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Creation d’un studio LGP Toolbox
2D open source

. Outside the (GP Tool)box

2
3. GP Tracer
4

avec Blender Grease Pencil .
. Ambitions futures




1. GP Toolbox : faciliter le travail des
artistes



Grease Pencil Tools GP Toolbox

~ Gigy ab
Addon inclus dans Blender O Addon de production d’ADV (public)
Développé avec les retours de I’ Développé en continu au studio
équipe de Grease Pencil pour nos besoins de production
2D [ Hybride

2 addons, un méme but :

Mettre de bons outils dans les mains des animateurices !



Rotation de canvas Miroir

Box deform Straight stroke Timeline scrub







Ronde de Nuit, Julien Régnard (2021)

court métrage


https://docs.google.com/file/d/1CUtkLg5QN2Ux0HKUNytUizfnmhGByJ5u/preview

Layer:  Lines v Load Brushes

> Grease Pencil Tools

0 v GP Clipboard
A Copy Strokes ii’& Cut Strokes
[ 9 Paste Strokes
- s il Copy Layers
0 0 OX p u I c . o ==
9} v GP Toolbox
-2 Draw cam 2a Object cam

9 |n main camera

0.500

L’outil interne d’ADV
7 Straight Stroke
C'est quoi ? :

 Checker

L8 Realign GP [s|,  Depth move
i, Check Canvas Alignement
& Check file &2 Checklinks

Vv Animation Manager

List Disabled Anims

Obj anims: ON OFF
Cam anims: ON OFF
Gp anims: ON OFF
Gp modifiers: ON OFF
Kl Cursor Follow Off
v Color
L 2 Create Empty Frames

... ne imposante barre doutils.

> B% Palettes Lists

v Tint Layers
Tint hue 0 ¥ U..
.13 Pseudo tint layers
.4 Reset tint

v Playblast

960 x 540 50%.

(-] Playblast Viewport



Chosen layer
Visible > Checker
Layer Directly Below > Animation Manager

Layer Directly Above
v Color

Number Above Or Below
G P TO 0 | b OX AlltayersBelow | L 2 Create Empty Frames

Create Empty A]I Layers Above
> Palettes Source
v

Sources: Number Above Or Below X

Number 3 > B% Palettes Lists

> Tint Layers
Range! Full range v

Et un paquet de ~ > Poytlost
fonctionnalités...

¥ Remove Duplication §8 Changed Settings &5  Checkfile

« Skip Different Material

d Manua

« Fuse Materials Slots -
m 2 objects visibility conflicts (details in console)

Vv Layers : e : e
+ Remove Empty Slots & 1 modifiers visibility conflicts (details in console)
RG TD cu co 5% MA X oK mod target: Suzanne >
.
oL UL X List Obje cts WAL
e Jht = w Lines e OO X i
. Light -
Lines e OO N o @ & Fills c OO
Fills e OO 1 Suzanne =] ™
~ oK = @ (O Duplicate
— O @ E‘ Duplicate Empty Keyframes
Options: =
P 7 OK = Show All
Jump On: | All S = Realign GP Edit Lines Opacity 0.50 = Ll O ;ide o
In Front  All Realign the GP object : Front axis facing active camera \ Checker & & Lock Al
EditLine & Keyframe ¥ Reproject - Realign GP &,  Depth move : T Unlock All
. [J Autolock Inactive Layers
5 ¢ Breakdown After Realigning, reproject each frames on front axis [ Check Canvas Alignement — 2
Check - — - Rename Gp Layers Disallow Locked Materials Editing
& Moving Hold @ All Strok & Check file or Check links
: = rokes Selected Onl Prefix Only Regex
> Anima y Y J 1 Merge Down
& Extreme > Animation Manager Find & i
> Color ) [J Current drawing plane : View gl
¢ Jitter > Color Repl:
> Tint L: - ¥ Set draw axis to Front SR Copy Layer to Selected
Keyframe Filter ULEaves oK Copy All Layers to Selected
> Playbl. __ oK > Playblast g 5! Rename Gp Layers




oolbox

Un set de préférences

et de raccourcis

Preferences:

Preferences Shortcuts Operators Check List

Following checks will be made when clicking "Check File" button:

Dry run mode (Check only)
@ if dry run is checked, no modification is done

Use Ctrl + Click on "Check File" button to invert the behavior

Lock Main Cam
Reset Scene Resolution (to 2048x1080)
¥ Reset Resolution Percentage To 100%
Reset FPS (to 24)
« Dopesheets Show Slider And Sync Range
# Check If Draw Axis is Front (X-Z)
& Check Stroke Placement
W Set Off Use lights On All Gpencil Objects
« Set Pivot To Median Point
« Disable Drawing Guide
¥ List Disabled Animation
o List Object Visibility Conflicts
¥ List GP Object Modifiers Visibility Conflicts
o List GP Object modifiers broken target
¥ Autokey Mode Add and Replace

Set Default Selection Tool ¥ Select lasso v
Check File Path Mapping ~ Relative v
Set Lock Object Mode Do nothing v

Preferences:

Preferences Shortcuts Operators
Project settings
Frame Rate
Render Resolution Width 2048 Height

