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Introduction
The theme of this project is set in a Westworld-inspired universe, existing in a parallel world where the belief in dragons is a fundamental part of society. This world is divided into two factions. One faction believes in the existence of blue dragons and calls itself the Blue Dragon Faction. The other faction worships gold dragons and is known as the Gold Dragon Faction. Although both factions share the same badge, they distinguish themselves through different costumes.
The long-standing conflict between these two factions arises from their differing beliefs. The protagonist of this story is a direct result of this ongoing confrontation. Born into a prominent family aligned with the Gold Dragon Faction, the protagonist's life is shattered when an information leak leads to their family being attacked by the Blue Dragon Faction. The attack devastates the family, leaving the protagonist as the sole survivor, having hidden in a corner and witnessed the entire event unfold.
Rescued by supporters of the Gold Dragon Faction, the protagonist vows to seek revenge for the destruction of their family.

Project Description
At this stage, the project will cover concept design, modeling, materials, rigging, animation, lighting, and post-production, providing a detailed description and analysis of each. During the analysis, the focus will be on identifying any shortcomings and challenges encountered, with the goal of addressing and improving these issues in future work.

Concept Design
In the initial concept design, my first draft featured a cool cowboy character. However, during the modeling process, I found it challenging to create a realistic model. As a result, I decided to adopt a more cute and stylized approach, which also creates a sense of contrast with the Western world setting. For the building design, I wanted to go beyond simply creating a bar; I aimed to incorporate distinct Western elements. I designed a cowboy hat on the roof to serve as the tavern's logo, emphasizing that this tavern is exclusively for cowboys.
For the scene design, the first scene features a dilapidated carriage in a barren mountain landscape, indicating that this area has witnessed battles. To further enhance the sense of post-war desolation, I included tattered flags fluttering in the wind.
In the second scene, which is set inside a bar, I opted for dim lighting to create a moody atmosphere. The bar features solid wood tables and chairs, with an L-shaped counter, behind which rows of wine glasses are displayed. This setup reflects a classic bar design.
For the third, larger scene, I envisioned a classic Western gunfight taking place at the tavern's entrance, which is situated in the town's center. To complement this, I designed a town surrounded by mountains on three sides, providing natural protection against sandstorms. This town includes essential facilities, such as a church and a reservoir.

Modeling
Regarding modeling, I used Maya software to create the characters. However, due to my lack of proficiency in sculpting, the initial characters I produced were not satisfactory. As a result, I decided to use a cartoon-style approach, which requires less intricate sculpting and can be effectively designed using points, lines, and surfaces. Despite this, I realized that my character models still need more detail. For example, I should add variations in thickness to the fingers, refine the design of the shoes, and include details such as bullets and a holster on the belt. Paying closer attention to these finer details will improve the overall quality of the character models.

Regarding the scene modeling, I had a limited number of designs, but they were relatively straightforward and repetitive, making them easier to complete. I also sourced some textures from Polyhaven to enhance the realism of the scene. However, there are still several areas for improvement in my model. For instance, the roof of the house should be modeled with bricks, and the building should feature unique signs or signs of erosion from wind and sand. These details are crucial for enhancing the sense of narrative in the scene and need to be addressed to improve the overall quality.

Binding
In terms of character rigging, I believe I did a fairly good job. My character is a cute, chubby figure, and the animation primarily focuses on facial expressions, so binding was relatively straightforward. I used the Advanced Skeleton plug-in to assist with this process. However, there are still areas for improvement. For example, the hat should be rigged with a skeleton that allows it to be removed or adjusted and to deform according to the wind. Additionally, I used the blendshape system for detailed facial expression rigging, including movements of the eyebrows, eyes, mouth, and more.

Animation
In terms of animation production, although I created numerous shots, I am still not satisfied with the results. The animation fails to capture the intense atmosphere of the Western confrontation, and I even simplified the performance in some shots. As a result, there is significant room for improvement in the overall animation.

