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OLM Digital R &D %2 B85 25 9

« 2 Teams and 22 Specialists
— Head: Tatsuo Yotsukura #3E P92 ZEX

— RD (Research Development 5B %) Team
« 3 Senior Software Engineers

* 1 Researcher

« 10 Software Engineers

« 1 Technical Artist

— IT Admin. (1§ X) Team

« 3 Administrators at OLMD

« 1 Administrator at OLM Asia (2D anime studio in Malaysia)
« Technical Advisor: Ken Anjyo &4 f#—
 Research Manager: Ayumi Kimura A+ %
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Our R&D missions : R&RDD I v 3>

 Research and develop new forms of visual expression in digital imaging
i SR DR Soin e 1T <BRR BT O TR F
— Collaborate with R&D dept. of another studios and universities ¥ &« [F £ th111EE

— Contribute international conferences (SIGGRAPH), journals and open-lab (OLM R&D
Matsuri) Eff S:&. X ER. A —T>F R DR (OLM R&DR)

- aIfiéq?ﬁa];gding new industry of CG technology (i.e. VR/MR/AR, Medical, Education---) fthz
=173

* Achieve our production workflow of high efficiency
HHERIZICH 1T B RRER{LDREIR

- Develop in-house plugins and tools for Anime, FullCG and Live action 7 =X+7JLCG*3%
BEfEmIcBBLRBHATZ 1Y —ILAE

— Develop our suitable production pipeline /N1 751> B
— Support IT System > X7 LEIE
Server, Workstation, Network, Software and WFM--- UE—FD—2
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nime Character Colorization using Few-shot Learning
RRIGFT v T FICHIG LI-HBEIEY—I

Technical
Communications

m E N Advanced Research Group

> gk

Reference - Our e Reference
Colorization ©OLM Asia SDN BHD
5

© OLM Digital, Inc.



Anime Character Colorization using Few-shot Learning
XRIEFX v T FICxIE LI-HBEIEY—I

Q. How much reduce your workload using the autopainter if exporting sheets from CLIPSTUIO are

not required. Please select percentage from following pulldown (-100 equals 100% reduce, 0
means not change and +100 means workload becomes twice

Subjects EHE

Reference Reference
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“Technical Artist starter-kit” Book for Technical Artist
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Our R&D missions : R&RDD = v g

* Achieve our production workflow of high efficiency
HHERIZICH 1T B RRER{LDREIR

- Develop in-house plugins and tools for Anime, FullCG and Live action 7 =X+7JLCG+3%
B{EmICHEBELRBHRT 710V —ILEE

— Develop our suitable production pipeline /N1 751> %

— SupportIT System > X7 LEIE
Server, Workstation, Network, Software and WFM (UE€—rD—7) ---




Research and Development workflow
EDVPOTHRRFAHEZLTLNDAD?

How to decide the priority of R&D’s seeds ?

Discuss with OLM, cooperative CG studios
Attend CG conferences/workshops

Seeds: Requests - Ideas - Theme

Evaluation by senior engineers

Start: Research and Development

Contribute
conference/journal

15t released

Development for
production use

evaluation = = TECEELLLLLIL conference/journal
)| OLM OpenTools

Pool of result

Release for in-house

Coverage of R&D is wide 77/\—&§
HHETHILEL

Emphasize balance in R&D topic /\
TV RZEEDERDD
Final output: OLM OpenTools




OLM Open Tools: free-software !

http://olm.co.jp/rd/technology/tools/

Japanese

MAGIC
OLM, Inc. OLM Digital,Inc. FACTORY About Us

Research and Development

OLM Digital R&D Technology Tools

The tools presented on this page have been developed in close collaboration with designers at
l TOO | S OLM Digital. We use them everyday in our works, they are all production proven. To make sure | APP ¥
' as much as possible people benefit of the tools, we share some of them free of charge with
our OLM Open Tools project. Feel free to get your hands on it.

¢ ?.'?L Marked tool is OLM OpenTools.

: P What's OLM OpenTools
(LIl Please be sure to check, such as your environment.

OIM

OLM Blur Last Update: Jun. 01. 2015 jitell OLM KiraKira Last Update: Jun. 17. 2016

Blur for Cel Animation Efficient stars and glows from highlights

This plugin blurs the border between colors. By combining with OLM Color Key, we Generates some simple glow effects from highlights in a picture. Glow length and

mam AlEain Fhic farkAaan fnacif s ke wusithAcE AnibRin A AAc maaeles ratariam ~am kA adsiietad \MA AAAAA frAaraA AnnlibdlenanAd in FheachAalAd FA o manEslk

Released plugins:
8 AfterEffects
1 Photoshop

1 Maya
2 Nuke
1 Standalone




OLM Open Tools: [new release] OLM Peg Hole Stabilizer
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OLM Open Tools: [new release] OLM Peg Hole Stabilizer
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OLM Smoother
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OLM Smoother
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Our missions for Japanese animation

AKT7ZADTOFIILERIET S ERHF

© OLM Digital, Inc.

15



