
1. Introduction

In the production of this team animation project, I played three roles. First, my primary work was to draw the logo for the film. First, I researched in the Internet to find the logo pictures of well-known animation films similar to the plot, style and content of our group animation project and the text information about the logo design methods and concepts. The role of carrot monster is the most special and eye-catching element in the whole film, Therefore, I designed three different movie logos with carrot monster as the main element. I put the movie name in the most prominent position, changed the position, font and size, and filled in the color. The layout and style of these three logos are different. I designed them with different effects to the best of my ability for everyone to choose.

Secondly, my secondary work is the production of indoor props models and the drawing of textures. First, I looked up real photos of scenes and furniture similar to farm houses on the Internet, and watched some teaching videos of other people making scene models. Then, I made some suitable props for indoor scenes according to my own ideas, such as carpets, windows, lamps, tables, potted plants, tableware, sofas, cabinets, etc. After they are finished, they are attached with more realistic colors and textures to make them look more pleasing to the eye. The overall tone is warm. The style and textures are simple, old and realistic. This makes them more consistent with the setting of the farm house in the film.

Finally, binding model bones is my standby work. Because the students who are mainly responsible for this work are busy, they entrusted me with binding radish model bones. He gave me a high poly model with a large number of faces. Because there are too many faces, it is impossible to directly bind the bones. So, after I got the model, I first did the topology to change the high poly model into a low poly model. Then I drew the same texture map according to the original texture map of the high poly model, and then processed that texture map separately to make it more realistic and detailed. Finally, I did the bone binding and tested the whole body parts and facial expressions of the character carrot monster. However, maybe because of the normal line of the model itself, there may be problems with the radish model in the subsequent animation, but it can still be used normally after adjustment.


2. Processes

[image: ]As for the production process of these works, first of all, for the drawing of the Logo of the animation film, I made three different logos independently. From the summary about the Logo design method and concept, the role of film Logo is straight to the sex to express the theme, content and style of the film, and the need to design unique, admired, and easy to remember, so as to seize the audience's attention, so the Logo does not need to design is very complicated but must be refined enough. Because I think the most attractive and important element in that animated film should be the performance of the character--carrot monster, so although three versions of the Logo design is different, but they are for carrot monster image visual elements to design, I use the carrot monster this role to highlight the theme of the film and style, And the strange and interesting carrot image can successfully attract the audience's attention. On this basis, then cooperate with carrot monster image and according to the content and style of the film title change into a different shape, size and location and then into the design, for the movie title with appropriate, laminating film color in order to achieve different effects, therefore I have drawn three different logo design paintings that have different types of effects, under a unifying theme and context, they can show different styles and characters.

[image: ]Secondly, the indoor scene needs a lot of prop models for use and alternatives, so my secondary work is to make the model of the indoor scene props of the farm cabin, that is, the model of furniture and the drawing of textures. Since the students who were mainly responsible for model making did not strictly assign the models of what props we needed to make, I did the work according to my own ideas and concepts. The story of the animated film is set on a private farm, and the interior is set in a farm cottage, so the interior structure is not suitable for advanced and advanced. I looked up interior photos of farm houses as well as photos and models of simple, practical and slightly dated furniture, and also some instructional videos on furniture model making. I used software Maya to make the model. I made two scenes respectively. The first scene included simple and common living room furniture, including sofa, bookcase, folding table, dining table, cutlery, chandelier, lantern, refrigerator, chair, vase, candle and trash can. The second scene is another small room, complete with curtains, carpet, table, potted plants, small locker, bench, trash can, memo board, wooden floor and picture frame. After the completion of a model and I put them into Substance 3D Painter software to draw the map, the style of texture map I have chosen and design looks warm, and texture is real and a little old, I think this effect is more suitable for the real farm house, it makes the whole scene presents a simple and practical, common and slightly old interior structure effect.

