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Greetings, | am Ho-Jae Song, Director-General of Regional Development
Bureau of Seoul Metropolitan Government. It is with great pleasure to host
the 4th Seoul International Imagination Industry (Si3) Conference & Forum
which will be held from July 19t to 20%. This forum contains the current and
future directions of the expanding imagination industry through convergence
between genres and industries: cartoons/web comic, animation, game, VR,
and the new media. We are expecting Si3 to become an authoritative global
network of education, arts, industry, and policies in the field of cultural
contents.

Please continue to support us, the Seoul International Imagination Industry
(Si3) Conference & Forum which will grow unceasingly.

Thank you.
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Congratulations on the opening of the Seoul International Imagination Industry (Si3) Conference & Forum.

Which examines the present and provides a new direction for the future of Seoul.

Si3 has created a forum for discussion where scholars from both domestic and foreign countries and employees
of the cultural content industry can actively communicate on the recent trend. Si3 concreted a big blueprint for
the theme of ‘Tolerance for the New Age of Exploration’ this year. In this context, we discuss the technologies,
innovations, humanities, education, tolerance and attempts that can manifest new creativity.

What is more meaningful is that it will not just end up with an SI3 forum discussion. SPP, a B2B market, where
domestic and foreign content buyers and producers interact to sell the works, broadcast, license and pursue IP
business, will also be held for three days from July 15.

Furthermore, Seoul International Cartoon & Animation Festival is expected to be held at the same time to become
the venue for content that blends with academia, industry, business and citizens.

SBA will strive to foster the contents industry, which is the future growth engine of Seoul, including animations,
webcomics, games, and personal media.

Based on both pillars, Animation town and DMC, we will promise to lead the imaginative industry development of Seoul.

Congratulations again on hosting the Si3.
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I sincerely congratulate you on the hosting of the 4th Seoul Imagination Industry (Si3) Conference & Forum
which proves that imagination is the driving force behind industrial development.

Modern society is competing for creativity in the flood of media flows. The demand for developing media content,
which combines technologies and arts such as animation, games, VR, AR and A.l. is no longer new to us.
Itis the age where the vast magnetism of imagination should come into narrowing the
gaps between people and expressing inner side of us who are living in the present.
Si3 Forum has always established itself as a place to provide amazing and
vibrant answers to these demands.
The SICAF which shows the combination of animation creativity and future video content vividly does
always pay attention to the brilliant research of academic, production, economic,
industrial and technical experts at the Si3.

I wish you the continued success of the Si3 that will grow into the future with the power of imagination.

Thank you.

- Congratulatory Message -EA 07
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A Cultural Renaissance in Contemporary §
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Animation: Voices Can and Do Matter

Co nference # EHIZA, flEat 71S2 WA

New Renaissance:
The Intersection of Art and Technology




We live in an age of unprecedented
connectivity, where  practically
everyone can connect to anyone at
any time, from anywhere. Storytellers
can reach an audience of billions
with the push of a button. Animation
touches hearts and minds like no
other medium, easily crossing borders,
cultures and languages. Our humanity
grows through support for Diversity
and Inclusion - let’s look at how the
artistic community uses animation to
build meaning for the future through
sharing visions of the past, embracing
our differences to reaffirm the strength
of our solidarity.

- Conference
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New Renaissance: The Intersection of Art and Technology # 2HIAA, oIS 1150 A

Ken Anjyo

He is co-director for Computational Media Innovation Centre (CMIC), Victoria LAleie HIEZ|0} CHSty YElE

University of Wellington, New Zealand. He founded and led the R&D division 201697 X AN E(R&D)E S O|ERULE 2016
of OLM Digital during 2000-2016, and has been an executive R&D advisor since
2016.He hasover 60 publications of technical papersincluding those presented
at SIGGRAPH, SCA, NPAR and Eurographics. He chaired ACM SIGGRAPH Asia -
2018 and cofounded ACM Digital Production Symposium (DigiPro). He has StCh “OLM” “OLM Digital”e| £ &% <=F T ZAZAE: 7
also been credited in the movies by OLM and OLM Digital, including the latest

HEE SAX{7EK] R&D A O|ALZ]
SIGGRAPH, SCA, NPAR, EurographicsOfl 2Hst 242 Zest0d O&= 60T 0|Ate| 7
MHCE 2018 ACM AlZ2{Z OFAJOF OJF, ACM CIX|E ZZ2HM MEX|H(DigiPro) 25
X9 H& EVOLUTION> 22

Pokémon Movie "Mewtwo Strikes Back! Revolution (2019)."

New Renaissance: #FT EHIAA,

The Intersection of 1 ES S Em iy (=

Art and Technology
Art and technology in the digital CIXIE AEHRIHE MRANM Ozt 7 =2
entertainment industry have been St MEE XI=FSHRACE OH ZA
stimulating each other over years. M= @M, ot 7|29 wXt™o| &
In this talk, | first review the history, vt =l FH2IE] OfL|Ho|M RES o2
focusing on Japanese anime. Q= ofL|Ofjoff XMS grx O SALE
In particular, | present character S| EO{E = A|ZHS ZE TR} SHC}
animation works which illustrate such %2 VR/ART} ALA|ZF 2T 7|&0] Fst/
crossover of art and technology. Next, 7o) AFofo] A|ZFE AEa|EI2I0) 7|kl
I.present how recent VR/AR and .real— ofsinh b ESIX| AHE D Crast
time graphics technology affects visual N

o . . QP OIS Fof CHfet Atdof =54
storytelling in the film/game industry.
AHEE7|E S| Y20

Finally, | would like to describe possible
future trends in visual storytelling,
which | hope will be useful for various
industries beyond entertainment.

14 o | | - Conference - Conference NS 15
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David Christensen | Executive Producer, NFBC
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The National Film Board of Canada
- Creating Cultural Hubs Across Canada
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Jin-Kyu NAM | President, Korea Animation Producers Association

LE X1 1 | (A2 oHL|Ho] MAIRERI S 3| |zt

To become the "Center” of Global Animation
at Seoul Animation Center

ME0HLIHOIMMEIIAM SZZO0HLIMOINCI "ME™TH TITI Hot0

Sung-Jo PARK | Ppresident, Korea Multi Channel Network Association

M X | (apst2amaiss| se|a

Meaning and Status of the Personal Media Industry
121 OICIo AFAC] olniQt &1

Hyun-Kyu KIM | vice-president, Korea Mobile Game Association

—~ e ] e .
Ao | sizoauAdEs] SMs5

Creating a Fair Game Industry Ecosystem
ST HI Ar MEHH A
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ﬂé’ Forum Chair
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oH
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K|t 47t Ho| A5, RFE, QAAELTIHO| QIS 21N 3000{F 1t 50004712 &1 Amels
TIHSIACE AETXL, SIO|EMFE, 54 S of 8001712 th7 |t MELATISH, RS2
SHH 4000172 F£47|Y0| SE Y ZTHUXE MEo J4FD WEIIO|CE ZHXTSY,
SIS e, St=EMCNER| So|lM CIXE2HE 2 HAR 2 E 2Fotn ULt

He graduated from the Department of Entrepreneurship & Small Business at Soongsil
University in Korea, and he is a CEO of Million View which is the first digital marketing
agency for influencers in Korea. For the last 4 years, he has been promoting over 500
advertising campaigns with over 300 influencers on Facebook, YouTube, Instagram.
He is an expert in video advertisement who produced over 400 commercials with over
80 major companies including Samsung Electronics, HITE BREWERY Co., Ltd., and
Nongshim as well as Seoul Business Agency, Korea International Trade Association.

