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HIERRES T AR (CIDF) BifE

CIDF (Creative Intelligence & Digital Futures) 2—WUNW 12 M H., 5755, AL ARSI SOR R,
BERFEE I EFRNH ) FiREAR (Technical Artist) . GIEFHZAA (Creative Technologist) . ifi
/B LT (Pipeline Engineer) . AI EGIEH 5 B/ (Transmedia) BIH#.

RIRFEE2E#IAE DECT Global i) GCGPS AI+CG #ilfEfifiA R < b, XZ2ERE MR ALINE 5 &
REM ERMEH MU FESRG, R DUTRE R RS — D EIA:

o NLFHE (ZHESERL, ZRefk. Baifb)

o JFRBIERIA (Blender. Godot. Krita, Django)
* 3D. VFX. %Ei5/%5 XR

o Rkl IRL (ACES 2.0 + OCIO)

o WEHAM (AIA. PPS. JiEUEMZIEE)

o BEESTRES S U hE

o A RIE T RS TR

CIDF TEERSHERIREAR,
M2 —EmaELHE ALTFERES fEEGELS (CIE) I AI+CG HfMLEE RS,

PRERGTH —— DYt i B
CIDF i 12 MHZM BN R AL TIEEEL:
1. JEhlB B —AIL BIEERES FH TR
CEREE SR
o ZEEAI &4 (T21, T2V, T2M, TTS/STT. LLMs)
o AR 3D (Hunyuan3D-2, TripoSR. SAM-3D)
o WAERRANE (Text2Motion, BlenderMCP., DeepBlender)
« QIEFEHE (CIE) Blig
* GCGPS AIl (ACES/OCIO, AIA. PPS)
o LERESMHERSE



2. e Bt —3D. VFX. ik, XR 5 AI il
AR

3D B, gbE. BHE. . ER

o« ATIR#NMN VEX (RKI%. BEAME, B, WERRD

* XR JEH (VR/AR/WebXR)

* Godot LN R HRS

o« BELEASHERIL

« f{§if Django 5 API K&ty Al THIFK Web T.H
3. HUB B B —8ik. ahml, XDES %N
AR N LS (A S B

* Layout — Animation — FX - Lighting -~ Rendering — Compositing

* ACES/OCIO ta R ER TIER

o AIBIENE (@b #e. WH AL PE AD

o Alembic/USD %77, AIA 52¥Moc8dE. PPS FREWM

o BEAVEML. @E (canon) R SR
4. b H 57t — 2 B H S TS
AR

« —/\EEA AL CG. XR. Wik SHETH MEHA LT E

* 5 DECT/IAICC & {RIKHEET T 1FE9: 34T kiR

« GCGPS NEHIR, UEWIMHIIERRIEN R G R

AW AR P L SR
AL il 5 S BUSIE

T2I (FLUX.1. Qwen-Image. HiDream-I1, SD3-Medium)

T2V (Wan2.2, HunyuanVideo-1.5. Mochi-1. Open-Sora 2.0)

T2M + TTS/STT (MusicGen, ACE-Step. XTTS. Whisper)

AR 3D (Hunyuan3D-2, TripoSR. SAM-3D)



o AL BNHE (Text2Motion, DeepBlender, BlenderMCP)

* ComfyUI + ControlNet + LoRA Tf&{k

o ALJAHE, BRNERSSHUCHE T/
3D, VFX S5HUEZHR T HEE

* Blender ##, 0%, {1, MEEE

* ACES/OCIO &R & HE %

o FX Bl CRif. Wik, fikh

o AILHB) VEX G, RE. #h2

* Alembic/USD TAEi
S5 55 et

* Godot A, UI/UX., RXHZH

o FEFAIERIR S

* BV EE ]S SR AL
XR / B MHHH

* VR/AR/WebXR JF#HIFF %

BRI (Pipeline Engineering)

« Python FZH{LS TEIFE

o JLEUEIGE (AIA)

o HilfEHE SR (PPS)

* Krystal ‘FEERK

o AIEM, B —BERTIER
Web 5 THIF R

« Django 2T A

o AT HE55%U07 Web K H

o NEHIE LR S 4 AN



Al HEER SRS
* MCP (Model Context Protocol)
* RAG (WeREEAR) RGE
« QIETIERANL
LIPS
o TAE= dailies (HH)
WA S B (QC)
o PEHRREME
THR-5 SRS
fEfhEE (Portfolio) %
CIDF BNV R BONRERSTE 2 M RIS 5, A, S5 A FERERNT

Bl H, s235IAE
IR & = T R

B ¥ H (Transmedia Capstone Project)
—ANTAERLTHE, fid Al TH, 3D, XR, BSHIAR, eSS BEATER .

fidk5:3) (Industry Internship)
Hi DECT Global. IAICC 5&1EkfETIEER MR HE, ff:

s FES CG TIF=
* XR EH=E

o Al BRIAF

o RHEATIEE

o LA

GCGPS i\l (ACES/OCIO + AIA + PPS)
EERINATHUbRE, FfREELA: Bt

o AEFEAMIEESZ (pipeline-ready)
o HFEERIEER

o B AT TAER



o A&BHENHIEE

CIDF PR 425K

CIDF 1R EER0IREAT S Al MR TOEEHIEZ AW REIEE,
BN AR R e BRI SR B S RESIA &

o QI+ BR+ U + Uk
o AR + 7 MEnl i + B5EEA T 248
XERATRGREESNE, B, XR. VEX, S Al A ES T BRI EURZS.
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DECT Global i\l H Pt izl 5 > 4+%

1. % ——DECT Global fE AN SIEKFE, FEa B At H
H5EIE R RES | %

DECT Global Holdings Ltd. 2 —ZREFrLH) QISR aER, & NTWERE, RS, 2R
HIfEbRHE, BSBEATIEEL. CRRESBEMSG 53— MEAaER
I HELDY (Creative Intelligence Economy, CIE)

EBONAWN ERERCEEAITE A A5 I b
1. BRI (Krystal ‘F&. AL &R, AIER)
2. BEENA (REIRR. #bi. fOAE. GCGPS iAIE)
3. HilfES IP OXFIFHH. Sr[EP 8. CGGE HlfFAR)
4. S 5PNEERE (DECT-GES stk s, AT Bz DCHED)
5. #tX 58 (IAICC. OriginCG., 2EREIFEEKE)
6. M550 (DECT Labs, Krystal #f%. CIE BF53HL)
DECT Global JymefRft “QIEERENR" RERERSE, ([EHAEGSI:
o IR AL HilfEEL
o TR RIEIAR
o BEANCIEREN
o Al FABRRAR
o [EFRRLEE
o RHIFOME
o L5 OIEINE
5 DECT Global &fF, EWESKIEA—D 2RI TNAIEASRSE, MAHREERTHA T ARSI,

2. DECT Global fEy/. CIDF Hf) sk s A o
A. PR GURREE— 2R E 528 A+ CGHEB M IRIA R

JB)T Krystal Institute, DECT #(& M55 GCGPS Academy, DECT Global #24:



o ZRATEDRIMIRFERERE: M5 AL QIEEA, BFasr, FEEZ%,. XR. ACES/OCIO iR,
SN TP Bl

o EFRAAMEATE %JE (CITA. CIGD. CIAD. CIDF)
o AR WS SCRTENERE R
o SIS Al BRUARATIRAR R
« T2I (FLUX.1. Qwen-Image. SD3-M)
e T2V (Wan2.2, HunyuanVideo. Mochi-1, Open-Sora 2.0)
* T2M (MusicGen, ACE-Step)
e TTS/STT (XTTS. Whisper v3 Turbo)
* LLMs (Llama 4, Qwen 3, DeepSeek R1/V3)
o A4 3D (Hunyuan3D-2, TripoSR. SAM-3D)
o XARAMSNHE (Text2Motion, BlenderMCP, DeepBlender)
* GCGPS 2BRAIMFELMER R EIRA, iR EEKIAA]
BB
s AIE
o LERE
o Al BORZAGRE
o HLIGHE (ACES/OCIO + AIA/PPS)
o JHEE RN
o BEANE
o O EYE
o LAFETHISRA

IR
ERITEMNBIERIRR, BRI T, RN R B REHE .
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[ayay

2
H

B. HAR 5 HEhl Bt SR —— B AL BZAES

DECT Global i} Krystal 1, ACES/OCIO T-E§k5 GCGPS il RAH B2 eHAR R
RKERFRTS:



* 5 Blender, Godot, Natron, Krita, Inkscape. Penpot Z3## M Al + JFIRHIEE
* Krystal Al ZiRG#EHEN, CF:
o DR PIEHIE
o KNERSHHE
o ZHUERT L=
* ACES 2.0 + OCIO a2 EH eTmiE
o ATA (/72 RED) © JoldRng. ATEMME, B MG
o PPS (WMNHIMERSD) : TH/EGRHTN, BT rEEH
* Krystal Campus Nodes &Rz AHifkiE (FAH GPU/CPU %£E)

