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ABOUT H+<BU

BARYI=

Hong Kong Baptist University (HKBU) is committed to the pursuit of excellence in education, research and
service to the community. As one of Asia’s finest institutions, HKBU’s seven faculties and schools offer a
wide array of programmes across a diverse range of disciplines, from the arts, business, communication,
and social sciences to science and technology, Chinese medicine and sport.

HKBU offers an environment that fosters technological progress with a focus on the human
dimensions and at the same time uses technology to push the envelope of human imagination in the
arts and cultural sphere. Coupled with our unceasing efforts to achieve breakthroughs, HKBU strives
to contribute to the building of a better world.

EEREABRA)—EEHE  HMERMERBLERSH - FATNSBENSEHERRZ— ' =
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ABOUT ITPR

RAMREIF bR BUERM Ik

The Institute for Innovation, Translation and Policy Research (ITPR) is dedicated to driving
innovations, research and development, technology translation, and applications to enable
HKBU to respond to emerging challenges and opportunities nationally and globally. We
strive to bridge the gap in technology readiness between academic innovation and industry
applications in order to bring HKBU’s innovations for the well-being of the society.

Bl ~ L REERRZER ITPR)EUOHEEIRIM « A - RANEEMER - ERARESEY
EZRLEERHROPEAEE - HAIRDE S BMARAITEER ZBARMRAEE
BB SRARBIFIFHR A LUEIEL & -

ABOUT KTO

RAR NS R

The Knowledge Transfer Office (KTO) and its technology transfer initiatives
facilitate University-Industry collaborations through further development and
utilisation of the knowledge and expertise of HKBU in various disciplines,
enabling the transfer of expertise and technologies. By leveraging our
diverse disciplines, we aim to benefit the community as a whole.

AR (KTO) RIERARILITER - BEE—TRE
RERRAEZSR LM - EEXBRERIBNEG
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H<BU@FILMART

ZROFEEIFEHE

HKBU is dedicated to providing high-quality education in cinematic arts and creative media, nurturing
professional talents for the culture and arts sectors. We actively engage in research and technology
transfer in the fields of film and art technology, integrating art technology and artificial intelligence
into the production of film, animation and digital entertainment. This drives innovation in the various
industries and contributes significantly to the development of the cultural and creative industries
in Hong Kong and across the Nation. Additionally, HKBU strives to enhance cultural soft power by
promoting the development and exchange of art, culture, and creative industries between China
and other countries. This initiative further develops Hong Kong into the East-meets-West centre for
international cultural exchange.

We will showcase various projects at FILMART, including the integration of innovative technology in
film education, immersive experiences, and the applications of artificial intelligence and virtual reality
technologies, along with our efforts in nurturing startups. We sincerely invite you to visit our booth,
engage with us, and discover HKBU's latest advancements in promoting film arts and creative media.
This is also a wonderful opportunity to explore potential partnership opportunities.

RA-EHNRHEENSHEMRBIBERERE - AX
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PROGRAMME SCHEDULE

EENHTE

Gearing up for the Al Opportunities
BREHR MR AT SRS

The EntertainmentPulse Conference is staged riding on FILMART and is the one-stop platform for the industry
to navigate the latest trends and opportunities in Asia and beyond. Distinguished industry leaders converge
for in-depth discussions on a plethora of topics, including the boom of OTT Platforms, way forward for content
creation and programme format, the application for generative artificial intelligence and more.

Following last year’s conference, scholar of the Academy of Film has been invited to moderate a panel of
industry experts and legal professionals to dive into the integration of Al in various aspects of the audiovisual
industry including creation, production, distribution, and promotion. This is a valuable opportunity to discuss
with industry experts and legal professionals, exploring how to gear up for Al opportunities in the film industry
and contributing valuable ideas to the field.

DNF IR GRIERSAERRRERAMET  ARTREEME A1 TE - BHERZIERIMEE - WHHRE
MUZRIRGE - RIBEERITEDR  FAART—RIEE - BERRTLNRRE - ARRENEERXHNEEZ - £
M ATERERIERS

A LR - ERERNPEER IR ISHTESRNEARZSEATRERENEAST  RARIATERNRIEBITE
ROFERD - BUIERIME ~ RUE « BTAIMEESENS - W E SRS RRTESRNMERZTZA L TR FRUMASR
TTERATERBMT AR - URTERHMEENER -

Date H# | 18.3.2025

Time B§R | 12:00-13:30

Moonlight Theatre, Hall 1,
Location 24 Hong Kong Convention and Exhibition Centre
FEEEREP O IREEEXEIR

#FILMART 2025 admission pass is required 5 & BERIEE2025 A 1555

Moderator EHA
Mr Chen Yimin | BsR%&ESE

Programme Director of Bachelor of Arts (Honours) in Film and Television
Senior Lecturer

Academy of Film

B ER BT (R BRETERRABR B ReHE




The Present and Future of Al in Filmmaking
AL BeEERREPMREERR

FILMART is introducing the “Al Hub”, a pilot programme focused on advancing Al in the entertainment
industry. It promotes Al in content creation, production, distribution, and marketing, and showcases the
pioneering applications of Al across film and entertainment production, aiming to drive innovation and
bolster creativity by leveraging Al technology.

HKBU is excited to participate in the Al Hub’s forum session, where representative will engage with industry
expert to explore the transformative role of Al in flmmaking. Attendees will engage with speakers discussing
Al's innovative applications, opportunities, and challenges, highlighting its potential to revolutionise the
industry.

