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In mian project “witch and deer“, I was mainly responsible for the previous script, the storyboard, the character design and so on. In the medium term, my mainly responsible for the modeling ，rendering and rigging of shopkeeper, and creat the environment of cafe. Help Pan Jiajun make props, modify the details of Witch and Deer. Also animated  the shots of 14-21. In the post-production. make the passer-by, the material of the title 2d animation. Basically participated every parts.
What we done well
The completion of the pre-production and medium-work is still relatively good. Witch and Deer have a relatively complete pre-production, and the mid-term video is also very good.The post-production character is very good, especially the character's texture, the rendering effect is very beautiful, and the details are very rich. The animation part is also great, the Deer and Witch‘s  acts clearly show their personality, humorous and vivid. The connection of the film is very compact.
We do well in these parts because:
1. Observation of life, long-term inspiration record.
The story of Witch and Deer is not something I thought of temporarily. These two characters are an idea that has been accumulated for a long time and has been lingering in my head. Whenever I have an idea, I will use sketches or text to record them. I have drawn some illustrations for witch and deer, which were shown during the pre-production. In addition to this, there are some other characters, like the masked people who squat on the stilts, the pipes holding the stars, and so on. They are not in this short story, but they are the most in my mind. The two important characters are showing up and I am very happy for this progress. Although it only shows less than 20%, this idea is indeed the result of long-term accumulation. And I am very interested in continuing to perfect them in future life.
2. For the accumulation of hand-painted experience.
In the past, for the accumulation of hand-painted experience, long-term practice, I felt that it was not so difficult when sketching. Can accurately express what I think in my heart. Because I have been practicing painting techniques since a long time ago, I have sketched the human body structure and so on, and accumulated some basic skills. But so far I don't think it is enough. I still need to continue to accumulate. The practice of basic painting skills will never be too much. Basic painting practice is a very straightforward thing. It doesn't require too much skill and talent. As long as you practice diligently, you can improve each time you draw one more. Although every progress is very small, but long-term accumulation, you can get the results you want. Today's computer technology is very developed, but you can't have a computer to create for you anytime, anywhere. The brush is still the tool that the animator uses to talk. If you want to quickly say what you want, you must practice it. Practicing this basic skill.
3. the cooperation division of team is clear.
In the early and mid-term, our division of works is very clear. I am responsible for all the parts that need to be painted, Rachel and Stuart are responsible for the environments, and Pan is responsible for the characters. Everyone is doing what they do best. We don't need to spend too much time on the tutorials, and the handover work is relatively small. Just use our whole heart to complete ourself part. Regrettably, such a division of works has not continued into the final stage.

4. Repeatedly modified many times
in the post-production to creat characters, repeated revisions, almost everyone contributed their own strength to improve the characters details. From the beginning of the lambert material, switch to the anord material, replace the texture, and re-increase the layer of the texture.We modify it back and forth at least three times. This is why our character model is very refined. Stuart did a very good job on texture, and I learned a lot about texture from him.
5. because Rachel has a very high enthusiasm for character animation, and also experienced. She is very skilled, very fast, and perfect in animating. I also worked very hard when making animations, including camera seting. so although we failed to rendering whole films, the completion was not high, but it was still a vivid short animation films.
What we are not good at
Though we done something well，We also make very big mistakes. Finally, the complete movie was not rendered.Inappropriate scheduling is the main problem that ultimately fails to show the finished version of the film. The time reserved for animation and rendering is too short.
The reasons for this problem are summarized as follows:
1. the task assignment is not clear:
Although we all filled out the task assignment form, we did not actually complete the respective parts according to the tasks on the form. Everyone of us will help each other and modify the other's works.
1.1 failed to complete works in time
When assigning tasks, first of all we are not as clear as when we started pre-production. Maybe because this is just a uni-work assignment, so we want to be able to participate and try in every part, not just to do what we are good at. What to improve problems by creating problems, finding problems, and solving them to improve ourselves. I am no longer just doing painting work, I am also involved in what I am not good at. A lot of things are fresh to me and I want to learn. I did my best to complete the shopkeeper on time. Stuart is not just do environment, he also tried to rigging the animated character.
