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Production Statement

This animation project will be done independently by myself from early design to mid-production and post-production.

The setting of this project uses lots of references, therefore some similarities are inevitable.

This project is for the learning purpose only, therefore there are some copyrighted sounds been used in this project, if copyright infringement is involved, please contact me for modification.

Backstory Setting

For the backstory setting, I have set the world of Daybreak in a medieval-like setting with magical overtones, with some references to well-known fantasy worlds such as D&D and WOW. But I am also going to make some differences from the common fantasy worlds, for example, having the people in the story try to understand magic in a way that is similar to scientific thinking in the real world, and overcoming obstacles in that way. In short, I want to make a world that is magical, but with a more ‘Sci-Fi’ worldview.

For the whole story, I want to make a story of a dead hero coming back to life and then leading the people to victory over a natural disaster again.

However, due to time constraints, these settings will not appear in this animation. This short animation is more of an introductory animation that introduces the background of the world and leads to the appearance of important characters.
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Animation Production

In the case of independent animation containing multiple characters, using a simpler style is a wonderful way to reduce the amount of modeling work and get more involved in the animation, and that is why I chose to use the MINECRAFT style for this animation. Of course, this does not mean that I would choose to do my animation shots directly in a Minecraft game.

I still chose to create and bind the character and prop models in MAYA, which helps me to have more freedom when animating the characters.
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However, in the production of scene models, although I also tried to model in MAYA and apply MINECRAFT's materials, I still found many inconveniences and unavoidable flaws.

I would like to thank MINECRAFT animators for their MINEWAYS software, which makes it possible to export MINECRAFT archives directly to 3D models, thus giving me more possibilities and convenience in scene modeling.

Mineways (realtimerendering.com)
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In the animation production, because of the magic worldview, remove the simple character animation, there will be some magic animation needs to be produced, my current plan is to use MAYA particle system to produce, of course, may also use AE particle system to assist in the production of these animations. Of course, I may also use AE's particle system to help produce these animations.
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And because this anime is about introducing the world view, it contains a lot of dialog and narration, but because it is an independent production, it is difficult to find others to help with the voice acting. So, I will be using AI to create the dialog for the different characters.

Free Text to Speech Online - TTSMaker 
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For the post-production part of the animation, I am going to use MAYA for the lighting and rendering part. MINECRAFT and RPGMAKER sound effects for the sound effects part of the animation. However, I have not decided how to solve the animation music part yet, and I am thinking of using the public music in RPGMAKER as well.



The Part that Needs Assistance

I am hoping that the tutor will be able to provide some more help with voiceover, sound effects, and music, because I really have not found many royalty-free music sites that I can use for free.
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