He is also known as the panel of judges in digital content related area from Korea
Creative Content Agency, Korea Radio Promotion Association, and Korea Multi Channel
Network Association etc.

32ICGIOIEI] MZE2 2l0I2t B OIH 2&

The New Meaning and Future Look of Creators .-
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The New Meaning and Future Look of Creators A2IGI0IES! MER 2l0Iet &= OI2H 25

Hae-Won KIM

Based on her experiences in broadcasting and movie fields, she founded
the Digital Consulting Group “Story Camp,” and has been working on digital
marketing, planning/producing branded content, and consumer research.
She also has been focusing on systemizing her experiences in the field into
education and academic research while she is developing education inspiring
and motivating creators, researching on the creative methodologies that can
help anyone become a creator, and establishing computational production
and A.l. storytelling platform.

The New 3210iI0IE{2]

Meaning and MZ2 olliet
Future Look of &3 Ot 25

Creators

Modern creators usually start fromwhat ~ In this talk, | would like to talk on SICie] 3 2|00|E = CH7H o|0] EXiSt= Ol HHOM= HLHE 2HXE IS0
already exists. To parody, mention, what the meaning of the content is Z10{| A =St XpAlTte| BFAlO 2 T2 L= F2|0f|0|ESof|A 2HIXQ| Qo|=
modify, re-conceptualize, and recreate  to creators who design differentiated St AZstD JHxStD A JHESStD RCQIX| EH| 0|0F7 |8l E Kk} SiCt,
in one's own way or "Bricolage" iswhat  contents. It can be a trigger for seeking MAESH 2, = 22|28t E (bricolage)  21M17] 2 &xto| xHEM S 290X
21t century’s creators do. Such an the solutions: what is the difference of 7t 21M|7| = 3 2|0f|0|E{7} St= olch, 32|0{|0|E{S0| =TS0 S SO} UK
equ‘alvvay of commumcatlon., laughing, creating content in the 215tFentur¥ a.nd AKX E2re MAtoIM 2T [ED sS40 Dojo| x| 1 LIS sl Eut
talk(ljngon the same page as_wev;/ers, :as V\;]hatldt:)e goals jgd routine training SIS LI = 2 02 CHESF AEHIAIQ] 0| & 2 9|2 70|t
made current creators exist. In otnher should be pursue creators. o = o
. 0 ! sixfol 32of0|E1S ZXiSHA Rt
words, creators in the century are .
- ! ChA] 2 2147 | S2I0OIEFSS KHAlo] &t
the ones who sensitively grasp what o _
| | 22 oM BBS Yo 4 U FRet
topics and expressions can create SiuEAlO| Dofo] " -
resonance with in their tribes. # | PAAXE HBHEE S
DIZSHA| mhefsliLi= EXHS0[2t & &
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Old & New : The Novel Coexistence of Terrestrial Broadcasting Network
and Personal Media

Joon-Gi CHUNG

As a present PD of the “Mobidic” from SBS Broadcasting station, he produced

many programs including “Want to Know that,” “SBS Special,” “The Law of the

Jungle,” “Heart Beats.” He also won the best documentary prize at the Asian
Film Awards 2010, and silver prize for TV at the New York Festival 2011.

Old & New : The Novel
Coexistence of Terrestrial
Broadcasting Network and

Personal Media

The world of online media that is
represented by YouTube, has recently
seen a major wind of change again.
Celebrities, who were familiar to us
for being in the TV or screens, are
jumpinginto the personal media world
as individual creators. Then how is
the broad casting station, which has
been loved for decades, responding to
these changes? Here, there is a small
but indomitable program of SBS that
you may pay attention to: “Mobidic.”
This is the most successful YouTube
channel for terrestrial networks that
has been creating online contents.
High-quality of “Big Fun content”
which is combined by both know-
how in broadcasting production and

novelty of online media including “Yang
Se-hyung's Shorterview,” “Park Narae
Show,” “FAN SCHOOL-IZONE CITY” has
been welcomed a lot over the past
three years.

While he is introducing about SBS
“Mobidic  MCN” which has been
launched last month as a center of
celeb celebrities, he will give examples
of how the producers and entertainers
moved to online space to start a new
“content play,” who only communicated
in broadcasting programs years ago.
Furthermore, he will also show an
example of that fresh co-existence of
how terrestrial stations combine with
personal media and develop each other.
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Where Do Creative Ideas Come From?

- Presentation

Byung-Wook HYUN

He used to work as a songwriter and musical music director from 2009 to 2015,

and became a creator in music by launching the YouTube channel "OTHANKQ,"

in 2015. After turning into a creator, he introduced the new music contents
that did not exist before, and he is establishing his own position in the field
by winning many awards: the grand prize at the Ministry of Science ICT Global
Creative Contents Creator 2016, Gyeonggi Creators’ Day 2017, and Content
Korea Lab Gwangju(Gcklab) G.Creator 2017.

Where Do
Creative Ideas
Come From?

We now stand at the era of personal
media. What it means that anyone
can be a creator creating content and
presenting it publically. However,
how can we make contents to be
differentiated? Everyone who prepares
and creates their own personal media
must have the same agony. OTHANKQ
had the same problem when he
decided to step into the personal
media market instead of keep working
as a songwriter and musical director
of the musical. Instead of composing
conventional lecture-form of contents,
he wanted to create them much easier
and fun for many people to approach
to composition and make the industry
with a lower entry barrier. He kept
watching dozens of music videos over
and over that could be a good reference.
After a long thinking and planning, he
finally found a great reference video to
make his imagination can come true.
It was neither a video of any composer

nor a video of any musician: was a video
clip of a famous beauty creator. He put
the sound of instruments such as a
piano, drum, guitar and synthesizer on
top of the code while he was imagining
the beauty creator applying foundation,
eyeliner, mascara, and lipstick on her
face as it was like a drawing board. Like
the beauty creator did, he also added
narration. Like the beauty creator
created the beautiful scene at the end,
healso produced adramatic rendition of
the completed music with his signature
closing line "Check this out." OTHANKQ
has created a new style of music content
that has never been available and
has been loved by many people. Like
Steve Jobs' famous saying “Creativity is
just connecting things,” creative ideas
eventually begin with simplicity, which
discovers and combines the familiar
things around us. And if you add your
individuality to this, you will be able to
create your own original content.
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Sheis participating in the project to develop VR animation contents for science philosophy
education of preparation for the post-human era as a researcher of the team“Humanities
Project” at Chung-Ang University. After completing her recent publication "9 Questions to
Ask a Post-Human" for the post-human generation, now she has been working on writing
another book called “Teacher's Guide for Post-Human Education” and the project of
experiencing VR and animation which set in the future society.
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The Humanities View on Future Education

- from Humanism Education to Post-Humanism
Education
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Yoo-Shin PARK

She is a researcher and teacher at Seoul Seokgwan Elementary School. She

has been researching and writing about cultural arts contents centered on

media literacy, cultural arts education, animation and digital media. She is

currently participating in a research project to develop VR animation contents

for science philosophy education of preparation for the post-human era. She

has been focusing on research and development of teaching and learning

materials that provide more interesting and in-depth access to human beings,

technology and future education in education field. She is currently working

on writing the book called “Teacher's Guide for Post-Human Education.”