ERERFREGERE TALTERY , ZHMARSEREALEREATAIE « BF - BTN HTAE
A EARTATERERRRERNERER - BUNHERI - LRARIE -

RAHNEF M A TERER Y, B5RIE  MERBRRNATERESHRFFNESMAG - 2MBERRER
3 0 EIERA TERERIRIFAER  BEEMPE - WARAEETT EPRREREELAEN -

Date HHA 20.3.2025

Time BFRS 10:45 - 11:45

Al Hub, Hall 1,
Location ith®s Hong Kong Convention and Exhibition Centre
EEAEEREPOINEEE AT SR

#FILMART 2025 admission pass is required Ei5& BRI IEE2025 A 1555

Professor Shin Dong Kim | £{SRE%i% Ms Antonia Kim

Director
Academy of Film
BABRBARE

Founder
AITONIA
AITONIA BlIZA A




ART TECH PROJECTS

ZilEHRIEE
Egj Immersive Experience ;i3\ B2E#

Future Cinema Systems:
Next-Generation Art Technologies
RRERRH : T—KEBUTHEK

Partnering with Ecole Polytechnique Fédérale de Lausanne (EPFL) in Switzerland, City University of
Hong Kong, and in collaboration with the Cameron Pace Group China and Salon Films (HK) Limited,
HKBU has launched a cutting-edge Art Tech initiative to develop “Future Cinema Systems: Next-
Generation Art Technologies” (FCS). FCS is a next-generation platform for artists and creative industries
to meet the growing demand for new interactive immersive forms of cultural and educational experience.
FCS’s technological innovations encompass fully immersive visualisation environments, interaction
design that addresses the complete human sensorium, and intelligent software apps that enable the
creation of multi-user co-evolutionary cinematic narratives. The FCS project is awarded HK$35.4 million
by the Innovation and Technology Support Programme (ITSP) under the Innovation and Technology
Commission of the HKSAR Government, the largest approved project amount in Art Tech.

RAME R LIS SRMFIE T 2R (EPFL) ~ F8HH AL - WERAEFERANEENIESE (B8 BRA
Bl 0 HEH T —IRRURAVEMTRIRET 8 - LIRS TARAREBERA | T —HEMR, (FCS) - EEFaRRE—E
EREMRNAIZEENTF —RTE  EERETENERIVITBEEINS LB REERIEX - FCSHIRIH
RAEE 7 T2IURXNARBLERE « $P2 ABBRAMRETIEENERET - LUREMRIZEZ TARBRIELERN
ERVEREEFFER - FCSIABETBRERITEIRBURRIFIFHRBIE TR MR RFIRSIBETBI(TSP) ) B5Es
35408 7T » BEETEIEREAEBSHNEMTIAR -




Earlier, the project marked the debut XL
display of a deliverable with the world’s
first 360-degree 3D interactive LED
cinema at Hong Kong International
Airport (HKIA), successfully bridging art
and technology and commercialising
innovative solutions for the industry.
Supported by Airport Authority Hong
Kong, HKBU held the “Fly Me There”
exhibition which allowed visitors to
experience a virtual cultural tour at
HKIA, immersing themselves in more
than 40 breathtaking cultural heritage
sites from eight Asian countries with
high-resolution panoramic visuals.

In collaboration with Studio Wayne McGregor, and Hong Kong Ballet, HKBU will embark on a world
tour in 2025. This innovative project will seamlessly integrate dance performance, choreography,
digital imaging, multi-modal sensing, artificial intelligence, audience interactivity, and spatialised
sound to deliver a thought-provoking and enchanting 21%-century experience. Please stay tuned.

Bal HEEXERTMARE  EEBEFHSIES) R E SN EE360E3DAELEDR - MIFESEM
BRI R LICRIF A S S £ - EEBHSEERNIFT - BXETT THEREM . RE - EHE5
DESEE—EREX b2k - USBEENZRIEE - TURIME ) EZEMNE R L am40fE BRI

B -

JRAEAStudio Wayne McGregorfl&EAEEEBEG1E - 112025 FRAZHKERE - SEAIFRAIEBASEE
MAEERE  IRE BTG - ZIEERE - ATEEE BREEMZHEN > BME—EZAFEA5A
ABAH —tHACREER o SUEEHATS o

Project-in-Charge IEE & & A

“Fly Me There” Video
TBRERM . ¥

Professor Jeffrey Shaw | BRERZIS

Chair Professor
Academy of Visual Arts
TRBEMEA IR




Reviving Classics with Augmented Reality
IBIREIE EREH

“VotR.AR” is an Augmented Reality interactive
installation where viewers can enter Leonardo
da Vinci’s famous painting “Virgin of the Rocks”
and physically walk around and explore its
evocative cavern of rocks and plants. Using
handheld tablets that are optically tracked,
viewers step behind the painting’s foreground
figures into a virtual space in which the life-
size cavern is digitally modelled in 3D, with its
spectacular rocks, flora and distant landscape
just as Leonardo painted it.

Created by Professor Jeffrey Shaw, Director of
the HKBU Visualization Research Centre, and
Professor Sarah Kenderdine (EPFL Switzerland and HKBU), this unique Art Tech installation provides
audiences with a groundbreaking and interactive way of experiencing such masterpieces of art history.

The technology behind “VotR.AR” is also able to recreate iconic sets and scenes from the movies.
By leveraging its digital augmented reality and 3D modelling, viewers can step into beloved cinematic
moments and explore them as if they were physically present in the film’'s world. The innovative
technology opens up new dimensions for storytelling and audience engagement, blurring the boundaries
between cinematic representation, physical reality and interactive art.

