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Abstract:
Deep learning has been demonstrated to be an effective tool for solving many problems that are
ambiguous in nature. It outperforms many tailormade solutions and offers stable results, in a real-time
speed. It seems to be an ultimate solution for many hard problems. However, its major drawback is its
high dependency on training data, because it transforms the problem from “method” to “data.” In many
cases, training data is scarce or hard/impractical to obtain.
In this talk, I will discuss how we utilize the deep learning for computational manga applications
in the past few years at CUHK. In some of these projects, we face the problem of lacking groundtruth
training data. One example is dealing with screentone. We have worked on computational manga for
many years. A key problem we want to solve since the beginning is to remove the screentones that
manga artists typically used to enrich the manga. Removing the screentones can significantly ease the
digital migration from paper to digital platform. However, the definition of screentones by itself is
ambiguous and cannot be easily defined by mathematical equations. More importantly, we do not have
the unscreened manga as groundtruth, as it is prohibitively expensive to manually trace the structural
lines from legacy manga. We shall describe how we overcome the problem of data scarcity. I will also
discuss how to extend our strategy on data scarcity to sketch colorization.
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