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AL S E H Reframing Tokusatsu and Robot Anime legacy: Towards new ways of
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This study investigates the DIY art techniques developed for Tokusatsu and Animation and how
their aesthetic cross—influence shaped the Japanese media landscape. First, this research focus
on how the post-war period defined a collaborative effort between artists who worked with
limited creative conditions due to economic restraints and social upheaval. This scenario
created a network between sculptors, art students, freelance workers, manga artists, filmmakers,
and animators, collaborating to create art techniques and practices that were unavailable in
Japan. As such, this research traces the artistic collaborations and their technical solutions
to unravel the anthropological setting that led to Tokusatsu and Animation construction and
establishment.

Secondly, this study demonstrates and reflects on the cross—influence between the mediums and
how they established themselves as two different ramifications that often rely on each other
to produce innovative works. The DIY collaborations are the onset of the studio’s development
and transmission of technical and aesthetic procedures to new artists, helping them present
different solutions for the representation and texture of Monster (kaija) and Robot (mecha)
Besides investigating artists works and interviews, this research also focuses on fan groups
fanzines, and activities that contributed to expanding these media forms. As professionals and
amateurs share common spaces and collaborate to develop DIY art-making, the amateurs and fans
eventually become professional artists. The hybridization of image creation meant that
animators and designers working in both industries shared the know—how of image production,
defining and expanding their aesthetic styles. Thirdly, this study investigates how this
stylistic history created contemporary hybrid collaborations between 2D and 3D CGI, setting
conventions for the representation of the Robot Anime — Super Robot, Real Robot, and Humanoid
Robots — developing different interpretations throughout the decades

This research aims to present how analog models are incorporated in digital composition settings
and the efforts being led to uncovering this specific techno-social context by artists and art
institutions since the 2000s. Additionally, it aims to show a movement in Japan coming from
the artists to archive the connections between anime and tokusatsu aesthetic models. Finally
this research maps exhibitions, preservations strategies, and spaces that artists have created
since 2010. In sum, it culminates in a tentative way to reframe the Tokusatsu and Robot Anime

legacy to preserve and create new ways of conceiving what Japanese media can achieve.
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