Relative Remap On Save
GP obj exclude filter: 5 old,rough,trash,test
Project folders:
« Use Palettes Environnement Path
Palettes directory:
« Warn if base palette isn't loaded
Materials Link Exclu... line,

¥ Use Brushes Environnement Path

Brushes directory: Vi
Output path: /Irender
Namespace:

Separator:

Use Prefixes Toggles

Playblast options:
« Playblast auto play
Playblast auto open location

Playblast Path: /lplayblast

Tools options:

Layer Navigation

« Fade Inactive Layers

Fade Value 0.35 Fade Duration

« Progressive Fade Back Fade Back Time

Addon Update

», Check / Get Last Update

Check List

24

1080

[ [}

L )

14

0.50

Preferences:

Preferences Shortcuts Operators

Shortcuts added by GP toolbox with context scope:

Screen

> Jump to GPencil keyframe Keyboard
> Jump to GPencil keyframe Keyboard
Grease Pencil

> GP Copy strokes Keyboard
3D View

> breakdown object keyframe  Keyboard
Dopesheet

» [ Duplicate and send to layer = Keyboard
> Duplicate and send to layer Keyboard
Grease Pencil Stroke Paint Mode

» [ Get Closest Stroke Layer Keyboard
> Get Closest Stroke Layer Keyboard
Grease Pencil Stroke Paint (Fill)

> Get Closest Stroke Material Keyboard
> Get Closest Stroke Material Keyboard
Grease Pencil Stroke Paint Mode

> GP Layer Navigator Keyboard
> GP Layer Navigator Keyboard

Check List

F6

F5

Shift Ctrl C

Shift E

Shift Ctrl X

Shift Ctrl D

Alt W

Page Down

Page Up



GP Toolbox : fonctions basiques

353 Mirror Flip
. . , . o Draw cam -t Object cam
Le plus utile a portee de main @ In main camers
Passepartout :: 1.000
(©  Zoom1:1l 4 Zoom fit
- Alterner les cameras - —
- PassepartOUt UW._sq35_sh20_animatic v0O 0.500
= NlVBaUX de ZOUm El unicorn_wars_sgq01_15_clean 0.500
- Gestion des références o 0500

B

- Proprle’tés d’objet - Straight Stroke
Jump On: All
« In Front

Edit Lines Opacity 0.00



Et le pipeline, alors ?



RG CuU CO TO

Rough Clean Color Tones




GP Toolbox : gestionnaire de nomenclature

Garder un projet ordonné

Namespace: v Layers

Separator: _ RG TD Cu CO FX MA X

« Use Prefixes Toggles azulin U 5 fix: CO (Color)

se prefix: olor).
OL

S B RG Rough the

S BN T Tie Down - TD_azulin s OO T
S B cu Clean Up A ° fa) =
S Bl  co Color v ~ a T
S B | FX visual Fx

8 ©®© MA Mask A
> v
& B oL Over Layer & LJ
S Bl | UL Under Layer - = B¢ a



GP Toolbox : importeur de palettes

v B Palettes Lists T=v ®. O YV S jo
o= .
Project Palettes e & Scene Collection % W gpchazuin > & line
B Camera O
UW_color_master v017 — |
- _ » & Background % Vs B0 = e © ©
. » > 2 GP CHARACTERSold 3 O 'O invisible L(o o rb
PR_28_CHAIN_Colors — e @ mask © O
SEE 7 Y = GP_CHARACTERS light © O
PR _29 PAMELA Colors v 5 GP CH AZULIN.001 - . S
PR_30_BOWL_GORDI_Colors = = ) €
S = = | » 8] gp_ch azulin o cotnh red © 6 4
PR_31_DOLL _Colors e ugh_ €
= = v & GP_CH PANDI.OO1 &
PR 32 WATERING_CAN Colors -
‘ B arrow £
PR 33 BLANKET 07 Colors | S\ 05 oot banaioo1
UW _ColorMaster CH Bears » 5 GP CH BLACKI.001 15 Aot
UW_ColorMaster CH_Others - UW PR Arc.001
- X - Ed
UW_ColorMaster PR_Army i g R B e e e
UW_ColorMaster_PR_Objects . A ©/
v Yer e St )
JORNY ) g
Link v Palette e P

il <«»



B Score B & veslsper e 2
va @ o080y . =
Options v

GP Toolbox :

faciliter le
positionnement 4
dans 'espace 3D :

- Gestion d’animation

- Réaligner les dessins :

- Copier / coller en
“World space”

- Vérification par lot

0 Parback v Keyny v View Mache o RN Y
© e e


https://docs.google.com/file/d/1J1YXnbco_r1n6jWq-yxV-UvGg8ywjqwN/preview

3. Qutside the (GP Tool)box



Background plane manager

Il y a une troisieme dimension !






https://docs.google.com/file/d/1K_FGBaVC9SCgqvUI6VWch517FHz6RNHa/preview

> &5 Render > 2 Compositing Nodetree

-
B3~ Render
010_rabbit_mom /CO_rabbit_mom
- m-
I o
CETaee—— | =
1om_-un_m.rm_:u_mmm v-}‘ - -
I~
-