AT
CIDF FAHZ “BWfE” |, W —NsfrielEZsEdis, nl&#E:

o TfE=Z 3D Btk
* XR L=

Al JKBhah il
A E G
P e S
ZEBR AT EITE

C. ZRIMNES FURIRE ——GCGPS Frife. H A 5IMvEilgs
DECT Global iz GCGPS ZERiIMNIEAR, Er:

s AIEMKEIERIEELZL

o [EHMLHITERRIHE

o Al RHERIE

 ACES/OCIO &HLUAIE TAEH

o AIA/PPS JEEURE MY

o FR/IFENU/XR TERESSUR AR — B
I EESEALE Ry

o AEINE: GCGPS #ARiE4 (ACES/OCIO + AIA + PPS)



o WiHIME: CIE & &1EkfE¥HE (CIE Education Partner)
o IRBEINIE: AL HBNLIE. BRI, BEHMEHE, HieELEHE)|
o FARBRBABRMNE: FEEEIEN, RELIKGEZS Al BRI

g5
Bt R BN EEROIE MG RIAR T, 3R A AR, B NMES ERREZ T,

D. PSR S —— MR E B R ERAZ IR
j#jt DECT-GES, DECT Global BH#:2#/E R EI 2 ER AR B A R :
o Al BN RO AR SE
* CIE BFkA# & (Career Exchange)
o BRI S TAFEIREE
o RIRIPEKEFIENLS OFFI. SRS KAk DECT F248)
* DECT Labs &I H#25
o BB SR RIS
DECT @37 528 1) “BE AR
3] — AE — NIE — HlIfE — gl — 8

gL
BB NBIVES: TEZE, XR L=, Al ¥I81AR S 2EREIEMLE,

E. Bt @b — 3L CIE Bl
#4205 DECT Labs 5 Krystal BFR4ERIE 7 Q1B EAER LD, B AT EHE:
. O ALS F—R#H
o EHEET(REV. RAEIR (MCP) 5 RAG HIRAL
«  ACES/OCIO B9t S5t Rk
. BUFRHLY AL
I AT N COIEE S
o BIEHLEA. EEMANE, BB BRI
« GCGPS FRHEfLsifk



s FRIEX

o EHRRFEI (TAICC)

s EEHIREME

+ @ Krystal ‘& HIEAHT AI/CG LA

gEL:
EAR N REROFRAL, TR BB,

F. b, #HIX5ERSH —ib R AR
DECT Global FIE(K 5 SCALER 42 £t
* JAICC &£k AR=5%H
* OriginCG X225
* CG Global Entertainment ¥/l
« DECT &1 5153
o BRERPAEZZIBIE
o SH5EHEANTHERONES OFF, SARY . WL KE)
o XSRS LA

g5
iz O E RO B S TRk, mIERH S 54,

3. R R LSS

eS| frld N/l

FA M. EFREARRY CIE IS IMEAR & CITA/CIGD/CIAD AN IEX I FF 2
FoR BHERIAHE AT+CG B LAt Krystal *F-& + ACES/OCIO + AIA/PPS #%&
Pk B, BREHIE, TIERTUR DECT-GES &ify + XF05d il {F

BHIF BRE RIS =, 8GRI CIE ity + IAICC 25
X EEREEARINZHAIEEE TAICC Mg + ERrE%

2EUT VRALL BRAL, HRRAERTHIIRN WH A + AT Q55 8




4. SRR

o EHESLTAVESHTHITIE

o MEER: SKAAL + GCGPS AIE

o HaeBkiilfE TR R AL

o BEME AT %BHY 3D, XR. M5 EENRE
I ES U]

o RGBT LR 2%

o S5ME ARSEEHIE

o EFCKAIEERE AR ARG

o JUE “AL+ QIR XS R23REUT I
o RIEHEE. kS EMEER R
o BARKOIEEREMEZAR

5. BiH— M5 DECT &1E A4
1. RREROIZRHEANA TGS fER—ERNRFS AL CG. XR, 18, aERY500ET,
2. LB EmIMASK : Y SIS ALME, M~ ES Al %4,
3. BmkBseEhi 4k CIE WBal: % DECT Mg “AIEReE T A o
4. 5SEFRSXEMSEMN: ZRE# CIE BE, PEET SO iEg, DR EEERSCHS R BT,
5. SR BIL AR SGETIME: B “AA =1 + 1P & + AL B + ERRUME” B9ZEH00,

6. F S TERY

112 M DECT fafa [y N

FoBrEe AL (BB PRI ARHbe, EHiRiE  JEALIREE. ARME. Krystal fUHETIH. BCEME S
F) ey TR IF]

BobB: Bah (B2 AR IWBIAE BT, B0E Krystal & 07, 18481817
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o %
AL, 4 - A R E b

o ESE e, e DOTITINCCE s wprm
7. 8510

H DECT Global 51 QIEWHESE AR (CIDF) BeR/ll] &k, K¥2—m “HRBrg” mRER,

DECT #tH~2—ERE,
mE—asein “flEsCsIE”
HH — bl — HIE - BHIF — 8k — S0k — 2RI,

5 DECT Global &1FEME SRR EZ8% “QlEh”
MR RER BRI GEER DT BEE A —,



'REATIVE &
ITELLIGENCE
LOOP

DECT GLOBAL PEDAGOGICAL FRAMEWORK

Inspiration \

1

Educetion & S~

Reflection Skill Development Application
& Reinvention e & Creation
Application &
Creation

Production &
Collaboration

o

Employment Production

8 Industry y & Collaboration
Integratior 4 ('S 42 y

Production
& Collaboration

SIX PHASES PEDAGOGICAL PRINCIPLES OUTCOMES

Inginits, curiosity Al Enhanced Creativity Employment ready
through on, culture, Al, greauates skilled
and Corytelling in creativity + Al
Education & Skill
Development: Ethical & Sustainable
Builcling creative Practice

und apgntive capabilities
LSINE OPEn sHUrce Sustainable creative
Application & ecoxystems driving
Creation inclusive growth

Open Source Foundation

Learning by Doing
Research output linked
to creative
technologies




DECT Global ZUAHE2E . B EHERA

(Creative Intelligence Loop)

1. HE%

GIEWHENASS (CIL) /2 DECT Global “# & 21" BRI E: 5188 T
B AL JHETR, QIEHESLS%S MaE Mo KRNIEMEAR, WRE (¥ H, ZEES
EEKANUTERAE—A “TERY” QT SHLRESP oS 24,

AN 278 — B — 7ol - M2 Rk, LOIRAIRIG Y A— e QISR (CIE) Mins)
4,

2. BB REMGIARI /N B B

i B £ H i1 7= KT R/ RS
EHEMEA, X S ‘
i o [y L. GFErD. BEEVEEE, R EYE TR,
1 J8% (Inspiration) {é’\[\)AI SEIE =V o117 B S
JEE A
) HTSEAERRE (Bducation 1 LT AGERIONERE Krystal Institute U,
& Skill Development) - R AN E CITA/CIGD/CI-Blender %
S5 FE
5017 (Application & 4%%[””%?5:%;}? AR ZTR Blender, Godot. GCGPS T.
3 A RS OIEAEAT e o
%H{E%Fzﬂj a3 =t JIL~ ==
W 05,
HIPESHME (Production & oo A EEI LIRS e o vy DECT Studios, CG Global
4 . B HSLEERIE . Entertainment, Krystal
Collaboration) . %renk 1P Rz
78 Cloud
S|y 5 R s e H # B
o s MARMIRIE  DECT.GES LT A, &fF
oy Yo R BHEAA AL
Integration) &
. h'Ej‘l 23 E 3254 N:E
KBS (Reflection & bl WIOLTEC IR o g2 Gogps Wi
g LoeIH SRR SRR P
Reinvention) Jo I agift. QRS
> 5 Al ik

3. MBS —I8 “9REA” PRGN BIRERIAIER

WARE I TR/ simHER) -
R — BE — MH — HilfE



1 l

RES5HEE <« 58S

fiR:

HANMEBEOIENE, WA N B AR

MR SBEIFRS, MEERFNAEIE L., BHEF R A

4. 1A H fa 22 R )
i e
AlSRREANEY) (Al-Enhanced FERE T O ) KA, SRR LA 5 013,

Creativity)

LA SIE TET RS Tk OIEHR (Blender, Godot,
Krita, GCGPS) .
W EHS TSR AAiEIeFiK, MaBETHIER
5,
Ak EE (Cultural Intelligence) SIEEVERBEL, 2SN GMNEEZ L,
ferE 5 #psesiEk (Ethical & Sustainable Frf ilfEE)E DECT R BRAIMEHESR : 1B, wET. ®A. Al

Practice) g

FFIEJEEE (Open-Source Foundation)

fitH% (Learning by Doing)