{VotR AR) BE—ERIEBIREENIRE - BIRAILEAEXAZER
B (ERER)  REEBHALRBFHEFTHERIEYLLEN -
BRARFRAANEEMINAERN TARER - Fr LisaEFal
FAY - EA—EERZERD - ZEEPRAUETYMA/NN=4ER
NBOEEE - BR T EXAMEAHRES « BYTEERE -

EEEHNEMNHREERRARBLRE RO BERSRAUR
FSarah Kenderdine#i% (LR RMMBETBRMEER T
AB) L£RAAIE  BEREMHT —ERAMNIIRXRAETTE
HBEERE (F AT RREIE o

{VotR AR} E# il th BEIE BR PIZESI TR R ERRAT - 2@
FIBIREEIRMIDER - BRAILEANOENERTL - HHS
PREUEMIRREZ R - BIRAFHRNASHNENBREE
BFEITHEHEE B TEXER « MIER TR HEMN BN
FRBR o

Project-in-Charge IEE & & A

Professor Jeffrey Shaw | ZRERHIS Professor Sarah Kenderdine | Sarah Kenderdine {}%
Chair Professor Visiting Professor
Academy of Visual Arts Department of Computer Science

TR BRI EERUR STERBSREENR
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Creating New Universes with Virtual Reality
ERER BHFH

The Building

Partly inspired by Stanistaw Lem’s novel “Memoirs
Found in a Bathtub”, this VR experience takes the
viewer through the corridors and rooms in an office
building with scenarios that become progressively
absurd. The project was supported by a project grant

from the Hong Kong Arts Development Council. .
- r

SRR/ ERIER BB RHT Bk - 8RR & (Memoirs Found in a Bathtub) FrESES @ ESIRE (FMEE
BEHENBZRRABMERZE  BRIHESTEINGS - LWBEBREFAEMREREL

Project-in-Charge IHE & & A
Mr Ka Ho Albert Yu | REB5%SE

Programme Director of BComm (Hons) in Game Design and Animation
Senior Lecturer

Department of Interactive Media

{IRBRT(RE) - BRI EEERETER
LS BN e

Fusion VR: Bridging Worlds

This VR game lets the player wander through
mountains and rivers housed inside a gigantic
museum filled with mini games inspired by the
folklore and food culture of Hong Kong and the United
Kingdom. The project was developed by students
from the Department of Interactive Media at HKBU in
collaboration with students from Teesside University
(UK) over the summer of 2023. This project was
showcased at the ANIMEX International Festival of
Animation, VFX and Games in the UK, an annual event for promoting the art of animation and computer
games development.

LEEHRE S PNE N EMEANRANES UMATR - IRETEPEERBZE  ELESR(REE MR
FAMBEIUTREBMNEENRBER - RERERAZHFERRREEEEAZNREMN2023FEXREG
{ESERL © fufIEI(EGRIFARANIMEXEIRFEN S « IR BRMAEEEEE LRT - SERFE IR STHEDER
MBI BE -

Advisor R
Mr Ka Ho Albert Yu | RERE%E

Programme Director of BComm (Hons) in Game Design and Animation
Senior Lecturer

Department of Interactive Media

EIRRR () - BEERGHEE B EREE AR
EE)IRBE RS R




W] Artificial Intelligence A TE8E

,iﬁg% e

Al Motion Acting Agent and Real-time Visualisation
AIBNERIEERERRE TR IR

The Motion Acting Agent (MAA) is an Al-driven system for adaptive and expressive motion generation,
integrating multimodal context understanding, intuitive user guidance, and a physics engine to achieve
context-aware motion synthesis across diverse physical and creative settings. The conditional generative
model and real-time visualisation engine establish a creation loop, enabling interactive animation, virtual
production, and immersive storytelling.

EIERFE RS (MAA) E—EAIBRE B BURRAE NN B EMEIFE MR - MO SIRAERIRIENE - HH5 800
WIEEIZE - MAARESIARIET RIVIRIRIBERAIRE TR F O AL o B p A BV ER RIS AT TR L 51 ZE B A RITE R
BEIR - SENERUF - ERRERIURANE TR EEMEAFEIENT -

M Professor Chen Jie | FRZASHI%

Assistant Professor
Department of Computer Science

STERM S REHR
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DigitalGuardian
Al-driven Digital Intellectual Property Protection
AIBEERRIE (R 8

DigitalGuardian is a revolutionary solution designed to safeguard the intellectual property of digital
creators in today’s increasingly complex digital landscape. By embedding imperceptible markers into
digital assets, it ensures that ownership rights are preserved with unparalleled precision and resilience.
This innovative approach not only deters unauthorised use but also preserves the integrity and quality of
content as it transitions across platforms and applications.

From immersive virtual environments to cutting-edge augmented reality experiences, DigitalGuardian
sets a new benchmark for security and accountability in digital innovation. By empowering creators with
peace of mind, DigitalGuardian paves the way for a future where creativity thrives without compromise.

