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Exploration and Practice on
Comic and Animation Personnel Training Model
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Abstract: The Culture Industry Promotion Plan promulgated by the State Council prioritized the comic and
animation industry among the key categories of the national cultural industry, which provides a rare opportu-
nity to the development of comic and animation industry. Related specialists and talents are in great demand
for the comic and animation industry, while how to do personnel training is a long-term educational research
program. This paper focused on Hangzhou's local comic and animation industry, and made it clear what are
the companies' real talent requirements. It presented a lot of practical exploration on professional training
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platform construction, training goals, training content and courses setting.
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