In addition, I will also act as a substitute for model binding and special effects. My job is to assist the people who are mainly responsible for this work. The two auxiliary jobs are what I think I am good at in the whole animation process. Model binding is mainly about the binding of characters and some tools. In the whole time of learning animation, I have done a lot of model binding, constraints for characters' bones and props, etc, I think I have more experience and can effectively help the main person in charge of this work.
The second auxiliary role I played was the process of special effects. Special effects are indispensable in our animation work. I can skillfully use after effect to make animation. In the first semester, I also learned a lot about Maya's methods of making special effects and tried them myself. Therefore, I think I can well assist the main personnel in making special effects.
The last role I play is the backup work of rendering and lighting. The hardware configuration required for this work is high, and the computer configuration I have is relatively high. The debugging or rendering speed of lighting depends on the configuration of the computer, so I think we should make the best use of everything. A good configuration can greatly speed up the time we need for lighting and rendering, so that we can find deficiencies and have time to modify them.
In this task, the software I will use to make the model includes Maya and zbursh. The mapping tools include Photoshop and substance painter. I am good at modeling props and I hope to do so. Although I am not the protagonist of this work, it is an indispensable part. All props need to conform to the style of the whole animation, but they are not single. They can be different from 
[bookmark: _GoBack]each other and contain different details, To increase the sense of picture, I hope I can do the best for the part of prop mapping to bring a good visual effect to the audience. The setting up and layout of the scene are inseparable from the props, so I take the initiative to serve as the main worker for these two tasks.
I am not a role maker, so I am not more familiar with the characteristics of this character than the producer. However, I am very familiar with the binding process and think it can help the main workers to carry out and complete this workflow process.
[image: ]
[image: ]
image1.png
Character modeling + napping = Scene modeling + mapping Prop modeling + mapping Bone binding animation

e HE hEEE+HE HAFEE MR HE shim

Main (indoor props) auxiliary




image2.png
Special effects Lighting + rendering  r correction, sownd effects, background misic, subtit!logo design 3ceme construction + layow

Y Te+ER B (HE. ge. TR HRES. TR AARE) SRt WEERER

Substitute Substitute auxiliary