The Humanities View on Future Education

- from Humanism Education to Post-Humanism Education

Education has been constructed with
humans at its center for a long
time. Humanism has been the most
fundamental ideological foundation
in the history of modern education
since the Renaissance; however, the
premise of education for the future
is changing. The current moment
entering the middle of the 21st
century, futurologists predict that
the future of this planet is no longer
a human-centered world.  With
the rapid development of science
and technology, including artificial
intelligence, big data, life sciences and
digitalmediatechnology,theyouthwho
will live in the future will live, work, and
engage in emotional and intellectual
interacting with various beings. Post-
humanism should be the response
of humanities of social and cultural

changes due to the development of
science and technology, and education
needs to be moved and expanded its
fundamental educational foundations
from humanism to post-humanism.
In a post-human situation that is
expected to fundamentally change
our society, with what purpose should
education describe a human figure
of what capacity? And how should
teaching, learning, and education
courses is changed for post-humanism
capabilities? What topics and content
should be focused on in education
from a post-humanism perspective?
In this study, | would like to suggest
what the future education is from the
perspective of humanities after taking a
look at the direction of innovative post-
human education that were derived
from the opinions of experts.
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Composition of Convergence Training Course for the Future Youth:
Teacher's Guide for Post-Human Education

Jung-Min AN

She is a researcher and teacher at Seoul Buddle Elementary School. She is a
present teacher with 20 years’ experience who has been developing various

leadership skills of elementary science education and applying them to the

teaching field. She strives to make students learn science pleasantly and

excitedly. Currently, she is participating in a research project to develop VR

animation contents for science philosophy education of preparation for the

post-human era. In order to serve as a bridge to narrow the gap between pure

science philosophy and field teachers, she is researching and writing map

materials that can be used directly at the actual education field.

Composition of Convergence Training Course

for the Future Youth: Teacher’'s Guide for

Post-Human Education

The development of science and
technology and its result of rapid
development of social culture
show that our society is on the
verge of fundamental changes,
ranging from ethics, politics, law,
institutions, social structure, art
and work and leisure. Therefore,
it is necessary for education, both
inside and outside of schools,
to reflect a changing society
beyond traditional education
system and to students' capacity
to prepare for the society in the

future. The "Teacher's Guide
for Post-Human Education" is a
practical educational proposal
for educators, parents, and
students. It was designed to be
a basic material for organizing
post-human based curriculum
in and out of the school and to
provide practical teaching and
learning materials. Post-human
education is an independent
curriculum in the middle school
free-semester system and outside
school education programs. It also
can be operated in many ways:
reorganizing the curriculum of
primary and secondary schools.
"Teacher's  Guide for  post-
human Education" proposes key

competences and standards for
achieving national education
coursesin orderto help reconstruct
the curriculum at the educational
sites, and provides examples of
assessments based on them. At the
sametime,italsoinformsscenarios
of class, activity sheets, various
contents and materials that can be
appliedin class. Students can read,
enjoy, share, reflect, discuss and
conduct thinking experiments on
works based on nine major themes
of post-humanism: news articles,
art works, cultural contents and
literary works. This is what is called
as a proposal of a convergence
education program for future
youth.
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Designing Post-Humanism Issue with Class-room Instruction:
Human, Future, Labor

Bo-Ra JUNG

She graduated from Gyeongin National University of Education and earned her

master's degree instructional design at Yonsei University Graduate School of

Education. She has been working as an elementary school teacher for 12 years, and

is interested in designing a teaching course that involves students' learning and

life and planning measures of the development of learning environment. As one

of the researchers, she is currently participating in a research project to develop VR

animation contents for science philosophy education of preparation for the post

human era. Jung is studying and writing about the development and application

of posthuman-related content that can be implemented in the educational field.

Designing
Post-Humanism
Issue with
Class-room
Instruction:
Human,

Future, Labor

When I was younger, robots and artificial
intelligence in SF cartoons were just
interesting things to see. However,
the advent of the era of the fourth
industrial revolution and the prospect
of a future coexisting with post-humans
show that mankind has come to face
new challenges. The emergence of
artificial intelligence robots that are
more accurate, smarter, and obedient
than humans threatens our careers
and dignity. What will be the ending
of this SF cartoon that we are the main
character? How should we discuss this
matter with the youth? The class "Man,
Labor and Post-Human" presents a
practical example of designing post-
humanism issues with  classroom
classes. Among various post-humanism
issues, labor related one especially has
a close relationship with our lives, as
well as with the future job education of
youth. How much can robots substitute
human labor? Should robots also be

acknowledged as workers?

Do robots and artificial intelligence show
an uneasy future for humans? How will
labor get changed?

However, the class aims at fundamental
reflection and understanding of post-
human that will soon emerge as
the upgrading of robot and artificial
intelligence technologies from fear of
future technology. This class begins
with finding the concept of labor with
some concrete cases of students’ lives. It
also uses various audio-visual materials
and texts to explore the changing
patterns of future social labor and helps
understand key issues through student-
centered activities such as discussions,
discussion activities and role plays.
Through students’ writing and drawing
activities that are conducted as in-class
coursework activities, | look forward to
seeing students can have time to think
and understand the issue of human,
future, and labor.
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Majored in Animation and Illustration and received an MFA in Art and Film from the
Graduate School of Advanced Imaging Science, Multimedia, and Film, Chung-Ang
University, Seoul in Korea and a Doctorate in Animation Theory and Contents Producing
from the same university in 2015. She is a guest professor at School of Film, TV &
Multimedia, the Korea National University of Arts.

She has studied on the possibility of Integrated Art Therapy through animations, as she
has performed animation therapy workshops for children, teenagers and adults since
2010. Beginning with Pucheon International Student Animation Festival in 2000, she
was involved in Seoul International Cartoon Animation Festival, Gwacheon SF Film
Festival, and is currently working for SIGGRAPH ASIA 2020 as the conference chair and
Indie-AniFest as a programmer.
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Digital Realism in Shape, Motion and Direction sy, S3L WE - CIAIg2IeE

Ken Anjyo

He is co-director for Computational Media Innovation Centre (CMIC), Victoria
University of Wellington, New Zealand. He founded and led the R&D division
of OLM Digital during 2000-2016, and has been an executive R&D advisor since
2016.He hasover 60 publications of technical papersincluding those presented
at SIGGRAPH, SCA, NPAR and Eurographics. He chaired ACM SIGGRAPH Asia
2018 and cofounded ACM Digital Production Symposium (DigiPro). He has
also been credited in the movies by OLM and OLM Digital, including the latest
Pokémon Movie "Mewtwo Strikes Back! Revolution (2019)."

A 8l E2(0f Chistul ARIHO| AFE 0|C|0] HAl MIEf 3F O[AFO|CE 20004 “OLM Digital”’S &5t
2016'—577}7(| HANL(R&D)E S OIERULE. 2016 AR E] AAXNHX| R&D HIOIAMEIS B QACL SIGGRAPH,
SCA, NPAR, EurographicsOil 2 ESH A4S Z&6t0] 1= 60H 0]l 7|& ==& EL=S MR 2018 ACM

A|ZJ2HZ OtA[OF 2| E, ACM CIX|E =25 M +ZX|H(DigiPro) 3& A& Xt0[7|x St “OLM”, “OLM Digital”2l
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The history of computer graphics TRE! 12T A= A 27t 41 U=
can be understood as a history of Ol MIAIE AlZtetot HALZM Ofsie 4
visualizing our real world by computer. UL ZEZ|HZ|E2 gt 5F9| THHA
Photorealism is (almost) achieved by AS20|Mo2t e & 2 Q= 32l 7|20
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visual simulation of light and shade. ©3|Z Sloi2 XIoIsIA
Physics-based approaches give us a IS T 2ot
way of visual understanding of natural [f2hi] 0|23t 7|4 xlg = ©3|o| ALAl2iS
SHEIA|Z |2 A=2I0|LE HMD (Head Mounted
Display: 2| £}& CIAZ2{0))S Solf AlZf=t
g A= it

Ot EE0|M= HFE T2 m 2| OJ2H

phenomena. Therefore, these technical
progresses also expand our imagination
and visualize it on screen or through
HMD. In this forum, | would like to
consider and discuss future possibilities
of the computer graphics power.
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Graphic Technology That Realizes the Imagination of a Creator

Yoon-Sung JEONG

Heis a 3D modeler and texture artist and currently works as a Lead modeler of

Sony PicturesImageworks. After he graduated from Seoul Digital University and

Vancouver Film School, he also had taught students at Singapore Polytechnic
as a modeling lecturer. His recent works “Men in Black: International (2019)”
and “Spiderman: Far From Home (2019)” were released in Korea and drew

audience’s attention.