DigitalGuardian@—IRE @ 4RI E » S1EMN AREHVEISLERESD - BRFERHERENEIERIERE - 2
BEHBEEPRARRL - TLUER RO ME IR EMRIE - BIRAFRMTERRBALERE
RIEREA - ERATEETE « BEANEREPHEHELINTRERAE -

HARXERERSRINHNREEIRE AT "'_@w_m”m

B DigitalGuardianETEE T BRI RE g ] 1t =
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N ,_9,,_ ~E f’a}f:;f‘é?’—*_ AR '-‘1;'—'
“From One to Infinity+” W e

Automatic 3D Content Generation
BE)L3IDABTER

Unlock Infinite Possibilities: The Ultimate Automatic Pipeline for 3D Content Generation. Imagine bringing
your ideas to life in stunning 3D, effortlessly. “From One to Infinity+” is your ultimate creative partner,
transforming concepts into high-fidelity 3D assets with unparalleled speed and precision. Whether you're
a game developer, animator, or product designer, our automated pipeline lets you focus on your vision.

JERLEERR  SEEA(GLLAYSDARER BEMLFFE o 2818 —F » "From One to Infinity+ ; 2IEREAAIAIZESR » LL
EA LR RENEEE - BENESELATRBNIDEE - BRE2NEMEE  BEMEEERLEE
KM BEE AR R SN AL EENE—EHIEES -

Generate 3D Object from Single Image

Project-in-Charge EH&EA —m

L7 Professor Wan Renjie | B AZHIE
Assistant Professor
Department of Computer Science

[ SRR RBIRHIR
Single Image Input Generated Output r J




Creating New Hits with Al Generated Music Video
AT EEe T RIS LR

The music video, “Book of Love”, was commissioned by a local music group “Fan Hung A”. In an alternate
universe, a man said to a woman, “If there’s a time machine, would you travel with me to 2046?” The
whole video was created using generative Al. Original photographs taken by the director’s father from
the 70s through to the 90s were used as inputs to guide the generation process.

(O ER) B AHEERR " HHTA

RRENENTLHRE EFTFH
o BFHTFHR TR E N
B REEERE B EE20467 12
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LFRT0BI0ERIABAEF 1EEE
AZEMBRR o

“Book of Love” Music Video Project-in-Charge JEE & & A
(LRETEE) T8 Mr Ka Ho Albert Yu | SEB&4E

Programme Director of BComm (Hons) in Game Design and Animation

Senior Lecturer

Department of Interactive Media

{HIRRR(RE) - HERHRE BT ERE LR
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() HKBU Art Tech Startups 2 AEiliF H418IAT

HKBU drives the transfer of Art Tech research endeavours through RAZFAENZERXNWEMBHR
entrepreneurship and various forms of knowledge transfer. Our incubation MR - HMZBIEEAME -
initiatives plus investor and strategic partner networks will bring ample TREERERAEREREE AR
opportunities to our artists, innovators and startup companies. We KHEMR - BIFFBEFBI AR R
facilitate and support different facets throughout their entrepreneurial LERE - WA AIZERZA = ER
journeys to foster success. AR fitima -

BAM Limited

Founders BISAA

Professor Johnny Poon | iBBB{&#i8

Associate Vice-President
(Interdisciplinary Research)

Professor Edmond Tsang | &ZEx#i8

Associate Professor of Practice
Programme Director of BMus (Hons) in Creative Industries

Founding Dean of the School of Creative Arts Academy of Music
BRI REEBHAR) FLBGELEEBRIHIRR
RIBEMBRRIRRR RIBEZSRBL (48) BRI

Revolutionising Music Composition Workflow through Al Music Production

BAM Limited aspires to establish an innovative music production marketplace centred on Al services, focusing on
Cantonese vocal cloning through the “SoftVC VITS Singing Voice Conversion model”. With a focus on Cantonese
singing, the model captures emotions and key musical features, hence understanding and generating music.

BAM provides services by offering Al vocals to tickle problems of the industry, for instance, insufficient demo singers
and artist management services. BAM also caters to the individual creative needs of customers by offering personalised
music solutions. By bringing such innovation to the industry, BAM aims to disrupt the existing music industry and create
a new market space.

AT BN ESTLENE

BAM LimitedZX 1 #82L —ELAIRFE B ORIBI S LRET R - YHIEREEE "SoftVC VITSHEEIRIETR | 1
TEERLEIHR - BAMAHRDFHEEIERING - EFRMERAEIHIL SRR T R4S BMLAAT - Mm%
ﬁyséll* °

BAMIZHEAIBR TS B IE AL N B R R DU FERIRAS A B E £ MR8 - FRF - BAMREEA LN S LB ETFNEARE
TR BEERRAF  GREBEEZEN  WERSHAIAHZER o



Immersive Unlimited Limited

Interactive & Immersive Experiences with Innovative
and Transdisciplinary Technologies

Immersive Unlimited Limited (iU) leverages the narrative
power of new media technology to explore its creative use
in the fields of expanded cinema, virtual and augmented
reality, 360-degree 3D visualisation environments, navigable
cinematic systems, and interactive narrative.

iU focuses on the four core business segments: immersive
experiences, innovative technology development, content
creation and application licensing. The target market includes
cultural institutions, museums and archives, the creative
industries and entertainment sector, tourism, education,
scientific visualisation and industrial simulation, as well as
brands and companies looking for creative ways to promote
the experience of their products or services.

BT BV R AV E 8 & LR TUREER

Immersive Unlimited Limited (iU) F| TS8R ENE » 3
EIERER - EREBEEE IR ARERE SHEXR
BRI EENNEZAFER -

URIPE A0 E TS SIS A LR TVRERR  BITRAIEI S « RBARMER
il - ARBETISEELEE « B9 - XEE - BlE
FIRBEEE - IR  HER IR LHNBRRIEBEEEFERM -
DRMESKEFTIE  RIFSERRRIBERNDEMEZE -

Founder B34 A

Professor Jeffrey Shaw | BRERHIS

Chair Professor
Academy of Visual Arts
TRE BRI R




Lumos Arts and Technology Limited
ERBEHERERAS

Al-driven Solutions for Visual Storytelling

Lumos Arts and Technology is a pioneer in the field of Artificial
Intelligence Generative Content (AIGC), offering groundbreaking Al-
driven solutions for vision and motion content generation. The company
provides cost-effective solutions for high-quality 3D modeling and
motion capture (MOSCATO) that rival professional studio equipment.

