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Before we start (& L & (Z

We speak in Japanese but translation is provided
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Taking photos and posting them to SNS are allowed
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Before we start (& L & (Z

This session is organized as follows:
CDEyaVIEIRODEL) EDHXT:

Introduction What we learned
Z oI SRIZEIT T DR
v v
Who we are Future prospects Questions?
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| et's talk about R&D for Anime Production
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There are existing events introducing EG CGWORLD

R&D efforts in the anime industry I —
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However, they typically don’t cover why we should invest in R&D, what issues
we are facing, and where we should go...

LA L. THZHLRADHALGEEET, SEDLHIBREENDH - T, S&EDILT
W AREDNE WL TzEm R TDGIEIHFT YLD >T=DTIFHEWTL L O2D 7

We, researchers in the industry, therefore gathered, conducted interviews,
discussed, and organized lessons learned which will be presented hereafter.
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Don't worry it you are a newbie — we want you!
VoA DLYIZEFELL AL THARILKTCT |

As we will cover in the following slides, people outside the anime industry is
one of the keys to the bright future of anime production!!
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So, before we dig deep, let us introduce a brief overview of how anime is made
EFET AR ESESNT VBN EEICCENLET
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Hovv anime is typically made by anime studios
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pre-production

1&1H (Kikaku)

Planning

A (Kyakuhon)
Scenario writing
FZ7E (Settei)
Setting/design

#3> 7 (E-Conte)
Storyboard authoring

[&& (Genga)

Key animation

EhiE (Douga)

Inbetween animation

£ EF (Shiage)

Scanning/painting

&2 (Satsuei)

Compasition

fRE (Hensyu)

Editing

2 (Onkyo)

Audio composition

L1477 F (Layout)
Layouting

7 4+ —< v MRS (Format Hensyu)
Format editing

post-production
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B =31l (Haikei-Bijutsu)

Background graphics drawing

Roughly divided into pre-production,
production, and post-production
AREMNMIT IV TAX T3> TR
Xyvav, RANZ7AXT 3>
lToNEd

Pre-production involves ~10
creators while production and post-
production involve >100 creators
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https://warp.da.ndl.go.jp/info:ndljp/pid/10955904/www.meti.go.jp/policy/media_contents/downloadfiles/producer/New_Folder/3/03-17.pdf

How anime production has been digitized
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pre-production Most part of the pipeline has already been
@ (Kikaku) mE Genga)  HIE di gltlzed
Planning Key animation ; ; \/ ﬁ y1v / ) g 'Tzl_( i & /\J t @I%E% j] I\ —
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e l Wt © i« Word processors (1980s): scenario
— HE1F (Shiage) [HE « RETAS STUDIO (1990s-2008): scanning,
BE (Settei) Scanning/painting z = palntll’]g, CompOSItIOI’l
Setting/design = =
— S— . (ELIP STUDIO Photoshop Procreate, etc.
7> 7 (E-Conte) ggﬁfpj:ifi;ne') 2000s-): scanning, painting
Sonbesrdationng « Adobe AfterEffects, etc. (2010s-):
composition

fRE (Hensyu) | &% (Onkyo)

Editing Audio composition

L1477 F (Layout)
Layouting

Stylos (RETAS STUDIQ), CLIP STUDIO EX,
Toon Boom Harmony, TVPaint Animation,
74— v M (Format Hensyu) OpenToonz, CACANI, etc. (2010s- 5 key and
Format editing inbetween animation

post-production
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How anime production has been digitized
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already been

pre- prnr‘l 1irtinn = nrodiictinn \ /| N

In reality, we are still suffering from most part EEEERSS
of the pipeline not being digitized!! ario

LD L. ERRICIE T = A DKL C)@ﬁ—yﬁj[/ﬂﬁ scanning,
ELZE L TEATWELWDOTH -7 reate, etc.
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Toon Boom Harmony, TVPaint Animation,
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Format editing inbetween animation

post-production
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How anime production has been digitized
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already been

In reality, we are still suffering from most part SR
of the pipeline not being digitized!! ario
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‘ _I—' Furthermore, advancement in CG technologies
l//l’T“? k (Layout)

LI D Opening up completely new pathways!!!
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What we learned
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-uture prospects
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nterviewees
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« Kenichi Anjyo OLM Digital, Inc. (Technical Advisor)
T E— A SHA4— - TL - T L - 7 %IV FHINEER
« Nao Hirasawa Graphinica Inc. (CEO), Arch Inc. (CEO)
E B RSt 7 7 4 = H RERIEFR
e Hiroshi Moriguchi Graphinica Inc. (Animation Producer) \
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» Hiroyasu Kobayashi  Project Studio Q, Inc. (CEO) -
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« Kaburagi-san A person working at a tool vendor
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« Yusuke Matsui The University of Tokyo (Lecturer)
mwH B1h ERKT AN

pHYNESITIWVE LN

1-2pm, Dec. 16 (Thu), 2021 R&D for Anime Production (SIGGRAPH Asia 2021) 14



Let’s move on to the Google Docs!
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[SA '21] Anime R&D Supplemental Document
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R&D for Anime Production:
State-of-the-Art and Future Prospects

What Anime Production Looks Like
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What We Need to Consider for Future Anime Production
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Collaborative R&D
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Types of Anime R&D
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How to Organize R&D Environments
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Human Resources for R&D
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Questions”
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3 ﬁ You can also post comments to the Google Docs
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