Graphic
Technology
That Realizes
the Imagination
of a Creator

Imagination is infinite. People
constantly want to share
wonderful  things that they
imagined with others. In that way,
imagination is finite. A brilliant
fantasy in one’s imagination
sometimes degenerates into trivial
and trite thing as it becomes a
reality. There has always been
homework to solve for creators:
to make something invisible into
something that can be seen,
to realize something that does
not exist. Digital technology has

grown with the imaginations of
creators by passing through from
pictures which imprint what you
see to movies which capture its
movements and stories; however,
imagination has not stopped at
being real. It was trying to portray
other world that we do not know
from distant past to the future.
Like people get used to the
roaring King Kong on the screen
and they assimilate with Spider-
Man flying between skyscrapers,
digital technology has become
a big part of the movie. Now is
the era that they more weight
on post-production editing than
filming itself. CG technology was
developed to maximize the infinite
imagination of writers and film
makers. People who used to be
enthusiastic about the “T-1000”
in the “Terminator,” no longer

are surprised at that level of
trick. Your audience wants more
evolved realism and ingenious
visual effects, and directors want
more details of imagination
which became something infinite.
How about producers? They
want to eliminate unnecessary
expenditures. Thing that we
believed to be real such as the
skyscrapers in New York and the
helicopter passing through right
in front of King Kong, was created
with CG. The image that the writers
and directors want to convey to
their audience has been expanding
its own territory beyond reality.
Let’s think about the broadened
area and its trend through the
production process of “Spider-
Man: Into the Spider-Verse (2018)”
which Yoonsung Jeong recently
participated in.
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He is a professor of Chungkang College of Cultural Industries, and since he won the
annual spring literary contest of “The Daily Sports Seoul” in 1995, he has been reviewing
and researching on cartoons steadily. He also has organized several cartoon-related
events, including SICAF and Angouléme International Comics Festival and conducted
various comic book publishing and web comic project consulting. He wrote several
children's comicstories, and is publishing “Super Korea Team” on “Children's Dongsan”
serially now in 2019. He also has interested in comparative study of the genealogy and
chronology in Korean, Japanese and American comics and curating various cartoon
genres such as children's comics, art cartoons, and documentary cartoons. He is
expanding his research to connect with new technologies such as industry trends and
VR in the ever-changing web comic market.
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Imagination Possibility of Today's Japanese Subculture

He is a Japanese pop culture writer and critic, a regular commentator on

Japanese internet broadcasting programs and chief editor of "PLANETS"

magazine. He is also an adjust lecturer at Kyoto Seika University and lecturer

at Rikkyo University.

Imagination
Possibility of
Today's Japanese
Subculture

The possibility Japanese subculture
has in these days. The first one
is the ability to imagine the
real world more expanded. For
examples, it is "Pokemon Go"
created by John Hanke. | think he
use the imagination of Pokemon
when he tried to install the policy
Google has to the game. He tried
to gamificate your daily lives and
makes you connect the world, in
which big data has a great power.
His purpose is to make people get
more sympathize for the history or

the nature around them through
"Pokemon Go." He needed some
monsters like Pokemon those who
can live together with people to
support this concept. Pokemon
characters are made inspired by
Japanese traditional Yokai like
ghosts. Their features are that
they live very closely people such
as above the ceiling or in back
alley. The ability you can have
by using science and technology
is not to make you feel that you
are "in somewhere else" like
virtual reality but to multiplex
"here," means the place you are
staying, like expanding the real
world. Therefore, the imagination
that created Yokai is needed
the present information society
particularly. The second one is
critical technocracy that has grown
up in the Japanese pop culture

after World War 2, especially in
Otaku culture. For examples, the
method of special effects has
been developed by Eiji Tsuburaya,
who the founder of Tsuburaya
Production and Ultraman. This
method were used not only to
make war(WW?2) propaganda films
but also to films that express the
importance of peace and against
the war. It means innocent religion
to technology can be used for any
kinds of ideology. | would like to
say there are some elements of this
critical technocracy in Japanese
subculture, such as the early
Ultramans I mentioned before. The
possibility Japanese subculture
has nowadays to understand
the worlds more essentially are
both the imagination to expand
the real world and the critical
technocracy.
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Yung-Hee LEE

He earned a master’s degree from Hanyang University for the “A Study on

Ofl A gk SHRIOIIM HhAL 2HY SO|Ct.

x| 24 B2 TR Ol AL 7 BTt

the History and Meaning of Korean Fantasy Novel” and is currently in a Ph.D.
program at the same university. Since his debut as a fantasy novel writer in

2006, he has been engaging on working as a novelist and critic.

Genre and

The definition of a genre is not fixed.

while also dissolving its meaning and
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The Age of Machine Learning, What will become of Story Creation?

Tae-Kwon KIM

He is a cartoonist and professor of Chungkang College of Cultural Industries.
He studied aesthetics and Western ancient literature in college. He made his
debut by drawing the illustrations of “History of Three States of Jang Jeong-
il,” which was the newspaper novel of “The Munhwa Ilbo,” and the illustration

of the cartoon “The Story of the crusaders” in the “Pressian.” He is currently

running some series of columns such as "Kim Tae-Kwon's Human Theater"

and "I Am History."

The Age of
Machine Learning,
What will

become of Story
Creation?

Automatic creation with the help
of machines is a long-cherished
dream and final challenge for
humans. This is because it hands
over the realm of creativity that
was considered as a unique skill of
humans, to machines.

The few attempts of creative
machines: M Umberto Eco imagines
a machine called “Aristotelian
Telescope” in his novel “The Island
of the Day Before.” It is a device
that helps to create a metaphor “A
is B,” among these two keywords,
Aand B.

@ The writers Erle Stanley and

Gardner Wallace Edgar are famous
for using a machine called “Plot
Wheel.” He randomly links several
keywords like A, B, C, and D to
compose the story like this: A, the
main character, faces with the
obstacle B and overcomes with the
helpof Candearn D--+”

3 And there is creative support
software. It is a program that
creates plots while the writer
IS answering various questions
such as “What the main character
is like?” and “What he or she
wants to do?” -Stephen King
pointed that the software was
also a variant of the plot wheel. -
There is @ common about these
machines: itisa method of fillingin
keywords within a predetermined
framework. Random  keyword
selection or direct input will not
change the framework.

What would be the difference in the
age of machine learning? First of all,
filling in keywords will be simpler.
If you just add a few important
keywords, the machine can "know"
and fill in other keywords through
vector operation. It will also be
easier to revise the story to reflect
the latest trends.

Another surprising possibility is
that by using machine learning, it
is possible to create a framework
based on data already learned
by entering keywords instead of
filling them with keywords into
a set framework. These features
will greatly reduce the effort of
the creators. If there is a decent
idea, there will be an era where
everyone can easily start to create.
Positive and negative changes will
also occur.
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The Future of Content Creators and Platforms - Based on Text Content

Sun-Yong LEE

As co-founder and CEO of Literature Startup Company “Studio Bomboom,”

Lee has been proceeding with many projects including interactive novel

flatform “Pandaflip,” the blind tournament web novel competition “Masked

Writer,” 2000 words long of work "Shortshort story,” on-offline story creation

community “2 A.M.,” and the mook publication for millennials “An Usual.”

