Research on Anime Storyboards for Individual and Collaborative Creativity

(1) Anime production workflow: complex; technology-oriented research has failed to grasp its overview
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Edi. 3) Simply digitizing a storyboarding tool didn’t work — why?
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4) The team at Arch Inc.:
HCI researcher (Jun K.), anthropologist (Ryotaro M.), engineer (Kenta H.), anime director (Kazuya M.) and producer (Nao H.)

(5) Initial findings:

Storyboarding requires directors’ individual creativity, but the
storyboard is later used for collaborative creativity — we need to
design a tool that serves multiple roles.