1.2 frequently repetitive reversion work
Because we do what we are not good at, we may make other people satisfied with the final production and make repeated modifications. For example, after Rachel made the texture of the witch, I felt that it didn't match the character design at the beginning, so I modified it and made the texture of deer, shopkeeper and witch. I think this texture is looks Good when I finifhed them. Very consistent with the overall characteristics of the film - easy and fun. I think can continue to advance our progress. But this texture doesn't satisfy everyone. Stuart thinks this texture is too simple, there are no details. So Stuart made another change based on my modifications. Repeating the modification in this way took nearly a month, especially the last modification of the character texture, which took a long time.
2. Failure to develop a holistic and detailed time schedule and submit documents as planned:
In the final project production, each of us filled out the corresponding task assignment form and claimed the part that everyone need to be responsible for. But there are no deadline when everyone should submit the final documents. It was just a verbal statement. some people can say I will done and finfish those works this week, but it will be delayed until next week. It is a major mistake to make multiple modifications in order to achieve the desired effect without the concept of time.
3.the using of software is not skilled, some times need to learn and watch tutorials:
The features of Maya software are very powerful and there are many plugins. The previous courses only learned a part of it, and there are some skills that we need to learn in the actual project production. This creates a lot of problems. For example, I don't know that fur and hair is a very complicated and huge part, although the tutor told me that I don't need to make fur hair. But because I don't know, I still want to try it out for myself. Therefore, it will also delay the normal progress. For example, the time editor,Advanced Skeleton,Fuse,Maximo functions are relatively new, we have not said in class. But it's very convenient and easy to use. So I  need to take the time to watch  the tutorial, then practice, experiment, and finally apply to our animation. While learning to make a production, the time spent is many times more than directly produced.
4. failed to concentrate on this project:
After my personal estimation, the actual time spent on the project did not reach 8 hours per person per day. Rachel needs to do part-time job, Stuart is still working on other personal projects, Pan is preparing a personal portfolio, and I have a domestic double-degree paper to complete. On average, I am just making this project about 4-5 afternoons a week. Because not everyone can fully contribute to the production of this animation short film, it will make me a little regret, but this is also an unavoidable problem. Everyone has done their best to complete the film, especially at the end. After the final day of the final presentation, I really can't bear everyone. Then we had a meal together.
5.failed to take into account the limitations of real hardware devices, too idealistic:
In addition, the carrying capacity of the computer has not been taken into account. The most obvious performance is that in the final rendering, it takes about ten minutes to open the file each time, and it takes 10-20 minutes to render a picture. 
Huge folder makes it difficult to key movement in final production. Because the time is not enough, I decided to uoload the folders on my laptop and work at home. Originally wanted to synchronize all files with Onedrive. But later I found out that this make mu computer work very slowly, so I didn’t use this method in the end.
We should consider the realities in the beginning, we should not set such a large project file, try to streamline our scenes, reduce the surface of the model, merge the props, and so on. Instead of importing them all as reference files. In the later period, I spent a lot of time deleting the shelves and props in the reference in order to make the machine run faster. Thanks to Pan, all the files were downloaded to the computer before, and we got time for our rendering. I think we should focus on the creation itself: how to design the picture, the key to make interesting moves, and to set the rich lens above, rather than always thinking about the document and being trapped in the details, mechanical things. Because there are a lot of things outside the picture, the audience is invisible, so we need to learn how to save costs. For example, the building blocks that children play, in fact, the lens is very far, a few seconds have passed, we do not have to describe the details of the building blocks. For a small team of four people, what needs to be done is to create an attractive animated short film at a lower cost, which is very successful. It's not the perfection of all the details required by a big company.
conclusion
After this project, I realized that when I was doing animation, especially small groups. It is necessary to be able to distinguish the key points, clearly define the division of labor, and exert the strengths of each individual, develop strengths and circumvent weaknesses, save costs, and solve key problems as soon as possible. The most important thing about animation is motion and shots. Especially for small-cost production, you don't have to spend too much time on the details, it makes people feel interesting, and the favorite animated short film is a successful short film. The story should be designed to be as simple and understandable as possible. The character of the character is clearly distinguishable, the action design is exaggerated and interesting, and the audience can be attracted to the best in a short time. At the same time, the author's intention can be expressed and the audience can understand. Then on this basis, in-depth details to improve the integrity of the work. This requires more manpower and resources.
  I am a slower person, I really didn't expect to finish it so soon in a year. During the year, I learned a lot and grew a lot. Including life, learning, and dealing with the world。 this year's experience will be a valuable memory in my future life path. It’s really lucky to meet everyone at Swansea.