Key2ESEA (Lifelong Learning Ee A Hpo Bt DECT ®BRMZEH, HASHE S, Bt 501
Ecosystem) A2,
5. DU E I REA 75 2\
B CIL =5 A5

FHAE (k—) ED, BFEFE. AL CIE1001 (BIER a5 TLEnT) FHb

7 % - _ =} e ~
q:];&KﬂEx (KR=-K A TE M ;ISFD CI-Blender & VFX. R ERSHEK

e =P NN

B E () E}{E{*Eﬁ‘ PR, SRS o 11 sewmA, 923

Krystal iff5t3255%. GCGPS IAIE. DECT Ui

WA/ 55 T, WM. BEAENT Rl
=

6. GRS B REMRIAY LR B (5H1)
1. A FCIM TH — MIFROIE TR,
2. FFRIIE - (IS T GOGPS LS,

3. WH Ai%& DECT Studio 5¢3] — ZR1§™ R & 5 K05



4. SERFFAEERAIE (Bl “REABE ) .

5. PR/ A/ G IP — DMK ET T B a4 T — o
- TEIRLAHTHY “IRRT BRIEEN.

7. ERRNFT SR

BIEEREEIN (CIL) 5 DA HEZERA 55

DL / HEZR XI5
UNESCO QIEZLFER (2023) LA 5 R 0l8 8 F
WIPO & OECD 8IEFkiEhriA R FERIR UL RE R RIZ T K

Bt&E SDGs (4, 8,9, 17) RAE. KE TR Q. KRR
ASWF / GCGPS &5k IR ARES THEMREC QI EFRIEIR R
8. HEZE YR
)G TH ] iR 1 HE S

Heg “0IEH + ATRIAIgikaE s EaRAT RS SARRES ARSI AIRAE S A TR K
TR S BRI 4% BIEER FERIRHIT ™ PSSR SRS
K S5O SE EERAIEATTPIRE R PIAE S s (b 5 25 oIt

9, 4Lik

BIEEREIEIMEBE N “RIRARR” HLNINE "B AR .
£ DECT Global fyJEsMH: BIEBONIERIBEE, MR SOn#RNBEIA, BN &GN,

TEQIREREETTH, KA, BRERAWNE L, 7

B — R R (RERRR)
IXMERAT LRI “BE” MR S o SR

s RGHE: F5EMEs, FIR.

o CIL: iEARGISTR PG, TR GRS~ —FREME, BT s —REER,
Kib—F:

o R =TgRREER

s HH = LTRSS IZ



o BR/RIE = 7 ST R SRR L
ok = Wi S ) R IRIE
o RIBEHE = BT RS







PREEFPRIONESL, (BRI S sl G &
CIDF I H % — e EFR =SB E Iz A ROPUEAARI, TTHE WTER, QIR A 2B ARk
MRS, PAN LB,

1. 3 AL, CG, VFX, XR 5% LN ERIEES
REHLNWTH, HSHIFES (EIEEART) -

* ACES/OCIO

* Blender., Unreal. Unity. Godot

* ComfyUI. ControlNet, Stable Diffusion

* Python. Django. Git

* VFX TfEf

o Al AL

JUPRHARSCIERE, HF HEE, iR IO S B 77 ORI & 8 Je A SR A,

(Al

& PR AR TR, PSS 7 SOk, sROEFRATAEAR, 5 SRR 25 A SR b,
DACRER S EIFRAT L SE B — B

2. SR SR EI bR PS5 AR ] I 1
CIDF IRIZARBIINFF:

* ECTS (BRI HARIAR)

o RERERAEH/TIMEZR (articulation frameworks)

o BEBEINIERRE

o [EFREAES IR FAILH]

& HEGIINEID RS BN, RS 9L,
IXAORIUHE -

o TERRINEE TN AT
o HEFREREAR]
o BRGNS DAL R B

o HTARRINESHAE (accreditation & audits)
R SR A52 R AE A H P AR SO A T



3. GCGPS. ACES/OCIO 5 DECT Global JE fpd: AT wyk

»

DECT Global. IAICC 5 GCGPS BA DU RFHIE:
o ZEHZFE
s ZiEE

o AN, EMSALENEXIIzE

FTESARbRIE, FlfEEL SNSRI, DRIk —SE 5 5t — 012,
@ Kt CIDF 2406 FRIXLESThRIEIR R, A REARE L R BRe M 5 — Bk,

4. WP/ S I IR OR AL ) M A S 22 I
VEEAMEA, SURAEREAR:, SIS X, AhE:

o S S E T o S

o (ERHEFREE TR, M. AIPER

o I DURERESE A 5 EARE A AL SHIEEARIES

* DIPSERBEERIE A A SR ISOK P ZR ML T 9%, FIRNIRERZ SR A
EOSIVRNELEPS: L1

. fEnR
.- WSy
. AR

. WHSBIR

5. WIBA A R T ESE T A5 753
TEESEHIERASE

o XHPATSINTE

o W TFH. WNEBIEE AT REEHARIE S

o BIAUMEELT “RBEES" 5
# CIDF [E2EYIZRE BN IX IS, Tt



v FORT ] BERE

v TTIERIER R

v RHITE S PMERET)

v ZIE5ERE (ERFIFELT R T mMER™)

6. T SMPRHE T[22 22 EK AL + CG WL IFFE: i

Al 5 CG HSEREHk R :

S T L8 B
Hif) ACES ZEHAMTIEAR
ControlNet #AUFRS B i
W E LR SR AR
XR HEZEAR Wi A

XEEEH (HRA. GitHub @, BRI L2k s,
& ERSCCREE S, R DATC AR AR R A AT A BT, AR AR AT
CIDF RIS :

OpenAl

Stability Al

Blender Foundation
Unreal Engine
ACES/OCIO J6HIR R
Khronos Group

DECT Global #iff%&
MITEPREE RS “mmASK” RS HRAEN.

7. AHE S BRSSO S S H 75 4

REWHRAFE:

FEARHISZ B TR
REPRASOIESE FRIPISE, 38 5 E
T A A T AT R



o MEATAHIA P AR
o Sy pA TSI E

& RILERARE S SOREEMORIN AN, AR, Alvatth, FFARSS TAHL ™ LTRR,
CENRUS-E S+

o XLINF
o ARHWIP BIfE
s SXEOELESHES

ik (A E I XHF)

CIDF IiH DX ENTRIEXFIE S, PMRFFEERFAG AN, X EPREORRME, FaR A a] i fim
AT S T B
IR SCEAHIE ST, DARBRAMISAER AN, BRI, UMM S5,

ZRERL A ER
o HHESREbRIE
o ARHEAME
o NIRRT
H EBE PRI ERHS T SR 23






PREE H AR
(B HHES B YRR — CIDF Bt H)

1. s AL ARG REE (CIE) FLA

IEERENSEE, IR TR AT 5 CG SR TRIHT
X—HEIEE) “BREET” . PARKRE-MRLEET): QIR EMa T

o BAIFEHETERE

o BOREFF

o SUKERET)

o BRI SEGGE TSR RATRE

£ AT, AIENAERRTER7H, R —MEisae, EMARS S Al R4t (LLM, KA
ARARG, PR, B EERER) PME,
AL PR DA R LA

o AR (T2D

o AWM (T2V)

o XAEER (T2M)

* $&RIATHE (Prompt Engineering)
* ControlNet &4l

o REARYT LI

FARHIE “SARME” , T2 2 AL MGk iEE, WES00H rRgE 7=
XA MG N — R QIRRELSE (CIE) : fEHA, “AKEZR) + HLEBEE” By &G EnE
ZEIKEN 1,

2. H{2 GCGPS AI+CG I £kfE

& ACES/OCIO A%, ComfyUI-ControlNet T-fEif, PAK AIA/PPS JGHE{AZR,
IX—HAMRORAAERESAEE LR, LAY, TAEREBIRIHIEE Lrialk,

GCGPS EZL A2 IeHEA mECHT DECT fIfEAR,  “FF” IP AN KRBIGIERAES, FAERKY
>



v ACES 2.0 (B8t uemitt)
HfRE O RGN 2 ERVEE AN E B, Bt R,

v OCIO (fu¥ HREEARHERY)
MR M Blender. Unreal. Nuke. Godot 5 & iR —5,

v ComfyUI + ControlNet
HERT A AL TER, ©f:

o Z&5|5 (Pose-guided AD)

o REH| (Depth-controlled Al)
o EEZFEY: (Sketch-to-render)
o m—8M: (Scene consistency)
* AI'#K3) VEX

v ATA (B~ seettirie)
PR SN {E BRI A M EFRT B~ A TINE S 181, X2 —F “tH5Ea1” AiaEalH.

v PPS (RIS HENI RS0

F S E RERMC AR M AN B BRI TR 2 S5 il Tt

IR S, PARESERR, 2LEE. AL ENGHIFESSH TIENEES, MXEERAEAIZH
WA

3. R 2R BIZHHERE S

B HIE, LINEI%,. 3D/VEFX. XR DL 2Hk Web #%E,
MR A EE AR EEREE)), CIDF WiR2EARE “efal” elEsmedl s, wh:

