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89.1. MlRTT 9.7.1.  EIMEGHL

892. BBIA 972. B=A

89.3. THIRM%EE 9.73. HE—AFRE— AT EHE
8.10. MHHERARRISTHERBARA 98. 1B¥

8.10.1. SEAY.AZEFAITER HDRP 9.8.1. EBEM

8.102. MtBE 9.82. RS

8.10.3. jEHAAbIE 9.8.3. IBFERMAHITMH

Neiss S AT

9.1. HBERARNENERE 9.9.2. HE=|aFIE

9.11. EIEMEE 993. WMBA&&

9.12. IBEERANERE 9.10. VRIZ=RIE

9.1.3. 5 Substance Painter 3D % 9.10.1. HENIBER
92. M 9.10.2. THFEEEHM

9.2.1. HME(IBE 9.103. FE¥AE

EEAMEE

S 15 10, EISE3DITED VR ARFIEE I B EhE0m
93. 1EW 10.1. 3DITENH AR

93.1. REW 10.1.1. ENRISHAVZEEY

9.32. 1&#low poly 10.1.2. AL 2O

933. A 10.1.3. WIHE&SET

94. H—MF
94.1. BN AR RE
9.42. HEMLE
9.4.3. 1EWEIE



10.2.

10.3.

10.4.

10.5.

10.6.

10.7.

AT 3DITEN

10.2.1. RE

10.2.2. &t

10.2.3. #ERAED

el

10.3.1. MegascanElH1E
10.3.2. Agisoft Metashape®ifF
1033, BAER
BENEES

10.4.1. SHVFREX

10.4.2. EHWF

10.4.3. R
TEEIMINSE R T

10.5.1. Software Quill
10.5.2. TE

10.5.3. Brushes #IClone Tool
10.54. EVRFDIEAE
SQuill SN S

10.6.1. EVRFDIEARE
10.6.2. MEXHR

10.6.3. ABLE
Quillhmm =S

10.7.1. EVRPAYE
10.7.2. &%

10.7.3. Spawn Area JHEIREA]

10.8.

10.9.

MOQuillFIAmoldFUnreal
10.8.1. RHFEAK

10.8.2. TFArnolddhi#{THYE 4
10.8.3. RAINES
IIgstEg— 4 MVuforia
10.9.1. S AZFUnitys
10.9.2. Vuforia

10.9.3. ERBARIMEL

10.10. g = R

10.10.1. H2E&
10.10.2. ELFIE _ERIATAIME
10.10.3. FEARFBIE Z A AI1L

SFMNE 29 tech

=LA ENESUIUNFIE I =3ay:
AF TS RT WHERR
HYER = BEEE I AN AELS

B ABREIXMNE"



~

~
X MEY RS T —FARANFEI B R KA 2B BN EIRAL R
23R Re-learning,

XM EFRARMR F—EEZA/NEFRPTRA, AR =ER R ESFIE
HIRYIAN BRBBIHF RS Z—




5|31 tech

ZI Re-learning, X MNRAWF 7 EHRNLEMS
S, BIMARERHF RS X F S A EAIE
BHTEBEANBNE, CHEESFEILZHREF




tecn 32|7%

=0, TRFMEREHNER

AR ERM T I Eap BV BEN AR R BT 7% Tl IR BAREE—
PR, RFHZINEERFRHMRED R,

FITECH, IR LU S0 2] —Fh EAE R
t R EAA LRSS T

IRREN—PUEENEMNF IR, £
BNRF AP PR A BANAHIVARF




7% 33 tecn

= = — RO HRENE S
EZENRER—MEENHEF I, NEFFS, iR T 2 EE RN Er ER5ZI89
PREAURE . BT XM %, D ARBRY B KASE TIRE, M Ihiad 7 RAEMN—F,

ZHIE B — AR AR, HBRERE L7, MR IS,

B B R R e e S BRI
RE ISk, HEVS L FRT

FHRIMEBFFENREE, RIVZ—BRR ZERNFI R 1912648
ZOVERA TIDERFEMUEEICABHEM EF AR, REVEAMIBRTRESSA
B 20180, A IR0 AR R X R L B B R E AN E BT 1924, EARHILN

PRHRF— MR ERF %o

ERERRT, TUWATMIZEABPXME R TERGETREN BRI, XE—FRUTT
RSB F TR E4F BB R, IR B 2 DN ESKEA RN S RFr A BIA
iR, BAFE, IIEAIIR DARBVAR AR RE

FrEg e EEsMERES], FIWIERER

G2
ENSIEZSE i E )

PA.L|
%
/E\ B/Jlo




tecn 34|7%

Re-learning 757

TECHERME =B AT A S ETRIBI00%ELF I RARE S,
EETRPES T8I ARHEF TH,.