[image: ]The standby work I chose for myself was binding. In the later stage of production, I was assigned to bind the bones of the carrot monster. Since the model is carved by the software Zbursh, the number of faces of the model is too large to be directly bound, so I first topology the existing model and then obtained the low poly model with less faces. Then I redraw the same texture map according to the texture map on the original high poly model. Then I bound the bones of the carrot monster model on the basis of the existing basic bones. In addition to the binding of the body bones, I also bound its expression. After the binding was completed and the controller was generated, I carefully brushed the weight on it, so that the controllers of each part can control the control place, and the control will not be disordered. The final result is that all parts of the character, including leaves, head, four antennae, and expressions of eyes and mouth, can be controlled and animated vividly, naturally and flexibly.







3. Methodologies

[image: ][image: ]As for the design and drawing of the movie logo, I used PS software to make it. I refer to the image of carrot monster in the existing animated movie posters, and I also look up some famous cartoon branding logo paintings for reference. Although carrots are the only image elements in the three design drawings, their shapes are completely different, and the strange tentacles of the carrot monster are an important element. In the first design drawing, the carrot monster brandishes its slender tentacles, which are surrounded by a round gray frame, while it tries to climb out of the gray frame with its tentacles. The title of the movie in this version of the logo design is inclined, and two different fonts are used. In the second design drawing, I made the title very big, and put the carrot monster in the middle of the title. The title of the film was painted by me. The carrot monster climbed in the middle of the title by its tentacles. In the third design draw
ing, the shape of the carrot monster is much smaller. It is placed on the left. The round gray frame is the same as that in the first drawing, which also expresses its intention to climb out. But at the same time, the title of the film here is very large, using a soft and casual font, and the tentacles of the carrot are wrapped [image: ]from the long strip below to the last letter of the title. In addition, for the font coloring of the movie title, I use blue and yellow. Generally speaking, although these three movie logo design drawings only have two elements: carrot monster and movie title, they express the funny and curious feeling of animated movies and the expression and guidance of the movie plot 
in different styles.

[image: ][image: ]As for the production of indoor scene prop model, I use Maya software to make the model. I referred to some real photos of the inner scene of the farm house, and also watched and learned some videos of making furniture models. I made models of two rooms. In the first room, there are sofas, iron tables, bookcases, books, lanterns, chandeliers, floor lamps, candles, tableware and vases. The production process of these props models is to create some basic shapes first, and then adjust the shape characteristics of the [image: ]models through adding lines, extruding, shrinking, splicing and opening soft selection. The pillow on the sofa uses ncloth function exceptionally, turning a simple cuboid into a pillow on the sofa. In the second scene, I first made the walls of the room and the wooden floors with cuboids. The picture frames, memo boards, tables, potted plants, windows, small cabinets, benches, garbage cans, and carpets on the wall are also based on squares, cylinders, and rectangles, which are combined with splicing, scaling, extruding, chamfering, and the most important function is to open soft selection to adjust the shape. For example, the effect of uneven carpets and the curvature of leaves in potted plants is obtained by using soft selection, In addition, only the window is made with the chamfering function, so that the four corners of the [image: ]window can get the proper radian. Like the sofa cushion in the previous scene, the curtain is made by using ncloth function, so that the soft objects made of cloth can be made quickly, conveniently and naturally. After the model is finished, I import the model into the Substance 3D Painter software to select and make the texture map. The texture effects I choose are relatively real and simple, with some old flavor, which is consistent with the setting of the farm house.

