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2025 APAi Science and Technology Innovation Competition

— AIGC Competition Rules

1. Background and Purpose

AIGC (Artificial Intelligence Generated Content) technology is
rapidly developing globally, becoming a new convergence point of
technology and art. Through AIGC technology, teenagers can create in
various modalities like images, voice, text, and videos. This competition
aims to stimulate the innovative thinking and creative abilities of young
people in the Asia—Pacific region, promote the application of AIGC
technology in education and culture, and facilitate regional exchange and
cooperation.

2. Competition Theme

“Traditional and Modern — Intangible Cultural Heritage AIGC Creation
Competition”.

Participants are required to create around this theme, exploring how
to combine traditional cultural elements with modern AIGC technology to
produce works with depth and breadth.

3. Participants

Middle and high school students from various countries in the
Asia—Pacific region and youth groups with a strong interest in AIGC
technology.

4, Competition Categories

— Creative Video Generation: Using AIGC technology to generate video
works with educational or cultural value.

— Digital Art Creation: Creating digital art works such as
illustrations and designs using AIGC technology.

5. Submission Format
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The competition accepts individual and team registrations, with a
maximum of 3 team members and 2 supervising teachers.

1) Creative photography entries should be in electronic image format
JPG or PNG, with no size limitations, RGB color mode, image resolution
of 300dpi, and upload the high—-definition original image.

2) Video generation entries should be no less than 30 seconds in length,
exported in MOV or MP4 format, recommended specifications of 1920%1080,
and post—production can involve video editing software for editing,
adding music, text, etc.

Document requirements: Description of the work should be no less than
300 words, introducing design concepts, the application of AIGC
technology in the work, the creative process, and its innovative aspects.

6. Evaluation Criteria

— Innovation: Whether the work has unique creativity and novelty. (30
points)

— Technical Application: The depth and; breadth of the work s
application of AIGC technology, skills in using tools like midjourney or
other Al image generation tools, Runway or other Al video generation tools.
(30 points)

— Aesthetic and Cultural Value: Whether the work can embody the
combination of traditional cultural elements with modern technology, the
overall aesthetic appeal and cultural value of the work. (20 points)

— Comprehensive Expression Ability (20 points).

7. Other Notes

Entries must not infringe on the copyrights or trademarks of others.

All entries will be featured on the official website and may be used

for future exhibitions or educational activities.