The Future of
Content Creators
and Platforms

- Based on Text Content

After the days when books were
entrusted with building and instructing
of knowledge, publishing business has
become one of the necessary cultural
industries of government support.
There is much number of people
watchingcell phonesthanreading books.
The mobile culture made video/audio
contents easier and more comfortable
to use; therefore, text content lost its
status as a popular content only. The
present is a part of the future that has
been discovered as well as showing
things that have been becoming the
past. Although they said that e-books
will be commercialized and paper books
will be substituted by e-books, decades
later, e-books have not substituted
paper books. However, the book market
has definitely gotten smaller and we
could find that there have been different

trends. Steady sellers began to be treated
as one of the signs for trend checking,
not a must-read, and best sellers
were made according to the author's
awareness and marketing. There are still
many good authors and good books,
but good contents directly reach toward
the consumers for them to easily access
to YouTube and other portal services
in the form of "video." While books will
not disappear for a while, you will know
that which contents will survive on the
platform that has lost its remarkable
status by looking at that leaving only
a handful of users on the website of
legacy media or games. Only those who
form habits remain as consumers. Poets
usually publish only one collection of
poems in five years, those are sold about
2,000 copies and poets receive a royalty
of about two million won. Except some
popular writers who keep publishing,
most authors cannot make a living
through a platform called "books." No
matter how much they want to discover
new writers, publishers have no choice
but to focus on the new books of popular

Korean and foreign writers to survive. In
other words, it is difficult for providers
to tell new stories in this market. What
that means more precisely, the one
who is only trying to tell a story in a
book. Recently, “Korea Grandma” the
popular YouTuber, she wrote an essay.
The reason that it has been a bestseller
since its publication is just because
her fame in YouTube transferred to the
publishing industry. Publishing book
became a new source of revenue this
time other than YouTube. Content
providers need to build awareness first
of all. They should consider not only
books, but their content productivity
such as use of e-mail, YouTube, and
Pod cast or how to promote themselves
and gather fans. There are some good
examples such as "Sullalee Project," and
people who made best-selling books
based on their awareness on Instagram:
the writers ‘Geulbaewoo’ and “Taewan
Kim.” However, creators and writers are
engrossed in building popularity, and
most publishers will be in the form of
informal agency.
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Academy 1

Understanding and Vision of the Personal Media Industry

Chae-Won HA

)

Treasure Hunter is a leader in the new media industry that provides a stable

environment for creators to create creative content, supports education and

marketing, and is a company that supports New Media comprehensive marketing

solutions to partners with diverse products. She is an education business manager

of Treasure Hunter who majored in library and information science. As an expert

in understanding, consulting & mentoring of MCN industries, she lectured on the

status and vision of MCN industries at the KRMEDIA, Korea Business News, Korea

Copyright Commission, and Institute for Unification Education. She also has

working experiences that running a business as a project manager at Shinhan Do

Dream Academy and Gyeonggi Contents Creator Academy.

Understanding and Vision
of the Personal Media Industry

As a manger of education development
business department at Treasure Hunter,
she will introduce about the company
and the role of MCN to help people to
understand what the MCN industry is.
Then she also explains the status and
trend of MCN industry which has been
showing a rapid growth. Finally, she will
suggest both problems and its solutions
with a vision of MCN industry.
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Academy 2 OHtHION 2
CG Person of the Global Era =z 8 AIHC] cGel

Jin-Ho JANG

He is the CEO of online CG community “BALCHAGI, Inc.” and he also works
as a CG artist in the U.S. film/game industry. In 2016, BALCHAGI was first
established in the U.S. as a corporation for the online community of Korean

2212l CGHFLIE| BALCHAGI, Ince| CHEO|H CGOtE|AEZ O|= Fat/A|ULtholl M ES3stn ULE
= Fel/AIY AEEHQIHE Zofe| MR JHLXSE F=H2= K| 2016 SH=Q! CG/IT/HLXIS 2]
£ flet 7|1*’9§ $|$E oj=0f el &&io] =|ACE. oixf =& F| ZUi/3lel HEHZ S
2%t 2|23 WK0| MUE AEZ|UORE 0|F0 X|1 YOH

"HI*”':OI LAZ|LHOI A Eest HRLAO|ME EFS BHE0{ 7t Ct

il
o
-
30
-
E

CG/IT developers, led by those developers in the film/game entertainment.
Currently, dozens of veteran developers both from domestic and overseas are

i3
—_
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=
A
T

providing excellent curriculum education based on their know-how via live
streaming. Thousands of developers, students and job seekers are interacting
actively in the BALCHAGI community.

CG Person ==z AILHOI
of the Global Era CG2l

1. Recent Trends of the Film/Game 1.0/= °“2}/71|°' ol x|2 5
Industry in the U.S. 2. L}oj|A| 2= ¢
2. How To Find the Suitable CG for Me 3.4 L2 Lt
3. The Better Myself
Ot 0l M= M Z7HX| FAEZ L0 A|A|
I'll divide the lecture into the three parts SHE{E|OIHE AFRiO] ZAIX[OI O|R0fA]
and sharevv‘hat‘l learned from 12y§arsof 12517} it /7|2lo] ASof M ZES S8
expenence in f|l:/game mdustry.ln the LT e BES 0jmo| Sutu} Edlc =
United States where can be con.5|dered SH SRS Rlef ek mhef 8 CG YA
as a center of the global entertainment, L
4 Of| A LoflA| Metet X2|E &oti= 20
as well as the recent trends in the Srol=rt o o o
CHS Ct. OF22{ CGEOoo| A =
United States. Furthermore, | would like o ZORZCt. Ob=2f CE00 M 2 S
ME ol=dst Ots E =2 7L} SO
to share the strategies how to identify $11 5T dret SRS O|F i 20
HE= EA A=2lSh=X[0f CHoi M=

one’s characteristic as a CG developer
and to find a job position suitable for
you in the CG industry. Finally, | will
talk about how to plan after achieving
satisfactory goals in the CG field.
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Academy 3

Content Strategies in the Creator’'s Era

Kun-Woo KIM

Content
Strategies in the
Creator’s Era

Media Zamong is running a business on personal media industry that will
grow explosively in the future. Media Zamong runs the largest personal
broadcasting studio "Jamong Media Center" in Seoul, and provides creators of
broadcasting, video and audio contents to the five most central areas in Seoul.

Itis the most active media content business company in the country, including

the development and operation of its own education curriculum to foster

creators and the partnership between creators, celebrities and influencers. It
currently operates content crowdfunding platform for creators called Zamong
Contents Funding Pod cast "Mongpod," and “Zamong” which is the MCN/

personal media/video business magazine.

The new era of creators has begun
due to the social phenomenon of
personal media. Now anyone can find
opportunities to create content and
actively carry out content creation
activities in the area of producing
video by utilizing one’s own talent.
Although text and image-oriented, the
combination of the word “content” and
creation is becoming more appropriate
for the video field.

It was possible because of the success
and active performance of big creators
presenting a positive role, and the large
number of operators who was trying
to pave the way for the invisible path.
| would like to take a look the cause
and trend of industrial phenomenon
regarding creator, Youtuber, MCN, BJ,
streamer etc. and hold a workshop with
the topic of “future content creation
strategies we need to prepare.”
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Tumblebug Funding Workshop for Culture and Arts Content Creators =Zl0lE 28X J2IM0IEHE At B=Y HE 4TS

Cheol-Min KIM

2| AlcH HZA=9| o

He is the sales planning manager of Tumblebug which is a crowd funding
platform that solidifies the foundation for creators' various attempts being 7|3 ojL|NE 2t QIC},
S Ho|Hol A Tot X
7Hx] 32/0f0]E{2t AEFE 0] M2

T2 OfO|L|0f7t A¢O| &l = o

realized. As a crowd funding platform that connects creative initiatives
and sponsors, Tumblebug offers the new solutions for creators and startup
companies from securing budget to promoting and building a community.
Tumblebug has interested in meeting creators, planning projects with them,
and making more ideas to be realized.