3D Hillf (Blender)
.
. g
. TR
. R
s FIHE

s MPB/EOS



VEX fliE (AL 3X3) + PIHLiE)
+ RTFRS%
o AR/ FRHEL
o AIXf%& (roto) . #M2 (inpainting) . #7¥FE (super-resolution)
kst / L 51% (Godot)
. GERiZiE
e UI/UX
o AL
o RHAMRTL
XR il
* VR 5%
« ARXH
s ZHHHE
o SRR AR
2tk Web 1% (Django)
o OIETHRmE
s JEUARGE
A P
o AT TH
IX— HbRESL A A Se BRI RE T, (B L A REAS -
o HilfER>
o BT
o RANNH
o HIHEL
o BT

XA “UmE RESIEMTIAE L N A 2 BR A= A B R s S T,

Ry

\g




4. B IR A TR A
A DECT, TAICC 52RTAE=, MZiHREMN CG. Al. XR 5ESIAREART R EA,
IX—HARE A% DECT Global RUZ5FAL, Bk AR Ba “SizInl ™ HIRES, REMEREA:
* DECT Studios
o FBFN/ Sl % 1P HfEAR
+ TAICC QIZ&REHIX
o E. B, RIS TEE
* XR/~H]
* CG/VFX TfE=
o BRI
o BrtlEgIal L
AT PRI AT LR 7R R 2 REE R -
* AIERFEAR (Al Technical Art)
« H# AILRENA CG @A (CG Generalist + A
« BL& TD (Technical Director)
o XR &It
* VFX ZAR%
s BWIrHMRZIARR
» OIERHELAA (Creative Technologist)
o RHIEIHIM

CIDF fffRE AR R “TZidA™ |, g AT RERAIE TRRANA, X F A 1E BRI ERRR,

5. SilEs F R

RKER, TR, &it5 ALREG, TR IEETy 3U5 MR s 1.
iX—HFrA CIDF R0 % e 2 2ridy, “RENAIRRE" , B

AR MBEEYE, ME, E¥ R

Tf2: Python HaNfb., THEIF .., ELPIHE

B AR, RatB4E, R

NTRHE: AR ControlNet. Al 4HBhHIVERAR



XA A LR A A RS AE DA R U T AT -
o AT WKENEFHIE
* XR JlLiREUAR:
o IR + FEHITR AR
s fIERSE
o ERUFIE (Virtual Production)
o BEEHARE
o B
- GBS

WS EERLRAEIZR, CIDF 224 RUZIRBET s, m2a& “alEEs” weeh.

6. X 5T ZBREA PRI
HRIE ECTS 7SI, FFURATEBSIRH, KI5 2L,
1 R A AT S 2 BIART, CIDF T H0:

v ECTS (BN~ #AR)
— 72 ECTS %3 (36 AH2E5)

v EIRRFMAH
- TRE. HIR. R4t

v IET GRS IE
- fElk, fEdREE, Fil, BLTiH

v BRI
- EBRIARTHY “BoR + ZK7 MaHEsR

v MFERIEIX + W Rk SRR
XA T :

o XFFSHINESH RS HA

o SCRESTRIIRAERIPME

* yIAICC Hh=#ARAET]

* 58ft DECT Global HIER#MA R
MR EALAE R B B IEE BT H AR, T2 B EFRIE TR A]



EMBARK ON AN |
- AlI+CG
. LEARNING JOURNEY




WHYASIER (PLOs) — CIDF v3.0
Al. CG. B 5 BELKIGHEEIR

seik CIDF WiH @il Eizia, Sl RERS ROR DU Uil gy ST R :

PLO 1 — FIRFEN QIR (CIE) BE&
E G
1.1 R MR EAE (CIE) BB %R
o BRI, WEREN S LM EIMIE SIEERELDT (CIE) HiLA,
o OHEFIRARAEESNME,. AL XR 5Ab A H 2Bk,
o FMGHMNERN AR, &5 5 ism,
1.2 il CIE HEALHEA T OISR ) i e
e JzH CIE #APE LA AN AL XR, LLM, #lgs A, B EHEEERERA,
o JENAIEHEL RIS R, WEME. FAE TRk R,
1.3 FUFHE 515 CIE W
o FFHNE, MR, BEASIER. NEE S IRiE/AREE R (pitch deck) o

SR :
FAREM CIE RISIERARIER, Uit SalHskhs, HFEFHEE. XR, kS AT TRIHIEERE,

PLO 2 — $#R{E5E%EM) AL BIRAER (T21/T2V/ T2M / TTS/
STT /LLMs)

ENVAERRES BT, THMEIFESMARZES Al RF, O

2.1 LA (Text-to-Image)

 FLUX.1. Qwen-Image. HiDream-I1, SD3-Medium

o JEId ControlNet HEFZEA, IRE, W%, EE, 7 EIEHE&MEF,



2.2 BRI (Text-to-Video)

* Wan 2.2, HunyuanVideo-1.5. Open-Sora 2.0, Mochi-1

f#fH72% (storyboards) . 7325421 (layer-based conditioning) 5% —(%: (reference

consistency) Ki5SHFAA AL,

2.3 W EE RS (Text-to-Music / Audio)

MusicGen, ACE-Step. DiffRhythm

BRECR, NEESTRZR, HTEhES XR &%,

2.4 AAFES 1 BB XA (TTS/STT)

* XTTS-v2, CosyVoice2, Whisper-v3 Turbo, Voxtral. Granite Speech

MO, W, 55 H 5 R AT M EE S

25 KBS EE (LLMs)

* Llama 3.1/4. Qwen-3. DeepSeek-V3/R1, Gemma 2
ATRIARGE, 0/EER (lore) . HRGtgwHE

2.6 #i# ComfyUI / ControlNet

PR TS ], SEBIN DA SR Al

IRFE— 8t

BRGRE

1% K (Edge maps)

7#|E (Segmentation)

ZANR 4 (Multi-model blending)
BT LoRA HXURS#Hl

2.7 AT HUfEH AT

VESLEAAR, RS PRER, Ze 50 BIIREE,

SRR :

AR HHIEPME R, 3hA& 208 (animatics) . FEAMA (previs) |

B IR,

Fi&t (soundscapes) .

YE S
B




PLO 3 — B8UA HH 3D. VEX. XR 5 HNE

3.1 3D Vi~ HilfE
« {¢ Blender #5eiE, UV, MR, AIE55mE.,
* fFHSCE 3D E4 (Hunyuan3D-2, TripoSR. SAM-3D. Shap-E) .
e fififf UniRig, Rigify. Auto-Rig Pro #{7Hzh40E,
3.2 XA S Al B3RS
* fiiH Text2Motion, BlenderMCP + CSM.ai. DeepBlender,
o ZER AL RIBIERZE. RIOEH SYELELLZE,
o A ALGHMEHTIHEL SEEf (retarget) 5 A THRIE AT,
3.3 VFX / {liH
. AL{EfZ (roto) . M2 (inpainting) . HETREEMIRRL. WX,
o VRATEVEL, BT RS PEERRL,
3.4 XR Hill{E

* fE VR L, AR %X E.5 WebXR &%,

3.5 LI 51% (Godot)

o OlE@ UIUX, ZHIBHE, HikBnSRrag,
EE A AR TR SOk

« v CG %= HifE

e v VEXiH

. v XRFEFFE

o v PRI

o v LS AL MRk

PLO 4 — {E 2 TP M GCGPS AI+CG HlfEE £k
EENV A RES R T 2 BR TAE 2 (6 F 1Y 52 25 I JE 81,



4.1 BLINT

E1E GCGPS X5 HIM L :
8 — Al #ii# (Previs) — Layout — ZhH — B — (19 — &Y — & — &t
4.2 R

* fEH ACES 2.0 fRIEYCH S IR CHERITE,

* {#if OCIO fRiF Blender. Godot. Unreal. Nuke/Natron %#5#{F—5E,
4.3 JTHIR AL
] AIA 52 MoTdE S PPS Wil THA4ER;:

o BORATE M

o PEEHRIEFRAME

o BIRTAFE—BUE

4.4 Bl E LRI E K
S KRNBRRE 5 W A ER

* Blocking - Spline — #i# (Performance) — {X4i23)) (Secondary Motion) — T
(Polish)

 AIA/PPS HEIER
e Alembic/USD &fFSH
o SEHEHMTIER

PR AE RS TAESRIIFIERTR,

PLO 5 — WEELKHsML T HS AT S T H

BNV AR RERS
5.1 Ji Python f{ Hz{L

s TEmA. MOAREHL BEhE. HEE, B (QC) FMA,
5.2 THIFE

* F’% Blender/Godot HJHENX T.H,
o HENERL AIA TTEEE,



o MHESUtEh S L 3D R

5.3 Krystal ‘-5 45k
. [EFINUERE APL W4 TS ARSEE,
5.4 Al IXENE LR

o R LLM ®EEARDIKE MCP/RAG T1Fi, HTFAIET A4mHES Bk,
IR RSEN B TD / BIERHIAA, ek mtlses Inmts —,