There are several areas for improvement in the details of the animation. For instance, at the beginning, the character’s animation should be more realistic; for example, the hand should appear first, followed by the head, which then focuses on the person who is leaving. Additionally, incorporating more close-ups of facial expressions, hands, and even eyes could further exaggerate the tension of the duel. In the bar scene, including dialogue where the protagonist asks the bartender when a particular bill was posted, and the bartender responds that it was just posted, would heighten the protagonist's shock. Finally, more reference materials should be consulted before production to enhance these aspects.

Environment Production
In the environment production, I initially used the Skydome Light from the Arnold renderer. However, I couldn't find a suitable HDR map, and I found the light too intense for the environment. Therefore, I switched to the Photometric Light of the Arnold renderer, which simulates the rise and fall of the sun and is more suitable for my needs. For the lighting in the tavern, I used mesh lights adjusted to a dark yellow hue, creating a typical dim tavern atmosphere that is conducive to drinking.
In the scene setting, I applied various materials to enhance the realism of the desert environment. Additionally, the ambient lighting effect of the sunset contributes to a heightened sense of tension in the duel scene.

Post-production, Visual Effects (VFX)
Regarding visual effects, I will discuss several aspects, including Maya's 3D visual effects, cloth system, and particle effects.
For 3D visual effects, I used Maya to create a smoke effect. By adjusting its viscosity, I simulated a burning effect, which was a special effect I developed for the beginning of the first animation. Additionally, I utilized the nCloth system to simulate the movement of broken flags in the initial scene. I fixed one side of the flag to the flagpole, applied a gravity system, added some scratches to the cloth, and then used nCache for calculations to speed up rendering.
Regarding particle effects, I initially planned to use Maya’s particle effects to create sand and wind effects for added realism. Unfortunately, I couldn’t find a suitable tutorial, and the absence of clothing on my character made it challenging to simulate wind effects effectively. As a result, I had to abandon this idea.
In terms of special effects, there is still significant room for improvement. For example, adjusting the smoke parameters to achieve a more realistic appearance and adding more cloth simulations to create a windy effect would enhance the visual realism. In the future, I plan to study Maya’s special effects system in greater depth and explore the special effects capabilities of other software to better support my work.

Sound
In terms of sound effects, there isn't much to discuss since this project primarily features sound effects and background music, with no dialogue. My lack of experience in sound production and editing means there is still considerable room for improvement in this area.
Firstly, incorporating dialogue into the tavern scenes would enhance the storyline and make the animation more engaging. If dialogue were added, I would need to decide between using AI dubbing or recording my own voice. Given that this is an independent project and I cannot voice multiple characters myself, I would need to use AI dubbing. However, this is a field I am not very familiar with, so I plan to explore AI dubbing techniques for future projects.
For sound effects, I didn’t spend much time searching and only used a few free websites. The animation includes sounds like burning, creaking wooden doors, gunshots, and falling bullets, which I sourced from the internet. As a result, some of these sounds may not fit perfectly with certain scenes. In the future, I hope to create more tailored sound effects for my projects rather than relying on free resources.
Regarding background music, I am not well-versed in selecting or editing suitable tracks. This is an area where I recognize my shortcomings. The music in the animation tends to be uneven and lacks cohesion. In future projects, I plan to determine the length and mood of the background music first and then adjust the animation to match the timing and feel of the music.




Video Production
Regarding the editing of the animated video, there aren’t many details to elaborate on. During the production process, I mainly focused on turning the rendered shots into sequences, arranging them, and placing the sound effects and background music in their appropriate positions. Due to the slow rendering times, I sometimes moved the camera more quickly than intended and attempted to slow it down during editing. Since I had already adjusted the lighting environment during rendering, I did not perform any color correction during the editing process. As a result, I recognize that there is significant room for improvement in my editing skills.

[bookmark: _GoBack]Conclusion
There are many aspects of this project’s production that I overlooked, as well as things I intended to do but was unable to due to practical constraints. There are also details I missed during the production process. I hope to address these issues and improve upon them in future projects, paying closer attention to these details and making the necessary enhancements.