[image: ][image: ]Finally, regarding the binding of the animated character carrot monster, the model I got is a high model with high precision and many model faces. Because it is directly carved in Zbrush software, this high model cannot be used if bone binding is required. Therefore, I first need to topology the high model and create a low model according to the contour of the high model. Therefore, I first change the high modulus with a large number of faces into the low modulus with a small number of faces through topology, and then import the basic bones and bind the positions of all bones to all the body bones. After binding, an action controller is generated, including the antennae, the head and the leaves. All parts can be controlled by moving and rotating the controller. After the binding is completed, I enter the step of brushing weights. I have carefully distinguished the parts controlled by each controller, so as not to move the body parts that should not be moved when moving the controller. After I have done this step carefully, all the body parts of the carrot monster can move flexibly. After completing the action binding of body parts, I came to the binding of facial expressions. Like the body parts, I first created the basic facial muscles for binding, then arranged them according to the position, and then click "bind". Then, a controller was generated on the model. Finally, I also brushed the weights for facial expressions, and after the control range of each controller was clear, I completed this work. As for facial expressions, there are several controllers on eyebrows, lower eyelids, upper lips and lower lips, which can make very subtle, flexible and vivid express ions. In general, [image: ]after the binding work is completed, the body movements and facial expression changes of the carrot monster can be presented naturally, vividly and flexibly. At the same time, since the model after the topology needs to be redrawn, I used blender software to draw the same texture map according to the effect of original texture map on the high model, and then I put the texture map into PS software to add a little detail to make the effect of this model look more realistic.


4. Conclusions and Analysis

As for the methods I used in doing these work, I think they are good and can enable me to get better results within the specified time. For example, when I was drawing the logo of the movie brand, I chose to search for the logos of similar types of well-known animated films on the Internet for analysis and then extract the design points and then design and draw them in PS software. Moreover, I also searched for some text information about the design points of the animated film logo on the Internet to help me analyze and design, which can really help me get better works in limited time. However, the time limit of this group animation project is relatively short. If I have the opportunity to draw the logo of animation or live action movies in a longer period in the future, I think I can look for information in more detail. I can read some papers that specifically analyze the logo design of movies, get some new ideas, and then go to more official websites of animation movies to find out their views on the characters, plots style and other elements, so we can know what kind of mood and concept their animated film logos are based on. At the same time, I can also contact some other more advanced drawing software and use more advanced functions to improve the artistry, texture, delicacy and other elements of the works. In this case, the designed works can be presented more brightly.

[image: ][image: ]As for the production of indoor scene prop models, I chose the photos of real farm houses and relatively old and common furniture published on the Internet, as well as the pictures of similar indoor scene prop models made by other people. I also watched some teaching videos on the production of these models. Based on these, I used Maya software to make models and used Substance 3D Painter software to draw texture maps, I think the effect presented is not bad, and can reach the level of ordinary animation production. However, the time limit this time is relatively short. If I have the opportunity to modify these models or participate in other animation projects in the future and have more time, I will try to contact more advanced 3D model rendering software, such as Zbrush software, which can directly carve the model I want quickly and with high quality, so that I can make the model faster and better. Moreover, the functions I use to make the model this time are only common and common functions such as extrusion, scaling, chamfering and soft selection. If there is a chance to improve, I think I can also try to contact and learn more convenient, interesting and advanced functions in Maya software and other software. As well as the texture maps I have drawn, I [image: ]think if I have more time, I can study and use the Substance 3D Painter software more thoroughly, so I can find more different textures and visual effects, so that the models I have made can better meet my expectations and improve their artistic value.

[image: ]Finally, about carrot monster binding work, due to the binding is not my strong suit, but also I need to did the topology to the high poly model which has many faces before binding this model in Maya software, I didn't do the topology before I learn it by network teaching materials for a short period of time, and then, I began to topology, the topological model is good, but there are still more elaborate space, If there is an opportunity to improve in the future, I will learn the essentials of topology in more detail and actually operate it. I believe that the time requirement and the quality of finished products will be improved accordingly. Similarly, because of my poor binding technique, is always a skeleton in the process of binding position there was no alignment, the controller that is missing or error, the problems to brush the weight. Especially the problem to brush the weight, for the weight brush tool, I can’t use it very [image: ]skilled, so when I do this work, the model often appears all sorts of problems, therefore the velocity of I brush the weight of this model is very slow, so I spent a long time to finish the binding for the carrot monster, the overall result is relatively good. But for the elements like the cost on time, the quality to topology model, and the flexibility and naturalness of the bound model, if I have a chance to improve them in the future, at the same time I have more time to do in-[image: ][image: ]depth study and practice, these elements can be improved and enhanced.
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