Utilising Lumos’ advanced technology, users can effortlessly craft
and manipulate the appearance (BUVATAR) and actions (MotionGPT)
of virtual avatars through intuitive natural language scripts and visual
prompts. The company’s cross-modal visual content generation
solution (Lumino) weaves engaging visual narratives for a variety of
live performance scenarios, including concerts, operas, and interactive
art installations.

AI%’J ﬁaTEFj'ﬂ$ﬂ-ﬂwi7‘3—*

FREMPHRBRARDBNMATEEANNTERRIGNFEREAR - 12
HERBLENATRBHNEERBERBFARTE - FizhSEEN3DEEN
EENHEE (MOSCATO) 12 AT B E 2 TAFE R R RS B AR E -

FIFREAIFRHEA - P aER L B RS BIANTREB RS © St a ez
HIRE LS A9 (BUVATAR) FI1T/A (MotionGPT) & ERRIIEIZAETR B A
«’@Eﬁiﬂ#&&?‘j‘?(mmmo)Eﬁ%?ﬁiﬁtﬁi/ﬁIiiﬁ%ﬁﬁgl)\kﬂﬁﬂﬁﬁ HE 8
BE%E REMESHEMEE -

Founder BIfEA

Professor Chen Jie | BASHIE

Assistant Professor
Department of Computer Science

ETEEBISRIIRHR




Minotaur Pictures Limited
KEEMEEERAR

Integration of Cinema, Music, Machine Learning and
Laser Design to Revolutionise Performing Arts

Minotaur Pictures Limited serves as the promotional and further
research & development vehicle for “The Once and Future”
project, a groundbreaking Art Tech project created through a
partnership between HKBU, the Leisure and Cultural Services
Department, Arts House Limited Singapore, and the Singapore
National Arts Council.

The work integrates cinema, music, machine learning, and
laser design that also recouped initial investment cost by its
first performance, proving that cultural projects with blue-
chip international partners can be not only ambitious but
also profitable. The performance will be rerun with refined
technology and will create digital spin-offs with extensions of
the technology into video games and interactive media.

wmawE TR - BB ERBR UERREEN

KEMHGHRARZEMARIAER " RAMER, HENHER
MEER - EIRERTERTAR RERX(LEHRE  BMLR
FFIEEREMESENOAERR

DRMINGEC T - B - WP B ERPOHRE  UREISRH
EEEUW S THE - ;JEIIEE T XLEBREFEBRAENS
{6 TEALEAREHEERE - RERELFE - LWEEKE
RN - WHEBEANLISGERAMT - LB R EFEMEAEENRETE
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Founder B4 A

Pr Eugene A

Birman | EEHEHIE

Acting Director and Associate Professor
Academy of Music
FLBRRIHIRR BN



Space and Place Limited

Founders BISAA
Professor Pat Wong | E&xifi3ig Professor Kachi Chan | BZRE#ig
Assistant Professor v Assistant Professor
Academy of Visual Arts Academy of Visual Arts
TRBEMRENRAIR TRBEMTRERHIR

Ol
Empowering Heritage with 3D Reconstruction and XR Tech

Space and Place Limited is an art and cultural tech startup with a mission to safeguard and invigorate cultural
heritage through best-in-class 3D scanning technologies and interactive storytelling mediums. The company
creates digital replicas of cultural artifacts and environments, making them accessible and engaging for a
modern audience. Its core technology leverages Gaussian Splatting for efficient and high-quality 3D point
cloud processing, offering a cost-effective alternative to traditional LIDAR scanning.

With a strong current focus on community-driven projects, Space and Place stands at the intersection of heritage
conservation and the digital future, poised to become an essential partner for cultural institutions and developers.

L3R i BN EHRERE R XLEE

Space and Place Limited 2 —FHZfAIXLRIAIAIRE - EEURIBRMSDFHEAIMIM LB ERIEREFLXIL
EE o ARRRET LS MIRBRBISIRA - EMHREHRNORS 1 - ERORMFAEIRERZETSHE
SEERSDEERIE - BT —EIRERLIDARGEMM S M A MR E AR -

Space and Place Limited {iZ 2 {LRBEMBIERKAIZERS - BoINitEEEIRE - WM A CHEENGESE
BENERSMERHE -




MOTION
EXPERT

Motion Expert HK Limited

Generative Al Creative Producer, as One-stop Solution for
Cutting-edge Al Movie Production

Motion Expert HK Limited transcends conventional film production
by leveraging generative Al technology. The company’s Generative Al
Creative Producer (Genai CP) strives to address industry challenges
such as creativity block and burn out, budget constraints, schedule
management and the absence of a systematic dissemination of
knowledge and experience.