Tumblebug Funding Workshop =l0iE 2H =X
for Culture and Arts A2IMIOIEIE A8t

Content Creators E{=4{ OjC! o|3&
I will deliver the successful know-how SEEHM HAEMRTE £ O AH O]
of crowd funding with the cases of <=0 AX|OHEE0|= HD Ao> LEXIQ}
creators in various cultural and artistic S M2 ZHX 23E ot -
fields including the independent e I 22X o 20| Ciekst 2ot
publishing book “I Want To Die, But 0|l E20f AIXIXIS O] Al2|Q} Sl 32t E
Still Want To Eat Tteokbokki,” that mCjo| MZ LolO= Mot}

recently became a best-seller and the
YouTube channel "Cream Heroes," that
created a new content culture with its
subscribers.
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Academy 5 OHHHION 5
How to Create Effective 3D Character Modeling 321 3D FHEJE BRI MR

Kyonug-Soo KIM

He is a 3D modeling/texture artist based in Culver City. He mainly worked in hi-res realistic 0|2 Z42| Lo} ZIH A|E|0f|A{ 3D P2l EIIFOIL‘I, BHIAK OIE|AER SHE =

Zoroh o & JHEIE, o2 ZH Fotet ALMCH Al 20F2| BlA K X
of, 2, 5l a2 HEHo] CHet siEie X|AlS HiE o = MZbat Tz

fetuolM Olsusstats MI5ta of&0t7HH|0|cHet ol M MArteIE

charactersincluding organic and non-organic assets and texturing for feature film and next-
gen game. He has an advanced knowledge of sculpting, human anatomy, shape, light and
form and has a keen insight into color and texture painting. He graduated from Mokwon
University in Korea with an Art Education degree and got his master’s degree at Academy
of Art University in California. He is currently working at Blur Studio as a 3D character

3DCIXIO|H 2 Yot QJIOMH HEAZEOCZ = LIZEIA QE|X|E Al2|X <3{E, A + 28> 012 ALO|H
o #H|<Marvel’s Spider-Man - Be Greater Extended> E2{|&24, 2|0 2E 2| E <Welcome Aboard
| Odyssey Animated> Ez{| 2| 50| ULt

A 152 O|=ZA|ZtZ 2t 3|0 =O|H|0|E & 7|= 2, 2018 HIAE 3D FH2IE| 5001 M| UALE.

artist. He has many representative works including “Love Death + Robots,” Netflix original
TV show (2019), “Marvel’s Spider Man - Be Greater Extended” Trailer (2018), “Welcome
Aboard | Odyssey Animated Trailer - League of Legends” Trailer (2018).

He was the nominee for the 15th Annual VES Awards in “Outstanding Visual Effects in a
Commercial,” and his 3D character was ranked in the “Top 50 3D characters from 2018.”

How to Create Effective 21321 3D HEE
3D Character Modeling TEE A

In this session, he will talk about Ol Zelo M= Hl 7HX] A2 LE+O
how to create effective 3D character SalEol 3D FHElE DEal M EgHe
modeling by dividing into four parts: Mo st X} Sto}

first, how to find a concept. KN, 2HME &9 pUAS &)
How do you get started? Secondly, oSt AR {2 Bl0F S

what is the most important aspect S #I, B0 A B2 (base modeling),
when you create the Base Mesh? H 0] A Tl (base mesh)2 FIEret m

The third aspect is important part of
modeling and sculpting. Finally, he
will explain how to express the color,
texture, and inherency of a real object

when it comes to texture and shadin FALN
- L s, AR AtSO| AHZh B2 DRl
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Academy 6

Technology, Imagination, Future

Mi-Ra CHO

She is participating in the project to develop VR animation contents for
science philosophy education of preparation for the post-human era as a
researcher of the team“Humanities Project” at Chung-Ang University. After
completing her recent publication "9 Questions to Ask a Post-Human" for
the post-human generation, now she has been working on writing another
book called “Teacher's Guide for Post-Human Education” and the project of
experiencing VR and animation which set in the future society.

9 Questions to Ask

a Post-Human

Advances in technology are leading
mankind to the post-human era. Post-
human means “human after human”
or “human beyond human.” Human
beings live in a different form than they
are today with the power of technology.
It is unclear that how exactly our lives
will change in the near future. It simply
seems clear that mankind will not be
free from the influence of technology.
They say technology is neither good
nor bad. Depending on how people
use technology, it can be either useful
to humans or it can lead them to ruin.
However, we need to think about if
technology is really neutral. Being
neutral in technology means that it is
sufficiently controllable by human’s

rationality and ethics. Unfortunately,
humans are not completely rational
nor ethical. Scientists and engineers
who study and develop technology
are not the ones who judge good and
evil or truth, goodness, and beauty. We
as supporters can advocate their efforts
and fruits of scientists’ exploring the
secretsof natureand the universe, butwe
cannot leave our future with them only.
It is because technology is connected to
all mankind and their lives. Then now
our agony was begun here. The moment
technology is involved in human life;
we are bound to be beset by numerous
questions. With nine questions on post-
human, we will consider a better future
for mankind together.
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7= PSRRI P SfX|E QiTt Fettt 2= QIR Au HZE0 Y| WiE0|C
MEE0] 7|22 {8 AF8st=Liof 229 182 O7[0l|A AIZFEICH
et AZHfA REY +E U1 QIZt2 7|=0| el7tel 4ol JHelElE =7t REl=
mMH=Z 0|Z = UCh= AO|CH SFX[BF 32 =0 g =510 giCh ZAE
71=0] oA SEHO0[7[8F oF 21171 FHIF 2Tt 97IK| HES ofRE 21RS
Cho M= M2isl 2 2Rt UL 7|=0]  HCt L2 D[S RISt
SEH0[2t= A2 2IZte] ofdat 720
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Academy 6 OHtHION 6

Technology, Imagination, Future Tig, &84, ik

Jin-Taek KIM

He majored in philosophy and media aesthetics at University of Paris 1 in France,
and he is a present collegiate professor at the department of creative IT convergence
engineering of Pohang University of Science and Technology. Based on the philosophical
and aesthetic topics on body and image, he also has been working on researching
post-humanism, new media art, value design. With this research, he focuses on project

centered human technology convergence education that can be chemically integrated.

Instead of the humanities which are consumed as a form of “knowledge-making,” he is
more focusing on the humanities as “reflection of intelligence and practice” in which
humankind that evolves with technology reflects on them and practice intelligence. He is
currently participating in a research project to develop VR animation contents for science
philosophy education of preparation for the post-human era Chung-Ang University.