PLO 6 — XIHIFSRBGAN A (Web, T.H., XR)

SR AR RES
6.1 AR X

- {4# Django Kiffl. APL {YF# 5% HHAL,
6.2 AT BRI E T H

o FRETSRARE, Al ERKEES XR TH,
6.3 #ikH £k

o RZHEHX Web M. XR AK5 0 TEAAMEIE~HIAE,
HPR-ZA N E B TR SR BIE B R BT,

PLO 7 — JEn B TAE S WME S il ERE

7.1 HIBAEME
A DVESE TAE =77 AHME:
e dailies (H)
o RIBHEA
« QC PP
o KMHE/Scrum (F5EH

o FEAESER



7.2 {HIEFIA

o LALOR

T

o BoRIRARBIH

. IR
7.3 5 FHIMEREN)
5L A

N

. BHm

o I

* XRIFEH

. H&KTD

XA, B, . XR 5 Al TAERELE FRHRET,

PLO 8 — jfijd GCGPS iNIEFH IR
BN A FRORTE DL R A THIF 242 -
o AIA: BB MS mEIEM
o PPS: i, EIFEALKI
* ACES/OCIO: R ¥5EmtaiiiE
o AT FIMERAL: T2I/T2V/T2M/TTS/STT/LLMs
o HIEMEL: v1.0 A ThriE

ZINERFRTIEB#EIRIAZR (W Houdini. Unreal. USD TAEFRIAIE) o

PLO 9 — 2 FFERER IS L H
BNV A RENS -

9.1 HIfE 3-6 4~ H 9 T/ =g 4 Mk

CIREASN



Al IR

XR K56

VIS AEBES

e SIS E LN

B THBAIMLARSR

9.2 HE RS BT IR BRI

W

BERRER (b — Y — E0 — Kitifk)
PSR B 4%

ACES MUt (R — itk — XR)

2V AIA JeEdEIC R

9.3 o5 E R
0T, DECT &1E 5 TR L AL

BRRR
BRI
BEARRUT I
SACESE
HillfEsTiRIe

Bl AR E L IFRES “FTEENMT LSS EITIE,






PHASE | - FOUNDATION

CREATIVE INTELLIGENCE -Al LITERACY - OPEN-SOURCE TOOLS

A
P : T

[ S

PHASE I - APPLIED PRODUCTION

PROCEDURAL ART - GAME DESIGN - INTERACTION - UTERACTION - UX

PHASE Ill- CINEMATIC & IMMERSIVE

CAPSTONE PROJECT - INDUSTRY IMMERSION- TRANSMEDIA PRODUCTION




5C3#% CIDF IRFEA AR

B—piB: (PHASED) — 3LabfbiB: (G8 1-3 41 H)
T QIEREE - AL EE - R TH

PP PR % (Months 1-3)
=X WA 5 Y]

B B4R 2es BYE (BR-EL
e A s . Stage 0 —#liatk; N AOIEEGESEDT (CIE) . %3 Al
S2 Ak R AT N
CIE1001 g‘“‘aﬁﬁﬁ?} j“; LZ }{g%+ ACES/OCIO, b, RS E A R R ER T
' BT Geaps gig Al

WFRIERR AL 60 N ATS: Stage 1 — fEaym  ComyUl ControlNet, LoRA,

CIE1002 5 N T2U/T2V TAERSL, TP &,
TH /4 %5y #OE E; AT JRA o g
O RNE B ARE e i s,
RO T 5L “ e
60 /Y e 5] CGL ECPEATI SN OB,
CIE1003 (Blender/ . i Stage 2 — B AL N .
olonderl | raspy (R SRR 2 BIRE 1 mamiteR kA .

IR %, SCCRUS, 2B,
VAL S AL 45 /N T Stage 1 — i AU Lon e Tk, SCLRLE, TG

CIE1004 . o LM, Ik LoRA £l +
+ 13593 fE Ft ControlNet ##Bh0I &,
. . _ . #>] Python Halfb, JTEIEIRE, X
TR ELAR 60 /NN SFail ATA Ealfk; o8 \
CIE1005 . ’ &S5 Krystal API ££5%, FHT0I&
=t i A )
Python Zif2 /4 %53 1k FEIA IS
AW B s S R B

v Stage 0 — ¥4k
v Stage 1 — #CH/MES/WijE (Previs)
v Stage 2 — B4 illi (Asset Foundations)

H—BiEt (PHASETD) — H:niRii B2t

F—FrBdaz CIDF £RERNEM, SoRS 8RR, FRATESETCICE SN, ERRETE B R R -
o HEMBISER (QIBEELST CIE)
s G—HIHIFES (GOSURAKIE + i)
* AI %5 (T2L. T2V. ControlNet, LoRA)
o JHREIETHEEM (Blender. Krita. Godot)



« BX&MHMEES (ACES. OCIO. GCGPS \AD)
o Hutgmasae (HrElEEARR Python)
o RUNRITSREE4E CUeiifm + AT %)
FMERIENR, BEEAEMN BORHEEET BN AI+CG REMBIEE SHIEE,

BT GBBYYRIT)
CIE1001 — S RE 5 74 5%
S 45
¥4 3
BB B + JER
Bt GCGPS E4Sit. ACES/OCIO. £k Al I6FHIR
v A B BIZ M
AR5 A\ CIDF fUME&IEA: BIERREEDT (CIE) . AR>S
o &N, Al 5cfbaifaHFEEE BRI T AT
o BRI GEAL. JiE. XR. AD IEfEQIfATTE L
o MR N SEREWMMILEBGTNETFMERES
SAR =R/ D
e GCGPS AI+CG HillfEE £
* ACES/OCIO £ Bkt E A RI1ER
o REMEZEM (AIA. PPS, JrHdE7e®M)
o Al EHBIHT 4R ES RS
v It o R
TENAMIAR: IEEEEE N LB EHEAERTET |, DSBS iz,
v eI
o fTMkER
o WFLETTIINTHE

o BURTIRREN



o AR
s BHRINNE RGN
PR A AR ASIRIIZRRT, el B R —EMSES.

CIE1002 — i BIEE T AT T H

221t 60

For 4

Bl SHRIH

Lt Stage 0-1: T2I, T2V. ControlNet %fiti; ComfyUT T {F i 5Ehd;

v ABRBIZNE
CIDF 5 —17 AL SRR, 24K
o [ERY BRI TSR (T2D
o ERSCEMS (T2V) #fERIES 802708 (animatics)
* ControlNet: &7, WE. Canny Jh%k, 7#F & 4]
* LoRA: MUg5fti—8E
» ComfyUI #fitfiE
o RELIER
o RIAZAFHZH] (conditioning)
o EBFIIARK
o BIRNERE SRR E T
o JLEHEICR S AT E B
v M2 HE
AL AEE It W QUEHIERHTREES, 2RI 2 A RERSE A Ak
o BESSUHARL
o IR
* Previs
o BEFTER

HENE M (WASIE) SE=E (R TER ks,



v e i
. ALFIERGE
. PRI
BRI
. BURGRAE

BIEIAEE

CIE1003 — HEAIE T BHFi (Blender/Krita/Godot)

2E0F: 60
¥or 4
BB (e
Bkt Blender/Krita/Godot £l — %= X ILmtAE
v ABIRBIZN A
2222 S] GCGPS B L Fnd IRz O T Bfk:
* Blender (3D &%, M. FhE. £IE)
o Krita ($ursm 5 80ui7E)
* Godot (SEWf5[E: X HME + XR Fhit)

- UI 5HR(Fi24E
. ELRTIER
- BRIEE
o Ik AT AL
o BRI
.« BRI
o TRRLAMRS AR
v It 2 E"]
R THARR TENY TR ESTR L

o BRFAZIR GEZHED



* VRIXR (E--=HED)
- HBHIE GEZHED
I 2 E W=
v e i
. EZEAHBNAED
. B TRV LR

o TEMEBERAITR - HEEN

CIE1004 — %11 B4 5 bl

220 45

#5103

BB REHIE

Bemt: Xt LoRA i, {¥Z%3K ControlNet, #E LI

v ABRIRBUIRNE
SRR
. BRSCLAUR ST SRS
o AR
- ESEUERIME (ideation) T
o DISCAEBURIN T RO AL
« {ISCIL LoRA RIS PR b 1A o5
PRI 45
o AR T
o AL T AR BRI X
o I BRI i
o KRR S R T ik
v It 2 E"]
QURERER AT L RE, B bA FRES L
. B RUH