With valuable input from renowned practitioners, Motion Expert HK
Limited programmes its very own Genai CP in a wide array of aspects
spanning directing, script writing, producing & shooting, art & design,
editing & computer graphics. To empower aspiring filmmakers, the
company provides service covering creative content creations, tech-
driven publishing, production management and patent & licensing.
Standing at the forefront of nurturing talents, the company is also a

credible learning platform by democratising access to film education. Founder RItAA
ERRATBEAEREA - —RRHBA TSR ERRERRAE 9‘

Motion Expert HK Limited M4zl A TERERMEREEMER RUE - ATH
ERRNATERERIBERA A Genai CPHNEHEIERIENMATE « TR -
EEBRLRRZ R EA ST R -

Mr Norman Chan | BRZ A%

BB TR S AERACE © B AN Genal CP,  EEREEY Guest Toaching Felow
SUEEIIEEIEENE « BIAAIME « BLEELIAE « SRET  HENSEES - Academy of i
ARMEISRENTEIE - HITEmET - SUESIBLUREFBRE - fas BRI R D

BHUBBFAETERAT © Motion Expert HK Limited TEISEREBH AL
BORIAR » PR to R — B REEHE RS ETA -
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Hydroverse Company Limited
FBHRERAS

Empowering Wellbeing with Cutting-Edge Hydrotherapy
and Sustainable Living

Hydroverse Company Limited is a dynamic startup focused on
revolutionising the future of immersive wellbeing using the healing
power of H20 while implementing sustainable use of natural
resources. The company specialises in developing innovative and
accessible solutions that enhance independence, convenience,
and well-being, such as smart water misting shower systems and
automatic hair washing systems with voice-controlled interfaces.

Committed to inclusive design, Hydroverse’s products cater to
individuals with mobility limitations and special needs, providing
a spa-like experience. The company is also exploring the
development of hydrotherapy products that offer therapeutic
benefits and promote relaxation.

KmBIRKERM - M FRRERE LT

ERRERARZR—RARENNDNEIATE - BAORFIAKNAER

N EERBAERAHENBRRRE - FRSER RIS ERE
& o BPIBEA AR « REMBERTIE - DUZIREIIE « R
il - ERRIIBEEBABNARGRFETIRGINANEN B E
/i%%lﬂ.°

ERRARARMREAMHRRE > BEARMANERTURETRS
BBIFHRANTER - BAXRIEMIREKRAVEEE - L)) - ATTFRER
RERKRES  BEFRMGRING  (BES DRYEE -
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Professor Anna Qin | SBREXIE

Assistant Dean (Teaching and Learning)

RBEMIREAIRHIR R
BIBEMSRNER R (RS




Domain Technology Limited
ZEHKABRAF
Safeguarding and Shaping Applications of AIGC

Domain Technology Limited is a startup focused on improving the governance
of Artificial Intelligence Generated Content (AIGC). The company develops
innovative solutions to tackle challenges such as misinformation, bias, and
misuse, ensuring Al technologies are used ethically and responsibly. By
creating tools for monitoring and regulating AIGC, Domain Technology
assists organisations and governments in maintaining transparency
and accountability.

The company fosters collaborations among policymakers, industry
leaders, and the public to promote the establishment of global standards
and best practices for AIGC governance. Additionally, it places a strong
emphasis on education and public awareness, offering resources that
help users understand and navigate the complexities of AIGC responsibly.
Through its initiatives, Domain Technology strives to balance innovation
with ethical considerations, ensuring AIGC contributes positively to
society while minimising potential risks.

RS AT ERERATIER

ZEMBRERARE-RBINEAALEEERAR (AIGC) AEAITRIA
Bl - ARRBANREALE - LEHEREN « REAMERFRE - BEA
TERERMNERFAERTAREER - ZSFHRBIE T ANEEREREE
AIGCHITH - #hBh B EMBUTHSE N EREN R S -

EREBEBRHTEE ERAMEBLRNEF > SSHEHHEIZREN
AIGCRIZZREREEE - ItHh - ARNTERUBMNRALARBH - RHE
REBN R FIRAER ZE Y A TEREERABTNEM - @EELSN - AR
HOERFERERE 8 MG TE - MRAIGCAIL GRS - RS
PEEBEER o

Founder B34 A

e

f -1

Professor Wan Renjie | B AZZIS

Assistant Professor
Department of Computer Science
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ADVAMCING CIHEMATIC
EDUCATION WITH
INMNOVATIVE
TECHMOLOGY

HENELZHE EARFEF

Glorious Past and Dynamic Present of the Academy of Film
BAERRRRLME FEE2E

The Academy of Film (AF) at HKBU stands as a beacon of cinematic excellence, celebrating its
glorious past and dynamic present. With a legacy of prestigious award-winning achievements,
AF’s talented alumni, dedicated faculty, and ambitious students have left an indelible mark in the
history of Hong Kong'’s film culture and industry. They have garnered top honours at illustrious
international film festivals such as the Golden Horse Awards, Pusan International Film Festival,
and Venice Film Festival. The academy has nurtured visionary filmmakers such as Felix Chong
Man-Keung, Herman Yau Lai To, Lawrence Cheng, Poon Hang Sang, Steve Chan, Oliver Chan,
Norris Wong and Rachel Leung, who have become prominent figures in the industry. Embodying
a rich heritage and a vibrant future, AF continues to inspire and open the new horizons of cinema.

