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Automation and the Transformation of Creative Labour in AI-Generated Anime 
Abstract 
The discourse on automation has long been framed around efficiency, cost reduction, and quality control, often presenting technological advancement as a solution to labour shortages. In contemporary debates, artificial intelligence is increasingly depicted as a transformative force that will replace human labour, thereby liberating individuals from toil. Many of these ideas have already been adopted by factories and technology companies, and this trend is now extending into creative industries such as animation. 
The release of the AI-generated anime Twins Hinahima in Japan in March 2025 highlights these developments. Audiences were surprised by the quality of the production, which exceeded expectations. However, the growing use of AI in animation has raised concerns among animators about job security and working conditions. Rather than resolving existing issues, AI may worsen them. The anime industry has long been characterised by long working hours, low wages, and persistent labour shortages, suggesting that the problem lies in the organisation of work rather than a simple lack of workers. 
Over time, production companies have responded to these pressures by expanding outsourcing practices. A significant portion of Japanese animation is now produced through transnational collaboration, with animators in regions such as Taiwan contributing to major titles including Attack on Titan, Spy × Family, My Hero Academia, Zom 100: Bucket List of the Dead, and Frieren: Beyond Journey’s End. This global production structure enables studios to manage costs and maintain output, but it also redistributes labour across different contexts with varying standards of pay, stability, and recognition. 
At the same time, the organisation of work within the industry has shifted toward more flexible arrangements. Japanese production houses increasingly recruit animators through social media in processes sometimes referred to as “production progress,” relying on freelance and short-term collaborations rather than stable employment. Some animators, including those without formal training, obtain work through self-promotion and remote collaboration. In addition to freelancers, outsourcing studios—such as Taiwan-based R.Animation, which collaborates with Japan’s TM Entertainment—play an important role in sustaining production. As a result, the animation supply chain has developed into a large-scale, interconnected ecosystem. 
This research therefore aims to critically examine the transformation of animators’ work through the lens of digital labour theory. It will investigate how AI reshapes the animation production supply chain, and whether it leads to technological unemployment or, more likely, forms of underemployment and intensified precarity. Furthermore, it will consider whether animators will have reduced bargaining power, and whether AI-driven production contributes to broader economic challenges. This research also plans to explore both workforce and workflow transformations, as well as conduct in-depth interviews with freelance animators. 
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