UiidseZN: 1 vy

/SR E

XR AR

Al WKL ERIE OFFD, Hali% . sKisr-IE )

v BEJI7™

AT
BRI
JEAURE &AL
MHELERE

CIE1005 — T [ R EGHA R Python Fifs

220F: 60

1 4

BB iz

BLAt: AIA Aaitk, TEdENRE. Krystal APT Al

v AERBUZNE
T A 81 = FH R4 Python:

Python Bfili (TE7A. 1EIN. BdE&i)
XFS e

BIE T R EIME T A
PRI S A E

Krystal & API AI']
A Bt =

H3ift. ACES/OCIO Rl & 55 E

v It 2 HE

FEPRES, Python ZEZLITRLN “BOKIES" :

AT F7Y

DCC LA



o M

s EEEBIERS (AIA. PPS)

s BEH

o AR
1 AL B3N CG HilER, BEEZARRMFREAZIARES .,
v BES = ih

 Python fmFEfE

« THHZNMLAE

s ELZEMRE

« API S

o JLEUREIAHEIEIN

FrBEENELXNB (L)
AR

v Stage 0 — ¥J4a1L
ACES/OCIO #fifi, ComfyUI IR, HIALERE, BLREMER,

v Stage 1 — ¥ / Wi / il
Al #E& &, T2V #ilE. ControlNet #E., SXALREE,

v Stage 2 — ¥y 3Ll
Blender A[], Krita S22, Godot 75 #A. Python Bk,

M2 F— BB R R EE
B EHEEE M TTE I B AL %50, BURTESR, TDITARILONE MBI, (L1Es:
. eI
. 2 AL TA
.« RERIFIEL
RS
. BRCLAR



o FREEMHT
XS — Bl oy 2R AR R BIRE P A 24 T R R AT 2 —






B HiBt (PHASE 11) — MHGIWERTE: (58 4-6 TH)
T BFELEAR - iRkl - 220, - | PRE:

BB A% (Months 4-6)

. Ft/
BigURes B PN
o . 60 /)
CIE2001 gggﬁ%ﬂ'—%x it / 4
e, 6071
CIE2002 ETPHEART
IR =
=)

Godot H[J 45 /)
CIE2003 Al iAS5H /3

shik =0
90 />
TAEERERLT
CIE2004 — "= i/ 6
(BHTIE) ; A
s 607
UI/UX it
IE2 TR
CIE200> o primgy M/4
=
60 />
AR/VR/XR
CIE2006 I/ 4
1{/ERLH .
HllE FE At s
|2
WA o,
CIE2007 2 I/ 3
MCP 5 524
RAG

BV

CINGe
Demo
Bref
(Asset
Pack)

BREA

AT X
H

LRHEIE +
UX &

XR A

Al Agent +
RAG &%
Demo

R [EEE W
Layout & FATE Godot HOIER IR, FIRS

Previs 124 it SRR SR,

VBB - B B U, R REERTE, AT
(#7827 FBINGIE S HDRI AT,

_. & Python + GDScript, S£¥75% H 35
B T

LRBB - B3 e m esdEm B S Al S
{Jc o

Previs - R (e M T, R
Layout — 5 #Eit, QA WH 5ELURNARNT, ERTER
AN e,

THUL &R YR UX #ig, SfEigit. Al AENLS
HEREIET A TR/ XR S Z T,

sz B XR KSR, “#3)SRIHE,

RNIIB-XR R AR s, #6550

F3JET MCP I REMARSHES RAG idiZ
Ao, MEnEHIE T ARNERR, I
MRERREL, MTIRHESGT, TR
¥ 5 TAER E s,

T HEGE - AR
W - AIA/PPS
309

2 [ B wi Y et B

v Stage 2 — B/ Hilff (Asset Creation)
v Stage 3 — Layout 53 (Layout & Animation)

v Stage 6 — AIA + PPS {{(3%{i{) U/UX (Dashboard)
v Stage 7 — MCP. itlk5 RAG



B HiBt (PHASE 11) — MHGIWERTE: (58 4-6 TH)
Fl: B EAR - kil - u/uX - R H RS

R B BIEIAE MRS, BB MBS EEIER ORI, sEAEa]IaTT
AUHESR, R e s, REINE S R,
PIX—WEe, FECEMHR:

AT & (Al ideation)
ComfyUI T{Eif
FFE T Bk

Python i}
ACES/OCIO #fili
MCP 5 RAG
GCGPS #illfEEL

5 I BORF B B SIS RIBTEIX LERE ST

BB mEE % (MODULE-BY-MODULE DEEP
ELABORATION)

CIE2001 — iP5 22 Bl (Game Mechanics &

Interactive Narratives)

220F: 60

¥ 4

£#: "Bt Demo

Bt Previs B — %% Blocking — F# Layout T{Ei

v AR N

PG

> DU 2EAi:

RS

ZH L

HCR ARSI RYIR TR
TR



s mZEShai (player flow)
* B3k1T85 Blocking
o JRBURSEINTRAL 77 1%
A Godot #4%:
s REYHR
o FERBTENLH
s NERGE DR
o FETHELAY Previs
N URTE N

v It 2 HE

BACHRS, XR NS e AR SN 51 2,
ARRETIA:

» FHi Layout ¥iX
o RHPH
» 174JR%! (behavioral prototyping)
o DIHFOFDRIARER T
IXEERRE R H#ZIT RS E] GCGPS &4k Layout (Stage 3) o

CIE2002 — FERL ZEAR 5050 (Procedural Art &

Environment Design)

220 60

o 4

¥ WE%~f (Environment Asset Pack)
Bkt Al HBINLE — IREKEEH — HDRI 4K

v ABRRBIRNE

SEAKEE SRR KU, (4
. RUFlCEB
. iR



o FEF LY

o FEPUVIREIR T

o JICEER

o HS5 XIS IR 2 55 R
NG AL K

o @ T21 AERUMiE (Al-generated textures)

« B HDRI K=

* ControlNet {RZ{E & (depth blending)

o ET tile K/ %k (tile-based upscale pipelines)
v Wit LB
BT R PL S SUSE B2

o IR

o HERER

* XR

o ERIHIfE (Virtual Production)

o BENHFRYIE (Transmedia worldbuilding)
RERERENE =N VEX, XR SEEE SRR,

CIE2003 — Godot H ) AT A5 H3ft. (AT Scripting &

Automation in Godot)

220 45

1 3

F#: ORI (Technical Test)

Bt ComfyUl Bahfk - AT 85K - o

v ABRRBUIRNE

RN CTAMRE BN CTAONEE . ¥ IRTIEAIL:
- HE X ATIRENITT I
. BFRH



Hal At

« BSkRF AL

o JUEIEEUE ATA

* ComfyUI - Godot — £k 1A%

* JEII Python HHZZHLI TR HaNME
v It EE
TAFETENBREARTTLE

s EMTA

o HINMLHE

s RS HHBIIEA

o BEAGEME
AREHIE N TR FRIXMRRERAA

CIE2004 — TAE=EHIT (ifAkWiH) (Studio Simulation I:

Game Project)

0 90

'—‘»/\ 6

% KRNI H
Bt 7% GCGPS Stage 2-3: %7” — Layout — iz

v ABRBIZNE
XRHE 1T “TAEEBT AR, AAERNK e — DM AIB TR R, 2R
o HFCHIN A
o HERIEHE
72l T W (i
* fiiFH ACES/OCIO &bHEszi 5|8t %
o SIS AL B
* $%J# Sprint &2+
o B PIEEARMITE (AIA XU QC)



ERSZEDY
o IR
. EBRAHESHE
o RRAS S YR
o ERRITEEER
v it 2R
R NIRRT, HON = W BCE E AR LA TSR

CIE2005 — UI/UX %52 H5R%t (UI/UX Design &
Interaction Systems)

20 60

¥ 4

E: HEE (Wireframe) + ATAMEHRE (Usability Report)
Bt AIA FE, Krystal (43R4, Hil7E T HBH) UL £

v ARSI
FARFS]:
o UX HEAliFie
o LMETHS5TH%
* ARG (component systems)
* {5EZ44 (information architecture)
o APPSR PG
* A XR, . THRS Web MRS R 1T
EENFaXTE
* Unreal. Blender. Figma. Krystal *F&%17kgk Ul
o QIYEBARIZERI(E S TS DR
o “UrRINERT BYSEE EMERT A
v It o m
(AT A T2



o ERERE
o BRI
« Fte (QC) Fm
s HHSHETA
AEBIZRAAXE TR “BIHSERA, mMARREER" .

