2021 FEFE BAAFESEE - iR E

20224 4 H 19 H

BNz BORAF 7 T ERE A K 4 WA A

e HAIZI T D430 - ZIBIETEB) O LRI BE & 36 X 5 3B ORI

BEAESF, 74T V0
MoE¥—7U— K | ©—, CSR, CSV, 7—
NI = ST/ N

YEREFHEICATS | SHERNERICATZE S R L. —EDOKRE
2 EERE R L7, —EIC BN ENEA LT

R % L BEOEWEEEZHRABBERNVLRFERE 1L E2fToNsEH|12. o< 5FE O
SDGsTE H e ) 3L % EiE

1. WFZERCR OB

ABFFERREIC BT E T, AARICRIT 20l - EFBEETEENCEE L, £ O EE R LT,
BFEIZ LD HETECSUBICE T 21EENEL, B AR TITTFRERCINERHM A DA N RN L > TIThIl T &
e, AWM TIEE S LEEias a5 FE 2, REICL D A FEECUE - ZM5dE, £ L TEHEIC X 5 3UbE]
O RE B RBIZ B4 5 e TR DR 21T o T,

2021 4EMEICHRWVTIE, BIHEEICIT - 72 e THFgE B e\ O 381 X A Ul 2 35 2 &El 2 -
TeARZERITET D AT DWW T BRI T 5 Z & THIRIERICER L7 b 00, e 5 F 2 72 IR
TIELRPoT2, THBITONTIE, MESORPUC K 0 SEEEE OG- ERIOME 2 Fhi+ 5 2 & 23N
Tholzlz®, 5l & FmII R ik LoD, RINEBE SRS, EEZ NV T2 EIEFEE TV, W
LOEELTI,

2. FE WL FRERTE (EROAEKOVEIMITHERE O & OEBRILE RN & 55 A 130D
[ - e (Ewea L))

YA H) T2DCG for Labour Saving, 3DCG for New Expression: The Introduction of Computer and Digital

Technology to the Japanese Animation Industry| [THEpE Kims] &5 59 &, &5 2 5. 2021 4F,

[P R%E]
Hikaru Kondo, Jun Sakamoto and Kenichi Miyata, “Creative Technology and Co-evolution of Content
Industries: Commercializing Computer Graphics in Japanese Video Game and Animation Industries”, 2nd

World Congress of Business History (Online), 2021 49 A,

3. TR
- BESEEAE LB Ol AL LT,

4. ZTOMOFFESTNEFH (R, IEEEOZ ARDIE)
HAERITE (C) : 2018 4~2022 4F, 0, [REDOZAIEAT AT Iy 7 AOREL : HARZ VAT 47

PEFEARFED LLiFZE ] (18K01769)

(KT 2=V LINICE DD &)




