BRIEF NOTES
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Hello. I'm Paul Johnson, also known as Otaking online.

I started animating in 2004 for an indie game called the White Chamber with a couple of friends from uni.

Moved on to doing fully animated short films. 

I'm now in the lucky position where I can make anime from home and get paid for it.
I will share with you my secrets!
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Recent stuff I've made includes a Star Wars TIE Fighter anime that did the rounds on internet in 2015 - 

I'm very happy to have worked with different  companies both online and in a studio setting. It's nice to have experienced working alone, in a studio and with a team. I've kind of done the whole range in a way.

It was a dream for me to work on official Classic Doctor Who animation, as I'm a big fan of Classic Who. 

TIE Fighter did well with almost 8 million views on Youtube to date.

Currently a sci-fi animation Prisoner Zero is on Netflix if you want to check that out. I did character and ship designs for it.
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I learned quickly that animation can take a long time. 

This clip is from my TIE Fighter short. Took 4 years to make in my spare time between full time jobs.

How many of you are Star Wars fans? Raise your hands if you are!

Hopefully you'll like this, then. It's 7 minutes long and shows a side of the story the films don't usually focus on.

PREPARE YOUR EYES!
PLAY TIE FIGHTER film
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I hope you enjoyed that!

One comment that I get a lot on Youtube is that I animate in a very “1980s anime style.”

This style is nostalgic, as many people remember it from shows like Transformers or Thundercats, which were animated in Japan and shown on Western TV when I and many others were growing up. This style had a massive impact on me as it looked totally different and more dynamic to the typical animated stuff that was showing at the time.

I didn't know it was Japanese but there was something about it that made me want to draw like that.

As times have changed, the look of the characters in anime - especially line work and shading - has become more simplified as hand drawing switched to digital tablets and computer filters. As you can see from the screenshots here.

Hokuto no Ken in the 80s, Cyber Formula from the 90s, Macross Frontier in the 2000s, and more recently Yuri on Ice from the 2010s. These are all TV anime. 

This is just a rough example and there are exceptions, but it summarises how the style's changed over the decades.

Main reason seems to be budget and time constraints. Japan doesn't have infinite money anymore like it did in the 80s. The economic bubble has long since burst. They used to throw money at dream projects like Dangaioh and Akira but nowadays the financial risk is too high.
BUT ANYWAY, moving on...
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REAL QUICK rundown of how animation works.
I like working in TVPaint because it lets me work as close as possible to traditional animation. This process clip is an example of what you can do with just a tablet and a pen.

TRADITIONAL ANIMATION  - or working Frame by Frame - is easily appreciated by most people who grew up with Disney movies and the same principles carried over into anime and gave us masterpieces like Akira. This is a clip from my upcoming project for reference. 

When animating, the first thing you draw are keyframes. Keyframes show how an action goes from point A to point B . Even with a simple cape flip, there's a ton of planning that goes into the walk and the way he grabs the fabric that gives you  a clue about the character's personality.

Take a look at this gif and you can see how it starts with jerky keyframes and gets gradually more fluid as more frames are added.

Keyframes build the main body of the animation, then to make the movevents smoother you add in inbetween frames

The more inbetweens, the smoother the animation.

And that's basically it!
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When I animate, I focus on 4 very standout visual aspects of 1980s anime-

Shading, Airbrushing, Surface detailing and Impact frames.

Shading is how anime shows volume on faces, vehicles, etc. This scene shows how high-budget anime from the 80s really layered the shadows onto people's faces to create more volume. Nowadays, faces tend to be mostly flat colour or just two tones. This clip is four tones and if you look closely  it really helps to show the wrinkles in the shirt fabric, etc.

Airbrushing gives a greater sense of depth to a scene, especially for thngs like smoke , destruction and debris. There was generally lots of airbrushing on smoke in 80s anime - nowadays the smoke is mostly hard-edged and missing the little flecks of dirt and rocks and debris.

Surface detailing is all those little vents , rocks,  panels, cobblestones and lights that help show the vastness of an environment or vehicle as the camera moves across it.  Classic example here from Transformers the Movie. The insane details really show how huge this thing is as it moves past. This technique has mostly vanished these days because studios use 3D for moving ships, vehicles, environments etc. I really miss it and try to get this kind of thing into the animations I do.

Impact Frames create a larger than life feeling for action scenes. In fighting and action anime, instead of simply exploding or getting punched, things have a kind of subliminal flash first and THEN explode, fall over, etc AFTERWARDS. It adds a lot of impact and is another very “80s” trick.
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Why work at home vs a Studio? For instance, people always ask me “why don't you work for Disney?”

Studios have less time and tighter budgets these days. Working for yourself at home means you can take as long as you need to make something that looks good and that you feel good about about putting out there.

I make a humble living via Patreon, which gives me total control over what I make and how long it takes to do it. I can spend the time putting in as much quality as I like.

It's not all sunshne and roses though – studios have PR people to make excuses and calm the angry mob when something takes too long or doesn't live up to expectations. Working for yourself means you take the blame. You have to deliver what you promise. You are directly accountable for when things go right AND when things go wrong.
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If you want to animate from home, here are some free programs to play around with. And some paid programs typically seen in the industry.

I use TVP, and a lot of Youtube animators use Flash . Synfig is the free version of Flash if you're more interested in puppet rigging animation.

This is just a quick list of suggestions. Give 'em a try and find out which works for you.

IMPORTANT TIP - I had none of this growing up – no laptops or animation programs and no internet to google animation tutorials. So you should really take advantage of this.

There's no better time to get into animation than now. You are literally swimming in free software and tutorials and there are resource sites like Sakugabooru that have examples of the best animation shots from hundreds of anime for you to watch and study.

It really is a great time for indie animators to start out.
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Many of you probably already use Twitch to livestream or to be entertained. I'm able to do live animations on Twitch while receiving donations (Twitch calls these bits)

It's an easy way to get started and you can and share your work with lots of people

Ko.fi lets people watch you stream and pay you the equivalent of a cup of coffee. It's a low-risk way to get started and you don't have to animate- you can just draw as a hobby.

I use Patreon, which is a monthly crowdfunding site. This tends to work better when you have an established following though. When you've got a film or two out there already.

On mine I post new animation clips, reference tools, Photoshop .psd backgrounds -and have competitions like one we have coming up – get your face in the film as a side character.
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Right now I'm working on a Streetfighter fan animation. I started it last October and wanted to make a fighting game film that's actually accurate to the game it's based on – right down to moves and combos. I'm trying to make it the most ridiculously over the top spectacle of destruction and crumbling scenery ever animated by one person. In their pants.

Like I said, you can get your face in it. For details on how to enter the competition, Follow me on Patreon or Twitter!

You can check out my Youtube to see projects I've done.

And join me on Twitch for livestreams - see how I work, ask me questions and exchange only the spiciest fried memes.

Speaking of the Streetfighter film, I've just finished a secret exclusive scene!

WHICH I'LL SHOW TO YOU right now!

Thanks to everyone here for joining me, I'll be outside to answer any questions, or you can reach me on twitter and we can meet up in the main hall or something.

ALSO, a big thankyou to Claudia, official Patreon campaign manager and character/background all-round art consultant. She sees all my stuff first and fixes my bad anatomy.

Here's the Streetfighter scene. Have a great con and I'll see you around!
SHOW STREETFIGHTER FILM
