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Production Statement
This project will be completed by me alone, I will produce the project including and not limited to the story background construction, story creation, sub-shot production, sub-shot drawing, character model production, character model mapping, character bone binding, scene model production, scene mapping, animation frame sequence production, post-production, etc.
In the background music section, I will use music selected from the Internet, which will be removed immediately if it is infringed upon.


Story Setting and Story Creation
In the story setting and story creation, my story is set in the near future, telling the story of two robots who enter the human society to steal energy, the story structure is simple and often lasts for about 6 minutes. In the story background and worldview, I will use various objects in the scene to express the world, I want to show a retro sci-fi city, various daily objects and architecture style of the 1940s, but technology is extremely prominent in some aspects. 



Storyboard
In the writing and drawing of the subplot, my shots are mostly panoramic and medium shots, mainly focusing on portraying the actions and story of the two robots, micro montage and medium montage are my main techniques for this project, and since there are no lines set up in the whole piece, I will be using more obvious body movements and camera language to guide the audience to understand the plot.


Character Modelling
[image: ][image: ][image: ]In character modelling, I will use MAYA and ZBRUSH software, where MAYA is used for the overall character model and ZBRUSH is used for sculpting details. There are two sets of models for each of the two robots, one for the unclothed version and one for the clothed version, where the robot's clothes are made in ZBRUSH.
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Character Model Mapping and Scene Mapping
[image: ][image: ]In the character model mapping and scene mapping, I use PHOTOSHOP and UE comes with texture production plug-ins, which part of the texture using PHOTOSHOP's brush, and then converted to bump mapping, normal mapping, dark and light mapping. UE is to produce a number of solid-colour mapping, and give the metallicity, smoothness and other parameters.
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Character Bone Binding
For character bone binding, I use AdvancedSkeleton in MAYA for skinning and bone binding.




Scene Production
In the scene production, I use MAYA for the big scene construction and various components, the main scene is five, they are the city boundary (cliff), robot smuggling passage (cabin), the alleyway into the main road, the main road (street), the secondary road, and the robot temporary hiding place (basement)
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Animation
For the animation frame sequence, I used MAYA for the animation, which includes character movement and scene animation.


Post-production
In post-production, I use UE5 for animation rendering. In terms of special effects, I use UE5 comes with the plugin NINJIA for flame, smoke and other effects setup. In terms of scene atmosphere, I use UE5's own lighting for scene lighting setup, and use volumetric fog to add real effects to the scene. For post editing, I will use Pr for video sequence editing and filter settings. 
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