REAERZMN (B 2REREMNRE - HERENERNRRENNIRE - Bl EFHBN
R&E - P EMBEMEEREL LRETERRE  0F2RE 2 LERSREHNECH
EXHSERIRREH AR - TEBEY X LEEELRPE TRIRENE - BREE T EN
HEXCEE  BRTEIE © BOAH BRI - BRASE  RVVE - ERMARESSEREHAY - Bk
BARREER - SSEEABMARERAIRNE o
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Nomination List of the 43 Hong Kong Film Awards
BRETESERRRERE

Congratulations to the following HKBU academic, teaching staff and alumni for
being nominated for Hong Kong Film Awards this year:
REUTEAYHE  BEAMRLEEAERGERES

Amy Chin
F2E

Alumna &

Chan Hing Kai
PR

Guest Lecturer Z /&R

Cheung Yiu Ho, Wave
RIS

Guest Lecturer Z &R

Chung Suet Ying

Alumna &

Ho Ying Ngai, Daniel
OES 4

Alumnus %

Rachel Leung
RIS

Alumna &

Wong Sau Ping, Adam
=EFE
Associate Professor of Practice %% fEFREIZIE

Film 8§

Papa
(EE)

Love Lies

(FHEAAFHHE)

The Moon Thieves

(ZRE)

The Way We Talk
(ERSKEEHR)

An Abandoned Team
(1SEESEED)

The Last Dance

(- 3k)

The Way We Talk
(BERSKEEH)

Award Nomination 1Z2&1EIF

- Best Film &{£E&

- Best Screenplay R1E#RE

- Best Visual Effects SRIETRER

- Best Actress RIEXZEH

- Best New Director ¥ &=8%

- Best Supporting Actress R{E XL A

- Best Film R{£E%
- Best Director {EE#
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The Future of Cinematic Education:
Leading the Way in Film Industry Evolution
KRREFHE - SIEERERE

This year, the Academy of Film (AF) will embark on an ambitious project to
upgrade its two sound stages into state-of-the-art virtual production studios.
This groundbreaking transformation will revolutionise AF’s curriculum for
both undergraduate and taught master programmes, integrating cutting-edge
technologies such as virtual production, motion capture, artificial intelligence,
virtual reality, and Al digital humans.

Additionally, AF will establish a dedicated laboratory for future cinematic
education, positioning itself as a leader in innovative film education. This bold
initiative promises to inspire and cultivate the next generation of filmmakers,
ensuring they are equipped with the skills and knowledge to excel in the ever-
evolving cinematic landscape.

S BAEXER (B BEBIES AMIRERETE - SERERZMARARTERN
ERSUETIEE - E—RMMNBENRHEENERNAR RIXRNELIRE - BERER
6~ BOYESBIE - ATEEE - BEERENAIRSH LS SRTERMMATIZREE -

ot BRI —ESFIANRRERHENERE - BEHEAMERHE REAE
Bify o E—KERESHBMEER—KEXEEA - AOPIRBETEHEENERY
PR RET H AV FRBERANGE; ©

Concept Image: Image courtesy of Shenzhen Aoto Electronics Co., Ltd.
BUE Fr: BRI BRI E F AR D BBRA IRt
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Programmes of the Academy of Film
BRRERLRRE

Master of Philosophy / Doctor of Philosophy
ERETELHIRE

I AF admits outstanding MPhil/PhD candidates interested in Cinema and Television
History, Auteur Studies; Critical Theory and Cultural Studies; Sinophone Cinema;
Gender, Identity and Sexuality; Media Industries and Platform Studies; Fans and
Audiences; Media Globalisation and Post-colonialism.

SRR LT AR EENEF S | SREATRES « (FERME - #HEREX

LA ~ FEFRER ~ 145 - SHEMEE  FRREZXETAME  BFHRERNE &
BEZ IR tiﬁi{éﬁﬁii g

Master of Arts in Producing for Film,
Television and New Media B
EiREFTIRRER K BB LRI N

This one-year full-time programme was launched in 2013. As the first-of-its-kind in Greater China, it
aims to meet the demand for professionals with high language proficiency and in-depth knowledge of
the film, television, and new media production process. The programme cultivates students’ creativity,
independent thinking, and operational skills.

Graduates are prepared for management roles in contracting, producing, promotion, distribution,
marketing, and exhibition within the film, television, and new media industries in Hong Kong, Greater
China, and globally. The programme is sponsored by the University Grants Committee’s Targeted
Taught Postgraduate Programmes Fellowships Scheme, which supports local students in pursuing
further studies in key areas for Hong Kong’s development.

ARIZN2013E RN - E—FHIAE BRUERMELRIE - AREEATEMEEELLFRE - 5
EREHERSESENMAANTHRER,  SRHMERRERENEZATHFR - HEBENENS
7~ FBIALREFRIERAE -

BEEAEER AMEHEREHRNER, - SRMIMERTEDRESRE  RF - H#E - 317 - &85
MRESEEWA - AREREABHEEHZEE (UGC) M) TIEERRINIMT LR R LEE, &
B ETERSIESEBEAMBEETHELRRBFINERSREEE -

1 1)
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Master of Fine Arts in Film, Television and Digital Media
EXSRENEIREEH(BUF)ELRE

%ll This three-year, full-time programme leads to a terminal degree in creative media production.
It is the first-of-its-kind in the Greater China region. Graduates of this programme will become
media professionals with artistic sense, social responsibility, and international vision. Some of
their career goals will be producers, directors, screenwriters, and other professional areas in the
media industry. Graduates with an MFA degree are also eligible to teach at college level in certain
higher education communities.