Humankind and Machines: oIkt TIHI
from Post-Humanism to - IAESHLIZ0IAN

Cybernetics AOIHUIEIAE

In the concept of cybernetics, humans ~ to think the feedback process -a AFO[HUIEIA ARR QIO M QIZHa 7| A= CHA| 2ol o= &7k RIZE 7|A| AbE’ Ol2k=
and machines no longer rely on the nonstop recursive working circuit- Ol O|A MEX Hotx =20 7|CHK] O|EIA E=XISO0| QUZET|AH-AF=2-ALS 2=
traditional philosophical ontology.  that each being creates a lot. In other otr} D52 ZHe =2 A X190 MA MUX =xYZ 0|8 E|= QNAIH AFEHO|
They exist on the same existential ~ words, disparate beings: "human, MEO| AAEIS MSAXSID ASKE st N2 B AAZ0| QAEICH=
position while they are cross-  machine, object,” is considered to st AOFZICH AFO|HUIEIAOGIM Q3 70|}, ZAESMLIS Ao Ciobst
referencing and interacting with each ~ “human - machine- object - society” S O|EIE ol XS O| A|AEIO| O{E | 0|20 MEX 0l7t=0|x &1} &0
other's systems. The important thing  which is considered to be as a whole. Sx|0| T RHESH=X|ol| HSH 2R} o8 0! ABHE Ho|E2 2Esips L2 Ko
in cybernetfcs is the o.bservat|on.and Th|s .mea?ns Fhat a .nevv ph|.losoph|cal 210|0 O] AJAEIS0| O{E | A20| M= 02 OLOBIA|E THS 0| AO|H{L[EIA
understanding of how disparate beings' imagination is required. While various HEL|F|0| Mot T R[OOI RESE X O A2 O|2H S1p Mot S
systems move and work, and the theories of post-humanism are actively N N e il
analysis of how these systems work  aware of the traditional humanistic T %o_ffh@rﬂ:gejg el e aes
while communicating and controlling  view and the efforts to overcome SR floA P2 ASRM HES eIt TSNS Ul MolH =2
each other's information. To look at  definition of metaphysical, | believe eIzhar Arelof F et ofsista XE =&E kot St

this correctly, we will need training to  that cybernetics will enable training oh= 2 g2of ARl Mot

understand and apply the concept of  of thinking through newer theoretical S0t &2t 02| 28210| ZXS0| AL

entropy to human and its society, the ~ frame and philosophical concept. HGAF = D= YA g= A

cycle through communication and  Let’s think about the evolving neo- A5 ol2)2 15t AMRSt= EH0|

control of information, and training  cybernetics through this session. g Zo|ct
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Studio Focus ASLI2 EHA
How did Domestic Creative Animation Studios Become a Global Content Company? =LH 22 OHLIHIOIM ARLCIL0M 228 2HX 7IHC=E

ROI VISUAL EO0|H|#FHE

Since its establishment in 1998, Roi Visual has been grown up as an animation E20|H|HY 2 1998 M2l S <H]| , <O|HE|QIN> <2 HIIE2|>E 7|2 H|Zist
company that has created and produced many animations works such as XFXF OHL|H|O| M | AFO|C}, Et HIEFO 2 2019\ 3IXHO= ZLHE Hof & M|Z|

“Woobiboy,” “Chiro and Friends,” “Inner Ranger,” and “Robocar Poli.” Based 140047H=0ll M HE & 20 2 ARG S TOHSHE ALE
m VISUAL on its strong technical skills and outstanding works, the company has been

—

=20 X

developing their global business through film and licensing businesses
industry over 140 countries.

How did Domestic Creative =LH 23}
Animation Studios OHLIMHIOIN ARLIZ0IM
Become a Global Content Company? 228 FH X J|OF

The company tries to look at the M MA orol59 ==0|2 Mag8 B
world from children's point of view, 'ZEIX'E Sl ofo[=29l Hdet HEIt
support them to have a healthy growth =S 29I5HH 0t0|So| HA| 8l OIX| &,
and happiness through “contents” SO doho| £20| &= ChYst 7tk 2
It also delivers warm and touching [FEEsH 0 ZHER0| B A|X| 2 MestD QLY.
messages of various values that can SHH Yst= DS Afgto| S 1 2|7} ots
help children’s emotional, cognitional, I k2 FMete MAA DE of210[9}
and moral development. Roi Visual is NESo|A| ZAES M2 o o5&
constantly challenging because they Boloio| EHBICH

aim to make everyone who works
together being happy and to touch the
hearts of children and families around
the world.
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Imagination Screening aanddle
Demonstrating Creation of 2D Animation through "Pig: The Dam Keeper Poems” (I1:H 71N EHAX)E S8 2DOHLIHIOIN HMZF AIY

Erick Oh

He is a Korean filmmaker and animator based in California, USA. His independent
films have been introduced and awarded at numerous international film festivals
including Annie Awards, Anima Mundiand more. After receiving a degreein Fine Arts
at Seoul National University and a Masters in Fine Arts from UCLA’s film program,
he worked at Pixar Animation Studios from 2010 to 2016 as an animator in Oscar
winning films like "Inside Out" and "Finding Dory." In 2016, he joined Tonko House
to direct the series,“PIG: The Dam Keeper Poems (2017),” which earned him an
Annie award nomination and the grand prize at Annecy, the animation industry’s

2

$Q ot OH M
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At 2 2010H R E 2016'A7HK| MA Xl ofL|H|o| M ARC| OfLIHOIHZE &S
AFF A 40 HlLb= <QIALO| = OF2> 1f 20| R0 R EFS0f| AL} X[ 2016'H0| =
U EHE Z et CHo|AH| ‘Cio|A” XXD0[7t SEist ME/et "E3 A oL oM
S RRUCL O|F MAZX QI ofL|m[o] M F2tA[Q! StA[ZAM|OHL|H|O| M F3tN|0A 522
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most prestigious festival. Currently, he is experimenting with science fiction as he
develops "Leo," a one-of-a-kind project for Tonko House.

Demonstrating Creation of (I1:0 &471H EAX)E S8t

2D Animation through 2DO0HLIMIOIM AIZF Al
"Pig: The Dam Keeper Poems”

"Pig: The Dam Keeper Poems," which  There are a total 10 episodes and a 2018 QA| = M|OHL|H|O[ 3 T AE|HO M TV E 102422 A2 ot7| =HX| L7t
won the top TV production award cute baby pig and a fox are the main T2EM B2 X TAMQI‘FEZ|AEPAS SZISICH =012 o2l tiX | = =22 giAt
"Cristal" at Annecy International  characters in the series. The baby pig 2ARSH<TI T O H 7| ETURS= 021 sfst HAE0| 02 S HX|X| RoIEE =
Animated Film Festival 2018 is the  works as protector at the windmill dam 2H=0| < 2|2 AHOFA> XF0{ = Ofx| gt A2 B HS X|7|= S SO K| QF
work that Erick Oh produced after  to prevent the dark clouds which is an O TALE L}Q} THY <O o F|mH>Z TV OF=9| O[0p7|2 ZEOZ ofjmAC I}
him <?ompleting his last vyork at Pixar: imégery of death attacking the village. A|2IX2 HIESH REZ 0| O|201K =] A1 HHIY O I|A == OFEHX|
Finding Dory,” 2016. P|g(:j Th((ej Dan; fTh|hswork revzl\;es?rour?dhthhe story ofzjc I HLbe Ko SE| ARSI 0f21 EiX| 7}
Keeper Poems was re-produced wor ather-son ar.w eglins with the scene o AZkstE ofeix|ol gt 2|2t 7o,
as a TV series based on the short story  father’s leaving. "Pig: The Dam Keeper L o
‘ " ; e Ljeio] Zmel ofS0f Heigls 2ES
The Dam Keeper. Poems" shows the aspect of young pig’s
B ECH

longing and memory of his father and
the figure of pig facing with inner fear
and darkness. This is an in-depth poetic
and lyrical work.
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Game Changer of Hollywood Film Pipelines:
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Giving Animation Wings
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The Dam Keeper Education Project for Teachers

THLICE 2 EISE A HTI(NFB)

- JHLICH 2&! Sot AM2ALTE Z= olil

The National Film Board of Canada
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Workshop

Game Changer of Hollywood Film Pipelines: Zbrush/Marvelous Designer

Yoon-Sung JEONG

&

Heis a 3D modeler and texture artist and currently works as a Lead modeler of

Sony PicturesImageworks. After he graduated from Seoul Digital University and

Vancouver Film School, he also had taught students at Singapore Polytechnic

as a modeling lecturer. His recent works “Men in Black: International (2019)”

and “Spiderman: Far From Home (2019)” were released in Korea and drew

audience’s attention.

