In this major project, I was mainly responsible for the prop making, and the two characters' motorbikes were entirely made by me. I will be responding to the team producer. This includes but is not limited to prop design, prop modelling, prop mapping etc. Although I have previous experience in prop modelling, I have never worked on a motorbike model before, so I thought it would be a good challenge for me to communicate with other members and get more ideas and become more diverse.
	I was completely responsible for the motorbike content, so I was responsible for the whole process, from the design drawings to the finished model and material mapping.
	Firstly, I was confident in my prop design and communicated with team members and team leaders during the design process to adjust the whole process and requirements.
	Secondly, after the communication, I also design multiple versions for other members to discuss and choose from, to get a better design result, and then proceed to the next step.
	I think I can learn how to make props and designs faster in the whole process. I am keen to learn about these and it will help me in my future career path.
	In terms of secondary roles, I chose to help with rendering, where I think I can help other members do their jobs better and I can also help them quickly when they ask for it. Likewise, if I encounter problems and difficulties in my primary job, I can gain more from learning and absorbing the strengths of other members.
	The work I add not only reduces the processing time of the whole project, but also improves the quality of the work. This is a very important task for us now.
	My understudy work is the scenario side of things, and I can help other members when they need help and take on their work. I also try to make time to help other team members during the project, and my colleagues make sure that my main job is done. Of course, the job also gives me more exposure to more work, which allows me to adapt to the project process faster in the future.

Design reflection

	At the beginning I had a discussion with the group leader about the overall look of the motorbikes, we shared with each other on artstation what we thought was good about the motorbikes and then discussed and analysed what was good about them and what attracted us to them. After that I picked six motorcycles to make silhouettes, discussed and chose the ones I liked as the initial shapes, and made three views.


Modeling reflection

	For modelling I use blender. The priority in modelling is to create the overall shape, so poly is good to use. After creating the box and cylinder base shape according to the shape in the three views, extrusion, stretching and other operations to make the model and the three views match.
I didn't want the rabbit's tyres to have a cut-out in the middle, so I chose to model them together to save the number of faces and the need for subsequent optimisation.
In modelling the left and right sides of the motorbike are basically symmetrical and you need to use the mirror function so that you only need to build half of the model, which saves a lot of unnecessary trouble and time.
	However, this time my wiring was not very good, so I spent a lot of time modifying the wiring, and because I was in a hurry, I did not do the sculpting of the high moulds, which resulted in a poor stylisation. These are some of the issues worth reflecting on.

UV reflection

	I think I did a good job on this part, making up for some modelling deficiencies. After completing the modelling, I need to think about how to split the uv, splitting the uv has a big impact on the mapping and material production later on, it is important to specify the distribution of the split lines. In this team project, all the models in a motorbike needed to be unfolded in the same mapping, but the motorbike had different parts and their materials and mapping were different, so I chose a new approach, identifying the materials that needed to be sorted when unfolding the model, separating them all with uv lines, and then using Color ID to sort the parts that needed different materials into colours, so that they could be distinguished when making the materials later. Then use the Color ID to colour the parts that need different materials so that they can be separated when making the material, even if they are in the same UV map. The tool I chose is Rizom UV. This tool optimises many of the operations of expanding uv's and is very convenient, and the Color ID function of Rizom UV is very powerful.

Texture reflection

Before I started texturing I made a rough effect in the paint function in blender for the group to see, this effect was modified after the group's comments before the textures were painted in Substance 3d painter.
	The initial draft design was rushed so it was basically not used later on. The subsequent redesign of the texturing style and theme was based on the characters, with the rabbit's motorbike using more red and the decoration on him as the theme for the motorbike, and the pirate pig's motorbike doing the same, the rushed front was made up for later.

Rendering reflection

When I first took over the rendering work, I received one shot after another from ue4, and although the scenes and characters had been laid out, they were not textured or mapped. The scenes and characters were already laid out, but they had no textures or maps, and many of the shots were incomplete, either missing characters or missing action. So I made a unified action, many of the materials were on in ue4 and could not be exported, so I selected external scene models in a separate guide, added materials to each of them that could be rendered out in maya, then saved the scenes in MB format for subsequent shots that needed scenes, completed the scheduling of the scenes and saved a lot of time, the scenes were rendered using the Arnold renderer. Lighting is very important, in lighting select Skydome Light, a giant scene light that wraps around the whole scene and is used as natural light. Once the HDR map has been added, the scene is rendered, but due to the specific nature of the Arnold renderer, rendering with the default settings will result in a black out, and the lights in Arnold use a secondary fade by default, unlike the default behaviour in Maya, where the lights are set to no This differs from the default behaviour in Maya, where lights are set to no fade by default. In fact, setting the light fade under the Point Light Attributes section of the Light Attributes Editor will have no effect.
The "overdarkness" can also be solved by changing the intensity of the light or changing the Exposure property. The intensity (and scale of the model) can be selected and then fine-tuned using the Exposure setting.
If you increase the radius of the light (select the point light source, go to the properties editor, expand the "Arnold" tab and change the "Radius", you will get soft shadows. So I adjusted the shade colour, Exposure, Specular, Intensity, Diffuse and other parameters to finally render a passable scene without overexposure. Once the scene problem was solved I shared the file with all the group members who needed to use maya rendering and I selected the fifth shot in the shot file, the part where the pirate pig drops the bomb, as my work to help aid the rendering, which was rendered using 1280*720 format.
	However, the rendering of this part was not very satisfactory as it was not rendered using the triple rendering plug-in, but subsequent efforts by Haolang Yan and others resulted in a triple rendering effect using other methods.






Conclusion

I learnt a lot from this team project, I also realised my own shortcomings, both technical and team related, and learnt lessons to polish and improve myself before the next team project.