CIE2006 — AR/VR/XR #illfE3Ehl (AR/VR/XR Production

Fundamentals)

220F: 60

#or: 4

Z#%: PR XR 7% (Immersive XR Prototype)
HLMt: F Stage 8/9 AT EA — XR/AUIRZ i

v ABIRBIRNE
SRR XR K%, F3):

o IR

* VR XHAE

- AR g2

.« FHEEHBHA

. SRR ST

* 3D XZHUX

* 1§ Blender/Al %540y XR Fzty 7714
v Wit 2 HE
XR J2 A FGUsi B B4

. RAAHITR

. XL

. TS

« FEARE B

o ERMHIME



o SERTE (real-time previs)

BREPONE =B E K XR 5 EEAITE M,

CIE2007 — fE BRI AT HEEIE, MCP 5 RAG (it
B

A 45

For: 3

##%: Al Agent + RAG &4 Demo

B THYHE - AIRKER - ATIA/PPS i

v AERPBINE
PR SINIUEE F—1R AT+CG BAIBOER
1) MCP (Model Context Protocol) — AI T.H5 TAE{nigmtk
CEREE S
o MEREEEHIRM THA AT %EE(R (Blender. Godot. ComfyUI, Django)
* fdiH tool calling gHEZ & BRONE TAER
o ¥ Al B FERER TEEELRS B2
o (ERIVERE PR 2 HIT MCP i1
2) RAG (KW ERR) — idiC5HMRARS
ELREE S
o MR EEIEFER R RS
o DUTEIRIREHIMER R AR
* K RAG #A AIA (%~ 5iE
* i RAG 3¢F§ PPS Wil 58 Zi6HE
o IS Krystal F#AMFTRKERAR
v FNEER
* MCP 235 TR 18 FH 2L
o HFEIEESHE A TR
* JSON Schema. TEEXS5EHIT



Embedding 5[] & 504 A 2

RREL (ERR, THERR. RERR)
RAG 5 TfEinB THAYEK

A SRR ER AT BRI 1%

v RISE R

— A E[Ia1TH) MCP BREME, RENSRHER D OIE TIER

— T Embedding + MRHIEER RAG KREL
—/45 Krystal F#ERTTEIERR RS

— BRI + SOR, EoR AL BRSSP st a7 K



BBt (Phase II) & ZkbiB: (PIPELINE STAGES
COVERED)

KBS GCGPS AI+CG HlfFHEERE MUY, BB :

v Stage 2 — ¥5= & GEFY)
IR, AT ERGE, BELE~,

v Stage 3 — Layout 5 Blocking
TExkiP e, WiEESk (previs cameras) . 2 H IR,

v Stage 6 — TH{b5 UI/UX Kl
NELRTH, ATA (GREL, B8 B R 4L 5L S i o Bl

B EHARRIHPR (WHAT PHASE 11 ACHIEVES)

v FERON “PMARIBINERT | MADURYSIH
REME ™ ] iaf TR R AL S B

v R1FEERIGEN
2R+ 5K+ 1’1+ AT FE AR AL,

v St eI MR
TAEZ B RTS8 — RGN BB WM B IR %

v SERP I R 2R S A R
o INEEfl (Environment Asset Pack)
o JiExkJEA (Game Prototype)

v THIREL “BSIREE” MMM RS
B TR IR AN TR, A2 TR S EINL e,

v WE=FE (RGZALHIE) SgriEs
BB E RSN VEX, XR, JERS Web SRAHEARET],



ACES 2.0

THE SCIENCE OF LIGHT AND COLOR

ACCURATE. CONSISTENT. FUTURE-PROOF.




H=KrBt (PHASE II) — W5 iu=AHE (8 7-9 ©~H)
F: HEZSTE - VEX - fliE - Web %5t - XR 2HiHR

BB A% (Months 7-9)

BUMEE B ?HZ\’? BRI R A
Crpagg P 3D EBISH 60NN/ B Vo BB BIETHAL IS A A
i 435 @R o WE. BB E S TR

LIE. ERS
CIE3002 ACES/OCIO TfF

25
i

60 /NI / ATJC/EH: Stage 4-5:  HUBZRATYE. ACEScg TARWL. AR
A5y KB KDE+ERE R ERMLS AT R,

R ok RS ALK, *ha, &1

cesoos AMFIVEXT 00 BN vpx gy SP8 0T mmamenan, son VEX B
Pt ) G
. e e o PR HIfE: 524 GOGPS
Cimons LIFERBI (8 90HJ/ET/ a0 e I T S
FI1F) 625 (4-7) .
5 VFX,
CIE3005 i EEAARR) Web B2 60 /N / Web B Stage 8: &2 NOIBTEF LG BWrogm((R
AJF% (Django) 475  +3cf%  NTH . SCHIERGS ALAPI A,
N - FoT J XR (KK 20 UX. 28558
=87 Ezx /INES 7N : N >
CIE3006 = XR §llfES 60 /piF / XR fB7R  Stage 8: XR Wil SR, FRRGS AL &

[AITHE 4% R ) ®

AR B M ELkP Bt (Pipeline Stages Covered)

v Stage 4 — XIJ% (Lighting)

v Stage 5 — {&%* (Rendering)

v Stage 6 — 5% (Compositing)

v Stage 7 — Jif (Grading)

v Stage 8 — 374 / fiiill (Editorial / Output)






B=BiE: (PHASE IID — Wb 550i00E G 7-9 1M H)
F8: VFX - XR - ACES/OCIO - HEHEY: - AL i E - Web ik

=1 B2 CIDF WiH F SRR ARy, AR “BARERIEIE" Ty R ERRL SR
WA iR R

WRB BRI, BN BOREGR N M, B2 58 = Bl 2 (e SRRl 5 B

MIZ—BrBoIHR, 2AZBP L ALKGERN CG ZARK. $iRTE (TD) . XR QWS 5EL TR 1977
LEBE, TIES5H,

BRIy il (MODULE-BY-

MODULE EXPANDED EXPLANATION)

CIE3001 — =% 3D B 59F%E (Advanced 3D Modeling &
Rigging)

20 60
For: 4
Bt AEEP4E (Character/Asset Rig)
Bt B - sl — fiEZ R (handoff)

v AEBIZNE
A ST AT AL 409 3D W7

SR ESuli i

2 T A

#Eihth (Retopology)

UV &t

EaEE

g (/NI )

W EZ ] (Weight painting)
R ot e

TH M LA P41t (asset packaging)

FIIA AT HiBI AR



o AI MEEAERK
o HFSEEM Al BRI
o Al Kafti%it (LoRA + ControlNet)

v It 2 HE

ARG A RE ARG, ATEREASNE, DL 1E5, HEEH T XR sk, 1ERE5 CG 5
Al IXBhHEE,

CIE3002 — k)¢, TE%5 ACES/OCIO T fEifi (Lighting,
Rendering & ACES/OCIO Workflow)

20 60
For: 4
% seRER B (Fully rendered sequence)
B Stage 4-5: £DE5EYR: (ACEScg)

v AERBUZNE
XRE=MERA B0 o FERER:
o fIERAR (Lighting Techniques)
o ZRAE
* HDRI £T5%¢
o R
o JUBATE
o {KBDE (Volumetric lighting)
* DIEEPHLE (Color storytelling)
EHPT/ER (Rendering Workflows)
* H&1FiEER (Path tracing)
* Eevee/GPU T.1Eii
o JERUE
o RIS
* AOV 5iE#JEJE (render passes)



(@ ACES/OCIO EZMEmR (Pipeline Integration)
* [ ACEScg 1Fy LAFR A
* IDT/ODT 7Z#t
o AE—E
o M (Gamut mapping)
o BRI
o AT #iBhiE%: (AI-Assisted Rendering)
* AI £M (Al denoise)
* Al #% (Al super-resolution)
* AL #4706 (JRE + ControlNet i%£%)
o JEHYE Al 5E (SDXL/FLUX)
v it 2 %
AREEA B A DA NIRRT RE
Lk CG/VFX TfE=
o REAARIEIASE
¢ XR [EREL
* GCGPS &# T1Em
BRI EIER “HERHIERE )T S,

CIE3003 — AI &) VEX 51/iE (AI-Driven VFX &

Simulation)

20 60

¥ 4

#t%: VFX #3k (VFX Shot)
Bt Stage 6: AL+ Al KRR

v ABRBIZNE
SR AL+ G IIRATTRES VEX HIfELR:

f&4ifliE (Traditional Simulation)



RL7 AR5
/KA E

AR ATREN
BRERE /SBOK R AR

PR BRFRL

= AT IKF{E S VEX (AI-Driven Simulation & VFX)

Al X% (H3NESE)

AT 7%kl (clean plates)

Al ¥4 (inpainting)

AT #& (face replacement)

ControlNet {REEFTE (depth-based relighting)
Al iZZ/4#@Mi (motion interpolation)

Al £ IREIK A (environment plates)

2, &% (Compositing)

ERES

S FHESEE
SR AU
TRGA R ER LA

ACES &ML& it

v It A ER
BRI AR i = H

PP E
Al H58
PAE OB IR R IR

A4 RS GCGPS B4V HEEZN VFX #k,




CIE3004 — T{E=ERI 1T R HIFE)
Short Film)

