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1041 @s1anadeulmilaswu (Basic Animation)
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2. Yovuazaussaus mmama%a%mmmxﬁuﬁugm (Basic Game Storyboard)
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(A) AuuzTtun1sUsEdiy
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1. wuunage Uy
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15. ¥auLun (Range Statement)
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N/A
18. 519AIBUANTZUIUNTTUALIGN15UTEIEY (Assessment Description and Procedure)
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1. savLlgsusTIuE 1013
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Creation)
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1. mmir”imﬁumﬁmmmw
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3. ﬂmuir”imﬁuamwmgfm
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14. wiinguine@enis (Evidence Guide)
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(A) AuuzTtun1sUsEdiy
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(1) FBNsUsEAfiv
1. wuunage Uy
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15. ¥auLun (Range Statement)
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16. WnEsUssAULII (013
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. SWENUILANTIAUL 1041

. Yoviuazaussaus asnesnadeulidesny (Basic Animation)
. numunai N/A / -

. a9l ™M Uuusge O

. #115UTeR1TNIAZIHERITN (Occupational Classification)
2TNHENEBNLUUAaULLNY (@519855ANN 2 JR) wisearTntneonuuudauziny (luea 3 §f)

. ANdUNERUIBENTIAUL (Description of Unit of Competency)
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yaraTinuanssouzineuduyfianansoasinmeadeulnlunuuuy 2 ffvse 3 dAszauiiugm ludureu wilane eenisiham 2 I vieluna

A
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wazLUINITolaveUDINY

. dmsusTAUAMNA
1 2 3 4 5 6 7 8
) 0 ) ~ ) 0 ) 0

. NYUAITIN (Sector)

gufURnuaunmsesnuuudalzing gutRnumumsesnuuunmiaieul dhassassaniaiiouln 2 I (2D Animator)
dnasassanimadoulng 3 iR (3D Animator) Wsedue MNYITEI

. Foondnuazsiiaendnduiivuapaussauzianansalyla (and)

N/A
10. %ﬂﬁ’mu&ﬁﬂ%aﬂ{]iﬂtﬁﬂﬂﬁtﬁ.ﬂ’é“l‘l’a\‘i (Licensing or Regulation Related) (813)
N/A

. '] wa . .
11. aussausyaauaznamn1IsU)uaeu (Elements and Performance Criteria)

g [ wa . . =Y a
ausInuzeay (Element) nanlun1sujjunenu (Performance Criteria) ABn1sUsliu (Assessment)

10411 Tins1ennsasnImazeuln 1. S¥YanDIUDIALALULIMNTATINN AT B UL
2. uunanugiugumsaTanmiaieuln

10412 asnennedeulyy (Animate) 1,
Faihnnedeulmlansanesuasawasuuinieviselan
gURNUNtASY

2. MU Keyframe wag Inbetweening la

12. anuguaziineznaunuiidndu (Pre-requisite Skill & Knowledge)
ANukazTinwelunuNsasnmadeuln2ia wie 3 Gf
13, ﬁnwma:mw;ﬁﬂmmi (Required Skills and Knowledge)

(n) PwABINTIAUTINYY

1. Vinwynisasanmedoulsn (Animate)

2. ﬁnmms‘imiwﬁ%@ga

) mwm?aamss?mmmi

1. mmﬁlﬁmﬁ’wé’nmsﬁmaﬁwﬁu

2. mgiisaiunsdiunuasinae

3. mmiﬁmﬁ’umiﬁwmwLﬂﬁaulm

4. mmiﬁmﬁu Key frame uag In-between

14. nanguineen1s (Evidence Guide)
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o

AVIVANGAEVNTTUATIIR

wé’ngwuﬁﬁummﬁ%ﬁmum%@mzﬁwLﬁ'snﬁ'umﬁﬂizLﬁuLLﬁzmiﬁﬂﬂ%ﬂﬁzﬂauﬁwﬁ’uﬁummsﬁmiﬂﬁﬁamu (Performance Criteria)
meﬁﬂmmm%ﬁ@?@qmﬁ (Required Skill and Knowledge)
(n) néng 1Y TR (Performance Evidence)
1. lutudinnanismageun1aufun
) wé’ﬂgmmmg (Knowledge Evidence)
1. nansaeuULUUNAaeUUsTY
(A) AuuzTtun1sUsEdiy
1. Wwwiniireunmalssdiundngulnefinnsanansessesvdnguiiisies vavdnguauufReusasvdngiuaiuang
(1) FBn15UsEAfiv
1. wuunage Uy
2. WUUNARUNAULUR

15. ¥auLun (Range Statement)

YoULNBBUIETwaUATRINMIUH TR Larannwinaendus viseanun1sudug Niinansenunensvinny siudiaaiesile gunsa walulad

o o ¥ a ¥ o a A o ¥
niwenslensevefundus AN
(n) AUz

1. TunsujRnulnendavinwenslinsennisasanimndeulmiaennaesiuanesvesavedlananuilasy
warthinanadunmeadeubmluzuuuu 2 87 w3e 3 7 laefinsimua Key frame uag In-between