& View Layer

X File Edit Re ow Help 2D Animation
M. ] View v View image alv Viewer Node - ®- N . View Select Add Node
#2v ' ObjectMode v View Select Add Object o+ Normal v Pv @iy e e X - . 0o - e Gpencil Render Manager

Options v » Switch Scene

@ anim cam : 2048x1080

4y W RABBIT.MOM > 5 RABBIT_M

3 S+ RABBIT_MOM @)
> v Layers
L J—
T @
] o cu EX MA X
a 4 ,
[c] RABBIT-BABY1_Gleam_eyes
. o8& B
5 - > & =
Qoo &b
CO_RABBIT-MOM Gleam eyes o O @
a
% o ® a
‘ v
. ® 8
. e
3 a
Blend  Requl v
Opacity 0.800 .
*v # GreasaPencl ~ View Select Marker Channel Key Y v R Ab #e —
se Lights .
A © 120 ) 5 6 4 60 ) v Gpencil Render Manager z
¥ Summary 40 40 4 200 04 4 0000 0 000 P S0P 0 4 4 4 S0 G <O PO & 40 CHCELH SCLELOLECECECELELD CELELELILP C4LED <O O <O SO S 40 s Masks
< T MOM Object: RABBIT_MOM
YRR i > & > Transform
CURABBIL00N ¢ CO B @
CURABBIT00 ¢ COM @ > Adjustments
AR os0 ®0OEA Select Nodes v Relations
CO_R 080 e LoR} P9 60 0. 00409 0.0 4000 0 00 20000 0 0 O 0 0 0.0 04 00 2 0000000 000 4 e 0 00 00 L B 1 Layer(s) To Render )
coABET 0800 » CO M @ g Parent (W 2
€8 DIOUN © 052 £ Type Object v
L 1000 ¢ O &
v £§ RABBT_BABYY Whole Objects =
Pass Inde: 0
CU RASBIII00N ¢ OO @ @ ® 1 Selected Object(s) To Render S
e 080 ®UOH@ 8 Al Visible GP To Render View Layer (@
C A 100 e o4 L2NC 2 e 2 *e o o L L S e LR X 2 LX X3
c 100 « COm A Fixes:
100« COm A - W % Display
v 5 RABBIT_BABY2 - enumber Objects X »
CURABBIL00 o CO M @ Ab Rename Lowercase > Onion Skinning
TOFBE 0.e0 RITOEH . e 000000 o se00 | Export Layers Infos » Vertex Groups
RABETI00 »« COMm @
: Sl 009 & v Check layers N ehokes
100 « COm @ Has Masks

b > Viewport Display
RABBIT_BABY3
v ) RAB BAE : & Channel Group Colors
@~ FPayback v Keying v View Marker L e || rel 120 & start 100 End 285

i " Sl 700l buinin_brush.Draw

> Custom Properties

ound for space 'VIEW_30' €3 Anim Player



https://docs.google.com/file/d/1Ejo11wyZZIGuh76rbFBa6lXdZ0ElQI8-/preview

2. GP Tracer : quand la 3D devient 2D





https://docs.google.com/file/d/1CVsyODRM1Gf7dqbOag-fmiwQhzQivevy/preview

Unicorn Wars, Alberto Vazquez (2022)

feature film


https://docs.google.com/file/d/1zL2SF3PF70DrSI1KM6pGGZPC2swTnXln/preview




GP Tracer

Rendu 3D

Freestyle

Cycles

Converti en GP
avec Python

Objet Grease Pencil

W, GP.Cube > 5 GP Cube

£+ GP_Cube

Vv Layers

-
line

Trace Image vers GP

0 lighting_Sun

color
— shadow

e OO X
(OCXCR N
s OO
e OO

Blend Regular

Opacity

1.000

Use Lights

4 >

LN}





https://docs.google.com/file/d/17uLf0indOX6TgOloK40v98Dxjt1yWBMw/preview

GP Tracer : pourquoi ?

Retoucher les imperfections




GP Tracer : pourquoi ?

Pour enrichir le dessin
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Unicorn Wars, Alberto Vazquez (2022)
‘g métrage
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Unicorn Wars, Alberto Vazquez (2022)

long métrage



El After del Mumﬂﬁorentma
court métrage
% ;






15!

El After del Mundo, Florentina Gonzalez (2022)

court métrage



4. Ambitions futures



Les Ombres, Nadia
long métrage



Les Ombres, Nadia Micault (en développement)
long métrage



Carpincheos, Alfredo Soderguit (en production)
court métrage
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Carpinchos, Alfredo Soderguit (en production)
court métrage




N

In Waves, Mai Nguyen (en développement)
long métrage produit par Silex Films



In Waves, Mai Nguyen (en développement)
long métrage produit par Silex Films






Merci pour votre attention !

AUTOUR DEMINUIT | La société Suivez notre actualité
> Tous deux basé 3 Paris Instagrams > autourdeminuit_productions
AVSTUEUS L e studio > advstudios
(Ni.fm) Animatic - Chaine YouTube GitLab:
- abonnés

https://gitlab.com/autour-de-minuit



