Interface

Toonz Harlequin offers a seamless workflow
integration with no need to open or close
applications to pass from one task to
another. The working environment can be
customized as a personal setup by adding
and configuring rooms; and command and
function shortcuts can be customized for
each user separately.

Drawing

Drawings on paper can be scanned via the
scanner paper feeder and can be cleaned up
with automatic autocentering. They can be
easily painted, and touched up if required,
by using painting and editing tools.

But Toonz Harlequin offers also a digital
light table environment to draw and create
animations directly in the scene context,
making also possible rotoscoping, the quick
creation of masks, and the addition of
animation elements on the fly.

Features include full support of pressure

view; and a raster-to-vector converter.

Ink&Paint

Drawings can be painted with automatic
tools that allow you to paint quickly
sequences of drawings. Palette colors can
be edited at any time, with changes
automatically applied to all level drawings.
Material, pattern and volume effects can be
applied to colors, and animated or distorted
textures can be used.

Painting sessions and color corrections can
be done directly in the scene context,
viewing backgrounds and other animation
levels, with an immediate visual feedback.

Production color consistency can be assured
by using the Studio Palette, that features
links to update automatically all animation
levels colors.

Any image can be used as color model, and
can be related to a palette so that every time
that palette is used, the relevant color
model is displayed.

f your studio produces animation drawn

on paper, Toonz Harlequin offers you
features to input paper drawings created by
animation artists by using a scanner, and
paint them in a completely color-consistent

digital environment.

Scanned drawings can be autocentered
according to pegholes and the whole
cleanup process can be monitored to retain
the quality of the artwork made on paper.

Stay
Traditional
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Go
Paperless

Toonz Harlequin is paperless animation
compliant, as it is possible to draw
directly in Toonz and create animations by
modifying, modeling or automatically
interpolating drawings.

Furthermore turn-around character
models can be created defining joint points
and skeletons, and they can be retrieved
from the library to be animated for the
actual production with endless reuse.

Compositing

The scene can be composited in the familiar
xsheet interface with spreadsheet-like
editing tools, context sensitive menus and
drag&drop actions.

A wide range of formats is supported for
loading images and clips, including Avi and
QuickTime movies.

Objects like drawings, cameras and pegbars
can be animated by moving, scaling, rotating
and shearing them. The stage schematic is
available to create complex movements by
linking objects or using motion paths.
Everything can be animated in a 3D
environment as well, and the camera can
move like on a dolly on the stage, with an
automatic multiplane effect.

Cutout-like animation can be easily
achieved by defining models made from
character sections, and animating them
with the Skeleton tool supporting inverse
kinematics.

Special FX, such as blurs, li

animation is included and is a seamless
component of FX set.

Transformations like movements and FX
variations, can be controlled by editing in
the graph the related interpolation in curves
or in numerical columns.

Multiple audio files can be imported, then
edited and scrubbed for lip synching or
synch animation with the sound track.

Production Management

Production material can be easily stored and
retrieved for a quick reuse, from one studio
to another as well, through project folders.

Scene can be previewed and rendered in a
wide range of output formats, with settings
including framerate-stretching and é4-bit
color-depth options.

Scenes can be rendered by using a render
farm, that distributes the job on the whole
network while centrally controlling it, at a
specified time, with a set priority and
dependencies.



