Overview of the Japanese Anime
Production Workflow

Akinobu Maejima
OLM Digital, Inc.
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Traditional workflow: All in Analog

e Standard of production set 60 year ago

- Atom Boy (Osamu Tezuka)
— Short time, efficient production

 Flat colors
« Uniform color lines

* On2s—-o0on3s
* Still using paper
- Time sheets
- Shot envelopes
- Layout/Key animation

e 2D hand drawing is freedom!
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Traditional workflow: All in Analog

Pre-production Production Post-
Production
Planning Layout Key In-Between — it .
Scenario SO el Background Animation Animation Painting Compositing Editing



Traditional workflow: Hybrid of Analog and Digital

Pre-production Production Post-
Production
Planning Layout Key In-Between — i .
Scenario SO el Background Animation Animation Painting Compositing Editing



Current workflow: Hybrid of Analog and Digital

Pre-production Production Post-
Production
Planning Layout Key In-Between — i .
Scenario SO el Background Animation Animation Painting Compositing Editing



Layout

Layout & Background
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Key Animation

In-Between Animation Painting Compositing
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Background

Layout & Background Key Animation In-Between Animation Painting Compositing
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Key Animation: rough sketching

Layout & Background Key Animation In-Between Animation Painting Compositing
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Key Animation: cleanup

Layout & Background Key Animation In-Between Animation Painting Compositing
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In-Between Animation

Layout & Background Key Animation In-Between Animation Painting Compositing
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Painting

Layout & Background Key Animation In-Between Animation Painting Compositing

I outline
B il line

Color model
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Support tool for Painting

Manual Coloring SHIAGEDO Manual Coloring

Maejima, et al. "Continual few-shot patch-based learning for anime-style colorization."
Computational Visual Media 10.4 (2024): 705-723. ©O0OLM Asia SDN BHD 13



Compositing

Layout & Background Key Animation In-Between Animation Painting Compositing
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Support tools for compositing

https://www.olm.co.jp/rd/categories/opentools
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Hybrid workflow of 2D and 3DCG

2D

Key Animation

Layout

In-Between Animation

Painting

Output
guides

Mix 3D and 2D
footages

Animation

3D

Matte Paint

Lighting

FX

Rendering

Compositing
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Example of the advantage of using 3DCG

https://www.youtube.com/watch?v=2gzXmsj3VTo




Hybrid workflow of 2D and 3DCG

2D

Key Animation

Layout

In-Between Animation

Painting

Output
guides

Mix 3D and 2D
footages

Animation

3D

Matte Paint

Lighting

FX

Rendering

Compositing
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Supporting tool for archiving cel-look 3DCG

https://www.olm.co.jp/rd/categories/opentools
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Conclusion

* |ntroduction of traditional production workflow for Japanese Anime

* Future
- Move to fully digital workflow
- With Al-based support tools

https://www.olm.co.jp/rd/categories/opentools
20
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