A I NN NN NN FEE—EAH=FnEHHRE 552

y ’ El L£ESAEEREENRSSN  RIFEX

FREEHh @ B R E AR - HE - AR

o SUELIURBMITS I E - BB IR IERE

; T¥mME  LABRHEEHEETNEE

A% ; AT - BEERT Al LB FR RS IEER

LA, & - B9 BTSRRI - TEEAR
(EREERRR

Bachelor of Arts (Honours) in Film and Television
BERERNE L (B8 2MRE

The programme equips students with the knowledge and skills for careers in creative industries such ||£
as film, television, and commercial audio-visual production. It also provides theoretical training in
cinematic arts. We offer two options:

Professional Option: This option focuses on both professional and conceptual film education. It includes
courses in film history, production, editing, scriptwriting, and directing, aiming to nurture well-rounded
filmmakers. Students can also choose from a variety of electives to tailor their education to their interests.

Liberal Studies Option: This option emphasises whole-person development, integrating a broad-based
education with film studies.

ARMNBNBERRRSER T - BERAMIRIRRETEENREERME - WiRHEREMN
BOREEREEEN © FESRERE R TURAONRELRAT o IR AAIEREIR

FEER | SENMARERBENEEFTREI
R o BIEEREMAEHUMNERSUEAN - BE
HERRBRE  SUE B - BIARSREE
£8B - FARTMEHSRAERERE - BRER
B CROBEEETTEEE

BHEIE  EERENZARE  BEEZH

= =51=
B HEIMR o

Bachelor of Fine Arts (Honours) in Acting for Global Screen
RERERERBITER L (B8 BRE

%ﬂ It is a unique, international, interdisciplinary state-of-the-art Bachelor of Fine Arts programme in acting,
which combines acting training and performance studies, technology understanding and contemporary
cultural reflection in its curriculum. It aims to be the most competitive undergraduate programme in acting
performance, with cross-cultural and global enrichments that meet the needs of stage acting, acting with
media technology and acting for screen in film industries for both local and non-local students.

AEE—EEY © Bt EBSRRNREEMB LT BURE - REABHES T RRREAREMNE « BiIem
DRERERE - RIEEEMAREHRFINHNRAEMARIZRE - BEEXLRER(LABEREE - LURE
K RIEAMBEFELRRE  EEBRRERYRRERLNFTK
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Programme of Department of Interactive Media
EXEEIRERRE

m Bachelor of Communication (Hons)
in Game Design and Animation
EEBL+(RE) - BERHESHEEE

This major prepares students for an expanding media landscape of game design and computer animation. The
holistic learning experience will equip students for a wide range of career opportunities in digital entertainment,
arts and culture, as well as to prepare them for more advanced study. The curriculum comprises fundamental
courses in game design and animation; from drawing and animating for storytelling to coding, programming and
mathematical concepts, as well as social and historical studies of game design and animation.

L EER IR TR R A IR B ASE B TETRRAVIZRE A T 250 o E2EAVB BIEEIS R BBEEHIER
£« B LRSRSREZI RS - WARSKNSBHITER - REEmERREI B BNERRRE A
SMHEBENE NSRS  BXRENBBET  DREEHRA MBI BT MELRZ o

Transdisciplinary Undergraduate Programmes
B2EAHRE

Bachelor of Arts (Honours) in Business Administration &g‘
(Global Entertainment)
THEENS T (RE)(2HRL)RE

This programme aims to nurture collaborative and impactful business leaders who are well-versed in both
creative industries and entertainment business. It adopts a highly flexible structure and takes students
through a series of transdisciplinary common core courses and knowledge specific common core courses
in the first two years and allows students the flexibility and free options to explore the range of theory and
research across the disciplines of arts and business in the senior years. Students will have an option to study
elective courses related to content development, finance, marketing, administration, circulation, audience
development, public engagement, education, curation and beyond.

ARHNBERBNBIBRIREET  FRERBENEZENNEBESM - RERERE  amEARERE—
RINBEMFIGERHAZOREE - ARG TREERRNEEE - T8 FHR A URRBEWEN R 7 EASEISHY
HMB  RRTRIERAE - BERAHEEERARERSE « £/ TIHEH 7B 817 BRIEE - AR
2 YE - KRERE -

&%‘ Bachelor of Arts and Science (Honours)
in Arts and Technology
BiliREHEIES T (28)F1E

The arts and culture sector and creative industries have seen rapid development in Hong Kong and
the Mainland. There is a need for art specialists who can fill the present and future positions and push
for the future forms of arts and culture and creative industries. This programme will educate students
who are well-versed not only in arts and culture but also in technology. The programme will be open
to students from all academic backgrounds. It targets at tech-savvy students who wish to pursue a
career in applying technologies in the creative industries and arts and culture sector.

HEARAMNEM LA RAREEBZREIGE - HEEMBEER R RBMAUNEMET FRAmE
R WHENEAMLERRIBEERARLIAE - SRIZSEREFRABMIUEAHERIRRRNRL - HAT
AEMEROBPERY - FEGHHNRERTEE - A2ERAIREXREMLEEPERRE I
BRAERAREANRE o
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HKBU Art Tech Facilities
BREMRINER

HKBU Visualization Research Centre
FRIRECIRFTHRD

(=5 =]

[=] s

HKBU Motion Capture and Visualization Laboratory
ERENMEHIRETRICERE

[EnE
o

CHRYSALIS - HKBU Art Tech Incubation Hub
CHRYSALIS - & KE{iTFHEIZE R

HKBU Jockey Club Campus of Creativity (JC?)
EAEREEAERE

0P 0!
A

HKBU Life Science Imaging Centre
BRREGHEBRERD
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OMTACT US

BT

Institute for Innovation,

Translation and Policy Research

Bl BL RBUEEMTERR

@ (852) 34118319
® itpr@hkbu.edu.hk

Knowledge Transfer Office

IR

@ (852) 34118098
® kto®@hkbu.edu.hk