Game Changer of Hollywood Film Pipelines:

Zbrush/Marvelous Designer

Movies are both art and industry. It
is also commonly referred to as the
“industry” of movies throughout the
entire area of film making and this is
why we cannot overlook the aspect:
profitability, when we produce a film.
Putting a small investment, produces
with a great effect, there will be no
producers to refuse it. Post production
is taken very sensitively in this particular
area, which has recently become an
important pillar of the film industry. The
development of digital technology for
producing dramatic effects more easily
and quickly has improved rapidly with
the desire to develop various tools.

And there are Zbrush and Marvelous
Designer, which are now game changers
for Hollywood film pipelines. Through
this workshop session, we will figure

how these tools impact on current
Hollywood movies. He will provide
the pros and cons of use of Zbrush
with some scenes from the movie
"Men in Black” as examples, which
he participated in as a modeler for
the main character. He will analyze
the excellent performances that the
Marvelous Designer created through
the scenes he worked on in "Spider-
Man” as well.

However, can these brand new tools be
panaceas? Tool-dependent tasks can
most clearly reveal the shortcomings
of a tool. During the session, he will
be checking out the entire pipeline of
character models and taking some time
to share tips and know-how on how to
avoid its weakness at the same time
with everyone.
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Workshop

The Dam Keeper Education Project

for Kids

Tonko House created an education
program around The Dam Keeper
short film in collaboration with the
San Francisco Film Society to teach
children how to use art as a form of self-
expression to talk about aspects of their
own lives. In this workshop, students
will watch the short film and critically
engage with the characters they
have observed via drawing exercises.

The Dam Keeper Short Film:

Tonko House’s debut film directed by
Robert Kondo and Dice Tsutsumi tells
the story of Pig, an introverted youth
who lives in a windmill and keeps
a dark fog from engulfing his town.
Although socially rejected by his peers,
he is befriended by the artistic Fox. The
film received a 2015 Academy Award
nomination for Best Animated Short

Tonko House director, Erick Oh, will Film.
interactively guide the students as a
group to discuss aspirations and lives
through a fun drawing demonstration.
Students are invited to create their own
characters based on their personal
views.
I I
gl WS ZZIHE
for Kids
<7 |H>0ZI0| WS T2THS0[0|S0]  ZHE ZE et CHojA XX0|7t A5t
WO BES 00 [Sh=X7 | Hole ot ez ETSRAQ H|RF|ARl <O & 7|H>=
Hes g8Y + UATE EJSIRA OFER QU OIES XX RS 82
MI2EAIATR HSE &3] (San Francisco © 9 SAH0AM &0 O02S X|7|= o2l
Film Society)?| & 0= 2SO{FCt.  'T'9 ofopr|o|ct, O 25 Hiy T
ojgt YTl BYSS ET|sIRAS 52 52 S2IX|Toluf ozl AAS
CHHES <O & 7|H> & SIS dE 71T oLt AT EHEM S22 RFS
StA| 2HESH, o J=ls J2|0 ofdl], A EITE 2015 OFFHHD] Aleha] £HH
SABHE AlZES JHEICE o2l @ Z=9|  ofLsold £ sHE2 220 H Ao
SIZ 22 A0l O]Z0{d Mt E¥s 1 0|E= LRIt
=oh= EE9| FoM 00|52 AhlTte]
BYOZ M2 HEHS MRS 4
7|91 ¥s Aolct
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The Dam Keeper

Education Project for

Teachers

Tonko House is a filmmaking studio
who believes in film as a form of
expression and a tool for inspiring
curiosity in people of all ages. In this
workshop, instructors are invited to
explore art creation as a means to
connect with students and enhance
communication in the classroom -
touching on topics such as leadership,
friendship, and common social issues.
Specifically, they are taught how to
lead students to critically consider the
charactersin The Dam Keeper short film
as a means of examining themselves
and their relationships with others.

The Dam Keeper Short Film:

Tonko House’s debut film directed by
Robert Kondo and Dice Tsutsumi tells
the story of Pig, an introverted youth
who lives in a windmill and keeps
a dark fog from engulfing his town.
Although socially rejected by his peers,
he is befriended by the artistic Fox. The
film received a 2015 Academy Award
nomination for Best Animated Short

2N WS TZHE

for Teachers
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Workshop S
The National Film Board of Canada - What It Means to be a Canadian Public Producer THLICH 2 RIS SRI(NFB) - FHLICH =&l ot MIZIAFTH Ze= ol

David Christensen H|OJH|E 32| AEIA

He is an Executive Producer at the National Film Board of Canada. He manages HolH|E Fz|AHIA2 FHLict ZEHSIIS|(NFB)Q MATZZAMZ NFBCHRHE{Z], OfL|H| 0| M,
the North West Studio, which looks after NFB documentary, animation, and OIE{2HE|E AE|H2] ASIH| XS Chots= “NFB LAY AE AEL|Q7E 0|21 QICt 19| X || &to]

interactive production. His dramatic feature debut film “Six Figures” was R — .
P 8 <Six Figures> &= FHLICIO| OFFIE|O] A|AFAIC 2 22| X|L| OYXO| 'HAE A

nominated for the Academy of Canadian Cinema and Television Award for B e N
LOHOIE, EEE So} HIH 7L Hel HIAE FHLICt ot & RE 254 49

Best Screenplay at the 26th Genie Awards, and was a runner up for the Best
Canadian Film Award from the Toronto Film Critics Association. David’s most Lrget CHFHUIEE| <The Mirror>7F A9|A 27120 = K| SAHOIM B MA| 2= &
recent independent film was the documentary "The Mirror", which had its ZELISIo 7 akaE FHLICH Hot Docs = MICHF S 2kA|0f| A FHLICE LY £[ X AH =0 §
international premiere at the Locarno Film Festival, the US premiere as the

opening film at MOMA's Documentary Fortnight, and its Canadian premiere at

Hot Docs in Toronto.

The National Film Board of Canada THLICH =2 &I E et 2I(NFB)
- What It Means to be a Canadian - JHLICE 2 & St AIZAFTE Y= ol
Public Producer

The NFB's mandate for the last 80 X[t 80t LT = Gt 7t A
years has been simple: to tell Canadian Sl TpA|= ZHCHSICH 2242 FHLCeI Q)
stories and perspectives to Canada and ZHEO|A Z0{H FHLICI| OjoF7|E M
the world. But the business of being a MIA0 2= AOICH SHX| 2 S S K9
public producer is quite complex. How ®Bl2 MEFSICH= 242 1) 2ESE 2o|ot
does the NFB work with filmmakers 9H|~|'|:|' I._'I I|@'|9| %‘§|-X‘||7£|FI|-’ |§7|-%Ef
and artists from across the country? SHolsts NFRO| HIAIS D1l ofE |

How does it develop world-renowned
animation, documentary, interactive,
and VR projects? What is the financial
cost and how does the NFB work on
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a creative level? This talk will look at oA 2SI NFBE 0= A Ao X9l

what it takes to be a Canadian public AES USSR

producer in the 21¢ century. Ol o M= 2141712 FHLICH = E H et
HIZFALZE 2E30F 2 Z450] R2AQIX| MTH
L==INPN <l
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