Document of Critical Reflection

1. My performance
In the “Document of Intent” I chose to take the primary role of environment modeler and substance designer. Beginning in mid-April, I spent two weeks to complete the low-poly production of five major architectural models, and I often reported my progress to the team leader during the production period. When the team leader made suggestions, I also actively accepted and made changes to my model. The revised low-poly model was affirmed by the team leader and team members. After that, I started to use ZBrush to make high-poly models. This stage also took me two weeks to make. I'm not very good at high-poly model making, but I'm willing to give it a try in order to improve the quality of the project. During the period, I continued to explore how to make the best model. Although the low-poly model of the farmer's house was re-made several times due to the low-poly wiring problem, it did not delay the progress. After my continuous efforts, I finally succeeded in making it. After the high model is completed, the next step is the topology. Topology is a very challenging task. I checked a lot of relevant literature and teaching videos on the Internet, and then slowly explored it myself. During this process, I also tried a variety of different methods, and finally completed it successfully. Texture painting is my second main task, and I also use other software for it. In this step, I also try to make textures that match the style of the story as much as possible. I finished texturing the five main buildings in less than two weeks. For these two roles, I feel that I have fulfilled my responsibilities and obligations very successfully. The tasks were all completed within the stipulated time and there was no delay in delivery. After the task was completed, I also confirmed the final effect with the team members, and successfully connected with the students who were in charge of the scene assembly.
In addition to the primary role, I also choose to play secondary roles in scene assembly, rigging, animation, rendering, and postproduction. The task of this type of role is to assist the primary role to complete the corresponding work. And I only participated in the animation part because the primary role in other parts did not ask for support. Regarding the animation link, only James and Jiayi Xu are the primary roles on the staff assignment form. This link is the most important part of the whole pipeline. After receiving the support request from Jiayi Xu, I agreed without hesitation. Although I was a secondary role, I contracted the climax at the end of the story, which was the hardest part of the animation. After receiving the task, I immediately put into work state. The moves used in the fight between the two sides in this animation are all designed by me. As before, I will often share my progress with the team members. In the end, it took me nearly a week to complete this nearly 20-second fight on my own. Worrying that the team members could not show my fight perfectly, I also made ten sets of camera animations for this fight, and rendered them into a small short film to guide the shots for the team members responsible for rendering.
I was also a backup member of special effects production. The responsibility of this position is to be replaced by a substitute member when the primary role and the secondary role cannot complete the work, but I did not encounter such a situation during the production of this project, so I do not need to undertake the corresponding work.

2. Mutual assistance between me and my team members
In my spare time, I helped other team members to solve problems. For example, Jirui Hu is not very good at textures. He is the primary role of prop making, and his task is to create assets for weapons. I got his request to help him with the texture of the gun. When I just received his file, I found that his model has become a triangular surface after topology, I tried to draw a texture on the triangular surface, but it doesn't seem to work well. So, I used Maya to retopology and unwrap his high poly, and then I started to map the gun. He had the original painting of the gun, so I helped him restore the design points and details on the gun as much as possible. Karol helped Zhongqi Liu, who was the character creator, to model the carrot monster and create the texture maps. But the normal map of this material map is problematic, and he only made a base color map, which does not meet the pipeline production standards and cannot be used by the team. So at the request of the team, I helped him re-texture the monster. I tried my best to restore the real appearance of the monster based on the original painting, and I also added channels such as roughness, metallic, and transparency to better adjust the parameters of each part of the character. When finished, the resolution of the texture I exported is 2k, because the quality of the 2k texture is higher and the detail restoration is better.
At other times, I also actively participate in discussions within the group, express my own opinions, and have a good relationship with the members of the group. There are also very active members in the group, who have made various attempts to improve the quality of the animation. There are members in the group who are proficient in Unreal Engine, such as Jiayi Xu. He is also an environment modeler and substance designer, but he is not responsible for buildings but the environment in the scene, such as flowers, grass, and trees. He organized his team members to build the scene in Unreal Engine. I don't know how to operate this software, but he helped me with related work such as adding textures and so on. Possibly due to stylization, the rendering in Unreal Engine has a lower quality compared to the rendering in Maya.
In addition, the other team members used Unreal Engine to animate the gun to fire ammo. The fluorescent liquid inside the gun can be fired as ammunition, and they also create a splash effect when the liquid hits the wall. It feels great.

3. Team problems
The overall progress of the team is slow because the delivery of characters is delayed, causing the team's progress to stop. The delivery of the character was not completed until half a month before the deadline, but only the last two weeks were left. Then everyone started working like crazy, spending one week animating and another week doing rendering and post. Time is very limited. The rendering process was almost done in a hurry. Half of it was rendered with Unreal Engine, and the other half was rendered with Maya. The styles rendered by the two software were completely different, and the feeling of stitching was obvious. It may be that there is not enough time. Many of the character animations made by the team members are very stiff and the movements are not smooth, and the camera lens is also very poorly made. In one of the clips, the lens is shaking irregularly, which greatly affects the viewing experience.
I looked at the render test clips they made and found that they didn't render exactly as instructed by my camera and cut out some shots at random. This resulted in a noticeable drop in lens quality and a very poor viewing experience. In addition, because of the animation needs, in order to prevent the situation of wearing through the mold, I have modified some layouts in the scene. However, in this test video, it is still the same as it is, and it has not been modified, which leads to the phenomenon of wearing the mold. what's worse is that the animation I made was modified. The animation plot I originally made was that Officer Rabbit had no weapons and could only dodge its attacks in the face of huge monsters. And when it hid in a safe area, it found the gun on the ground. Then while dodging the monster's attack, it picked up the pistol from the ground and defeated the monster. In the test clip, Officer Rabbit's pistol is always in his hand. This doesn't fit the logic of this animation. Because if the gun is always in the hands of the rabbit police officer, it doesn't need to hide behind the building to avoid the monster's attack, it can shoot directly to defeat the monster. These series of problems caused the quality of the animation clips I made to be reduced, and the quality of the whole animation was also reduced. I found these problems and reported them to the relevant people, but due to the lack of time, the problems were not resolved in the end.
Overall, we completed this team mission, and although not perfect, it was an invaluable experience for me. I have completed my responsibilities and obligations, and I have also gained a lot of things, such as the software control technology has also been improved, and the interpersonal skills have been exercised. I hope I can make better works in the future and make more contributions to my team.