A TBRIFBII00% LT 5 A MBZAIRAFT: Re-learningo

20194, T 1B T R _EPRE PR
PESHEW ERFHRRERFIF SR,

FETECH, /R B — M TR IARKREEA BB RIG 7 A H TF S o X
LT FRHEFRNABI AR A Re-learningo
R R —RTh T AR RIS E RS, 20195, Ffl1pLh

HiRE T FENBEREE BFRE, MERE, WIgEW, Bir...),
S5 TERERL AT BIEIREILEC,

learning
from an
expert




35 tecn

ERNNA RS, FIFRZ—NEMENTRE, MR AL E (B, RisE
S, SICHEHRFES) . Alt, HITEXETETNE—MIE SRR XA AE AR
Fr 7B 65 h R RFENE, TEYNTE, BEF, INEL BiRE, BIEREE, KB,

B/, 52, T #iE, A, £ TESAEIUREVS T miff R8BI Fr

BEXEHEE— I SERNIMEFHITH, AEFENTSLFTRRRLT, FIYFR

N43.5%,

Re-learning RiEIRNF I EFI0E, RIE
H &, BIRE LB SENI4F, JAtHE
&, R DR b B I B EE R T A,

MEERZ MBS AIEERE, T MULENRERER, 8%, BfyidlZ,
mEAERMNFEREHANE R, R NSECHREMEFEESSFIRER
&, AR R R E A KHICIZH,

B XS I, AFTERHZIANE REMBIBFFIH, R TRENAETRSF
RERBRET I SSEMNERBRKR.



tecn 36|7%

BZARRET RFNEEME, AT WALET 70 EE:

>

4]

FIRH

PRENEF AR ERHERIZRENT RE T INZIRIZCIERY, AL, BAFNRE
=AK,

G, XERNBHN A TR, 8hE T TECHEL TIEA %. A XL, # 2 A
RHTHIER, RtESRERMH, HFEERA,

KImiRTE

BRFIHERRE =T XUERNE B,
[[% 55 SR UNRANRTNEIZ, HARKREERRBILE Do

FREFIREIRYSCRE

R RES UK RE N FR USRI R RREI M A TE T IPR AL By 2 IR SR
I RSB RS REUS AN &SP R RIS RERNBE /T,

RE(eR{ED3

RIEMXE, RSN ERENE ETECHR EME BB E, F4 R LGRS
SEREIIFT R —1.




7% |37 tecn

EHIHRR

I PR T IR N AIDEFRN RERDINFR AER EREFNERNE, o1
AT =0,

BErppliBss

TECHEIRA LB RS | AMEhSBY B IR B 2IE SR AN F, R EEE, 11
5, B, ERABSE], LERARIR.

XTATERTZEENBHREEE RORIET “WOMNBIHEG" #1S,.

MR ANFEIFM

FEREMFED, B IMEN BFHEENNES), ERHEMERITHEE I ERA
IREE XS I, 3% A LUE Bt/ it 2R A0 R SR E B ARRY.




07 ‘
I

MBI L bR T RIER ™ AR AVEEISN, 0] LIRS TECHEHR KA RY
BB A UIES.




41|39 tec’,

@ @ A SE R NIRFEFH IR

/BRFFL, TEIRTT
BT TR




tecn 40|

X MRFREREHMLEE T 1) LRTBENSEHMIIRE. FAIATECHRHRKFEMA, IERRTERRM AU FrRISHREL HB R LIERUM, =%

MERMIR I EZE R ZBIE R,
THMEEE fE, FA4REE B E U 2 TECHRHE K F & FIAE R FORER B F (L,
FL TR L
B 1L

N 121°H

te C h NPRARS BB RRFR L

HEAMBER
}QZE REXR e B R e
21"- 2612(08) 1,500 1° flihard surfaceFIRI 0@ 150
&£ (OP) g 1° BFBBNSITET 150
,,,,,,,,,,,,,,,,,,,,, S/ L, BHESR___ SIS (PR) N 1 Bl 150
IFFSES H G TR R R A 150
B311,500 1k REAIGG 150
1 sREn 150
mé&ﬁﬁi 1° Blender 150
1° FTHRERR 150
HFREE 10 MRAEHIARIE 150
10 EREHEIDITED. VR, ARFIRL IR AR 150

R ASAFRFHFM, BHF 1500108,
FreABHAR dd/mm/aaaa, 5k BEfRdd/mm/aaaa.

#E2018%6H28H, TECHR—FIRAHMBIINTNILSERBNM.

2020F7X817H

G Fme tec h RS

Tere Guevara Navarro&Z+
Tere Guevara Navarro¥Z 4 i3
533

Unique TECH Code: AFWORD23S _ techtitute.com/certificates

B R FEEZ KA TR FZIEBIREE S AN, TECH EDUCATION REUN ERHEHISRIRTS, B R EMIMIZEA.



Q
tecn »sirs

WRERAN T
W HEE

» BIES

» B 1298

» B TECH B A
» 1RER: BERHEE
» BRI AL



IRER AN
TR