Afiganenanisdeanslansauifnuselangvaanuilasy
() ABBUIeTIasLBYn

1. yannsviwatiiudu (Principle of Animation) #unug vénmsastsnmadeylm (Animation)
FaRnmnnisthamianiZosduiusazuanmassnweniios vilvueadudunmiifimandeulmludnuazamiinn (Persistence of Vision)
Tnsmsasuedudulviimandoulmitaulm Ussnoumendnms 12 ve %ﬂmmsaﬂizqﬂ@?lﬁz?l,oiyﬁumivﬁLLaﬁLuﬁuLmu 2 i uax 3 77 deil

o maviAkazdn (Squash & Stretch) mnefls maviakazBavesing isluarusdniingiduadeuiionnssinig,

o MInsHThEII (Anticipation) #1884 mmsiiiatuneuntsnsesiega (Action)

o maadeulnaduaulag (Arcs) vanefs maiadouialuguesingluland azdumaedoufinuuiauiag

o MILsauaTanAIE) (Slow-in & Slot-out) vanefis SasiAnuS ez sswesTngiedoulmdduiusiung fana

o MIFATNAUSARES (Appeal) vnafs ﬂ’]iﬁ;’]d‘qv’]aﬂ Ude guﬁﬂwajéhazﬂﬂﬁﬁLﬁﬁﬁu,azLaﬂé’ﬂwajt,l,mnéwmﬂﬁu%‘u Wisliinarudseitula

o nénvesdamizuaziian (Timing) munefa msindeulmvesingasiiszaznamiemuiluiies

o MIATIIUTIa3 (Solid Drawing) vanefly MssenImaTY Viearmudnaesdu ilerissenuuummsnisindeulmitgnaes

o ENAMUALT3 (Exaggeration) wineds nsnseviviieindeulmiliiutiwesiasas evtuenasianidaornisvessasas

o mMynamyaaieuln (Straight Ahead Animation& Pose-to-Pose Action) #1884 EULLUUﬂﬁVTNmLLEJﬁLM’ﬁ'uZ Juuuv #9 (1) Straight
Ahead Animation umsuatiiumitazin wiangAunsindeuiitessssumi uag (2) Pose-to-Pose Action) unsuetumuutlyninmdn
(Key Frame) wazATIN ML (In-between) mmzﬁ"umwLﬂﬁaulmﬁduﬁmwﬁamyizﬁ

O MTHARIBITUAILALTITNG (Staging) "B
Tﬁ'msﬁwLauaLmemﬁmmuﬁﬂwmzmmdLLazmimﬁmaqﬁuaxm“l,i;pgwi”wswimaiﬁﬁ?aqa%mmﬁuﬁw“m

o 1ENN13VEMNATBS (Secondary Action) vl Mvnsiaiummandnlnglanesrnsinunienuddyainmymaman
fidunmeiifntulneuiizensnluifvesenie

o wdnnsvesmneiiles (Follow Through& Overlapping Action) el nsnsgviiiidusamnainnisnszyiman
wazauUsznevesinguiefazasitdeulmmy

2. nwwdn (Key frame) vanefis nmilaiidunmudnvasnisindeullunnazyen Imsﬁwuaumwwé’ﬂﬁﬁua&ujﬁué’ﬂwmw%avhmqmim?{au”l,m
mnidunaedeulmiidugou Swunwdnluwasrenaniiniy Wenandiumiuuanmreusaza e sinay nsUssdiunuaussousl

yuuuUssfiun gnageuamnsaimuanwrdnlaessviinzauviely nefinisassnmurdniudunisinavegludunsunisassassanin 2 i
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o

AUINANGANNTTUATIIR

v3oluna 3 U
a @ a = Py ' ' o P Y g = a a0 A N
3. pmidldNnseaaulm (In-between) mnefis MniunsnagsenanIwmedn 2 1w Weandviiuiainsiadeulmnneiliodluunazyen

Tngdnaunmniunsiedeulmiueyiusszmesgmnenmmndn 2 A wazduaumsusadinimug
Tngnsasunndndivanuisaasslavadagnanmil@uiiazain dadunsisluduneunisasiaassanin 2 Iavseluea 3 I#

& - ¥ ‘o a <A ¥ a o o wa a A o = a &
y3pavaTIumenslitandulusunsuaeuimesifielanislinsindeulmlnednludfnuianisisimue Fansuseiiumuaussausil
yuuuUssfiun gnageuamnsaduanwinitlaugarsely suisanmnseasamiduiulaglelsunsureufiuneslaesamingay aeay

dulva
16. WnEsUssAULII (013
N/A
17. goamnssusaa/naueningay (a8
N/A
18. sMeaZIduANIZUIUNTTHAZABN15USEIEU (Assessment Description and Procedure)

1. wuunage Uy
2. WUUNAERUNAULUR
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