2£0F: 90

E5
%

6
HEI S A (Short cinematic film)

EYMt: Stage 4-7: fDE — ER — Gl — HE
XAV TE 2 Fil s AT H

v FEE M2

g maAN (S, TD, LT, . Al ERFE)
Al THIATRES TR

HilfE 55804508 (animatics)

ghe Al + R R

2yl {5 B

SERKTVE, TERG G
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R B

v BERELR

&

FAEIR

il ACES/OCIO

TRtTaE H &

FEFEE LSS EM ComfyUl

S ATA RIS

4G PPS HEH] AR

AP SIREL)IME (pipeline archive)

v It 2 HE
KRPES - IREIEAHT “TERAR

Lk H 4

(Studio Simulation II:



o JTUEARIE
s HIBAZIE

o ELHM
MR — P EEA PR BRI

CIE3005 — Jfi AT web M (Django HEZE) (Web
Applications for Media)

#2160

For 4

#1%: Web M + XY

Bt Stage 8: AT+ THEM

v ABRBIZNE
FERES:
o JEumiZiE
* Django Models 5 Views
o APINES{GERE
* RESTAPI
o BUEFELRL
s BUK LERSE
o HIVER I
o TTEIERRSIRE
o i DevOps
* JEIT API Endpoint 5 AT AR
v It 2 B%
SR HIHIEE LR 2 B E X Web (G385, MT:
o BrrRAERE
o TLAE=WME
* QC/AIA



* XR/AI NAERE
ABRINZRRIIER “BIEREAA FIARRAEL TD,

CIE3006 — ¢ XR Hilfi 52 MR (Advanced XR
Production & Spatial Computing)

FHf: 60
Yoy 4
Et%: KX XR B~ (Interactive XR Showcase)
Bkt Stage 8 22T — XR KA 5 ITIR =it
v AERPBINE
AR R R E)

. 23[H UX (Spatial UX)

o ZR XR REREIT

o T FHAYIEH

o filhi/ 5% & (haptics considerations)

*  XR HYSEIATE

s HhaRk

o SIS HFRE (world scaling)

o AT JXENH XR B8 %k
v Wit
22 AT R EAE PRI AON -

o FTHAT L AR

o XEFRIIOEIAR Z —

o K. A, M ESURRSCHEEE

o BURSBHATILAYH A B S
FARMTE DA e R XR K%, ATHTRR, fEmBS i,




=T ERE =Sk E: (PIPELINE
STAGES COVERED IN PHASE III)

=R EIRE RN GCGPS Bz DX Ik

v Stage 4 — X% (Lighting)
CIE3002 (ACES/OCIO T-fEit)

v Stage 5 — {#%* (Rendering)
CIE3002 (HFEZPIEGEIAR)

v Stage 6 — &5 VFX (Compositing & VFX)
CIE3003 (AI X5 VEX TAEi)

v Stage 7 — s (Color Grading)
ACES ODT, LUT. W#tZiH

v Stage 8 — 22} (Delivery)
XR %7 + Django Web K

FB=MrBEAUEENGREIERS “SRTEZEARGT 1 AI+CG QIfEEREN,

BB AR (WHAT PHASE 111 ACHIEVES)

B =R B Al AR M R B R TR T O B B il i AN AT, Bl
o HIEE R VEX HIGE
* #fF ACES/OCIO ELIhE
o K Al SEEGTAERMEEHRIRE
o #BE XR NHHRE
o JFEET Web HUHIfE T EARE
o PSR A HYRE
o fEZEMAML. ZHRIBINHIMERTRE
TSR = ERE RN, 2AKINAE TOERRHIERES, NRANBEENE (LI EH SITIUR) .
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HBPUF B (PHASE 1V) — QIR TEREIIH S0Pt GlE S
10-12 0 H)

F8 (FCRH L1751, HiXEhE T BB « gkt
- VEX - fliF - Web #5t - XR ZHIIHA

(7: PRIXBhE 5 )2 Phase ITI1, {HEUSE CIE4001-4004, WZEW]EE Phase IV, AKE X
Pz REaR SRR o BRI AR, )

H YR B E NE

BYAHS B4R W 2y BT BN [EE:E[0%
ORTAREL PUAEHSISBAAT, B AL
CIE4001 LiF ;83;}% ﬁ?@*’ [ o %Cjﬁ)s 3D, VEX. XR SEHAL, 5
(Capstone) - . i SRS A T H
Ve + 7 . .
. 45 /NI / 3 - . BEOEWET, fRRERHE, W
O\ s e E 3 ,‘g N
CIE4002 HRNVsZER 561k O ﬂJﬁEﬁ(fﬁ FENb 2 A ey
(Pitch)
e o o %5 DECT /IAICC TAFZ. #I
CIE4003 )/ THIRE - GRIR) 12 g g PRI b m . XR s s skplmb oL
e 73 i
PMESZER,
N ACES/OCIO. 525 GCGPS v1.0 AiF: @kt
CIE4004 (f}tCGPS NIES o gy it NES A PPS B . AT TRV SCEGE. HEFLSH]
bGil S,

AR B =B LN (Pipeline Stages Covered)

v Stage 9 — 21} (Delivery)
v Stage 10 — I9#4 (Archive)
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v GCGPS i\



BBTB: (PHASE 1IV) — ¥ H S5yt (38 10-12 1M H)
F: AEHIE - BSEEAREE - A LSRG - TAIE - WL

SEPURT B g CIDF WiH RBRAICER A, R4 NG IIZRE AL L ML SR S BEER AT
PRS- 2R =B (Al £, 3D, VFX, XR, Bk, Python, &itiE4k) &k
¥k, PUT—IRFSITIARHE. 5 GCGPS AI+CG Pipeline v1.0 %155 H) 52 8RB S A HI1E,

EX—E, PAEFRERR:

B R
RAREES]
B
EilIN7IE
T SHERIR

(ERIA R

By il (MODULE-BY-MODULE
EXPANDED EXPLANATION)

CIE4001 — BIE T/E=5EIH (Creative Studio Capstone)

2 180

S

8

i RABENITH (Final Transmedia Project)
Eikfath: 529 GCGPS &%k (Stage 1-10)

v ABHEEENE

IXZ PR B LR, 2 CIDF THER “fARRR"
FARHRHIERIRN, SR — N RRBEENTH, B s:

G2 a Ty
PRI XR B AR
AI-CG EA3H

SRS e



« BE AL VEX. XR 5RERGHIRGEATE
v 1Y) (Deliverables)
FARITZA -

o W&+ AL B3R (ideation)

* 7B+ WilE (previs)

« 3D %7 + Al a5 E

o YUE + FhHE

« Jt+7E% (ACEScg)

* VEX + &k

* XR = Web #% (A]i%, HURTIUHER)
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o EESO + ATE I

+ AIA G ETE R

 PPS HEMHHHAR

o HABITSTLITHBANRL RS ERE
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ARSI B S T A i

o AR E SR KA 5

o AT ELIGEIKRTME

o NFFRERIR, SIS 50RMRRE

A R (AN (SR vl (e

VI H PO H O Al BREHEFE T ROR, FEETRISINE, AN SEITE L,

CIE4002 — HRESzgk S5 ANk (Professional Practice &
Entrepreneurship)

220t 45
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Ftz: mlgE (Pitch) + LALfESE (Professional Portfolio)
Bt TS S )RS
v RBRBIZNE
PR PR RS O R LA fNEE, B

e Al

o IR
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* XR

s BN

* Web 3.0/ AllERMHZ
FNA !

o HIfEE

o I

N 375
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s THEM
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AR Y
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o D/ E SRR
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o RIS RERITLEER

o PRfEHIELTT

(< SVAYNT
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X RBE G Z AR,

CIE4003 — 53] / 17 &ill{E  (Internship / Industry Co-
Production)

Py —

oy 2

g LW + SR/ FE IR
B BIHIEINT - B TIEELE

v ABRBIZNE
FARAE LA AU SE ATk S ST SOk A EITE -
* DECT Global
* TAICC A TA/E=
s HERIENIM (digital agencies)
o EWRAT
*+ XR/VR TAE=
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o QIERHIIAIEAL
LSRR
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o A RIAIES PME
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o HERS FRIRITHE
o HIBAREA S HrERE



v It 2 HE
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- VAR
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o SERUNFSTEIRR LAY I
. SRR S TR

CIE4004 — GCGPS iNiE# it (GCGPS Certification Exam)

P —

o 2

F#%: GCGPS AMEBIALE + 251K
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* ACES/OCIO Al
o AI#fETAER (ComfyUIL, ControlNet, LoRA)
* 3D/VFX B&EE
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« AIA GH
* PPS HZmEM
o TTEIEMNES ATE I TAER
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EINIRES
o UERASEAE B TAEE A RE
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v Stage 3 — Layout 5zl
B3k, Blocking., 1287&it,
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v Stage 6 — VFX 58K
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XR 5 Web ## (A[i&) .
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