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N/A
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Wil BAuvenyiu (William Higginbotham) dnfidnaiiaiadies Fwassinaeuiumesiludnniilamesnmaiidlea lneSennuidn wmulanesy
(Tennis for two) Wunuiiauarlyassdilvueadilisrvuluddnds uarlunameniflonuiiannludndulag wie s1anuus (Ralph H. Baer)
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Tnggnamnssuinuvesseinalneilud 2560 fmadulneseliosd 10.3 Wuauum aamnilnedioualuegy uay E-Sport
lnsuanuanlasnniigalu fyarmslenglunannuogi
597 anuaeaans lud 2017 lnefnmmsiiulaneiiodt 25% ned nefgaunuuulnsdwiiofe 17 audndu 25% vesssrnsiiomun Fannisdisanes
Newzoowuamnnniaisiiongeyd 21-35 9 fayarvesmanainulnedusglusuduil 20 veslan (Newzoo, 2018) memaiulaiinageduserameiiios
FuAnnsauayugsinieafuinunndeiu aandsdanunesnmsyaransinlafeatugsinng g3fe E-Sport waminu tnasany
Tushuaiinndusmulume
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@19LNY
a1dwiineanuuuAadriny (uwa 3 47) seu 4
8. ANYAIIYTINTILABIVDY (Related Professional Qualifications)

N/A

9. wﬁwammuzﬁwuﬂlummﬁﬂumf&w (List of All Units of Competence within this Occupational Standards)

sWEMUIEEUTTUE o

1021 as19lsioa 3 fifiguuuunsgudmiuny (Stylized Game Modeling)
1031 as9MIAIUALNSEANTUUg1Y (Basic Rigging)

1041 asanmindeulmidesny Basic Animation)

1071 Fosvuuvoyalvauysanioululeass

a

10. szAUAMAA

3

10.1 #1913 ¥1INQAEUNTINAING vy adndnesnuwuuauzinu (aiaa 3 §6) sziu 4

ANANYILYDINANTTRBUF (Characteristics of Outcomes)

yaraTiinudNvIrBHaMsSeugTiisszasrluaIntnesnuuuAausnu (suea 3 T7) sedud
5@@Lﬂuqﬂﬂaﬁﬁﬁﬂwmﬂmﬂﬁﬂﬂﬁﬁ’&lumiaaﬂLLUUﬁaU:LﬂmymiNq Tussduidosmu nisasduna 3 87 AseumaulUfsnIsAILANNTEYN
(Rigging)ﬁﬂzuﬁugm wazmsasemmAaeuln (Animate)rﬁyamyu
aunsalsanlusunsureufmesuiemaiaiinmsiivannuasuasmnsauiioasassaanumuiilafuseuvne

Fwnsansadnsruuveyalvauysauietlulyasdunule

N19189UTEAUAMIAIYITIN (Qualification Pathways)
1. AaudRveyNaNn s UNSUTHEUAMNARY ANV ITINgAaMNTIHATITA da1v Ny e1ndneeniuuRadzing (uea 3 16) sedu 4
o widusansAnwsEiulsEMAiotnsindndugs (Uia) viedisun Tuauesnuuufasviefiieives wie
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2. yiazanunsUssliuiarlaiun1susesmandindn aundvidwnalulagansaune uaznisdeasuasAdvianeumun a1ving
a1@nineenuwuuAaUsiny (liaa 3 17) seeu 4

o HUNAMMSUSTRUANTUITEANTTa UL YR TIN N onwUUAaULIAN (Game Artist) SEAU 4 91U 4 NI

Tunsdlneengnisdesusewnasguednlndulumuaiiodmiugusunsusadiundenlewmnideu

s ¢ N CY ul =
viananusmmsmaa’nqu?iawiaemmg'luaww
N/A

nquyAnaluadw (Target Group)

gUfURnuAuNseenuuLAaUzing yUiRnuaunsesnuuuniadiouln 1wu @519a53ANMLLIAA (Concept Artist) Tinasassann 3 §@

infinsansegn (Rigger) nasiassanimiafoulns 3 T# (3D Animator) wseduq MAeIves

NUILFNTIOUE (MUBANTTOUSTINUAYDIAUAIVIINL)

1021 a@5slaaa 3 ﬁagmmumgaué’m%’mﬂm (Stylized Game Modeling)
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1031 @519n5AUANNSERNTUNUgIU (Basic Rigging)
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1041 @s1anadeulmilaswu (Basic Animation)

1071 dnszuuveyavauysaniiotlulyas

ANTILNURSLEASUIT
1. MITIUEAIRUTA 1

Usenelles s 19/04/2563

71979 1 : FUNCTIONAL MAP ugnd KEY PURPOSE , KEY ROLES , KEY FUNCTION

AYINYIVINEVEN unummEn wundivdn
Key Purpose Key Roles Key Function
A1a5UNY Vi YLETRE Vi YLETRE
ﬂ’@umF“i’namwmamﬂmﬂﬂumﬁmmiwmﬂﬁm 10 ﬂﬁﬁamuﬁmaamwuﬁaﬂsmm (Game Artist) | |102 ﬂﬁﬁ’amuﬁmimma 3 fiRdmTuinu (3D
wsnuvstusanduiiveniuluszduana Modeler)
103 ﬂﬁﬁaamﬁwu‘%ﬂﬁqém%’umm (Game Rigging)
104 |[UftRnumunsassassanmadoulmdmy
uina (Game Animator)
107 1Jﬁﬁ"@muﬁwumﬁmzw%@gaém%Lﬂm

(Export to Game Engine )

fesune msrsnudawansniduunulsilyinsgvmmniaudeularunfindn (Key Function)
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2. MTIULERUIT 1 (AD)

Usemely o 19/04/2563

1919 2 : FUNCTIONAL MAP uweng KEY FUNCTION , UNIT OF COMPETENCE , ELEMENT OF COMPETENCE

v o
nummuan

Key Function

NUYEAUITIOUS

Unit of Competence

NUYEUIIOUSYDY

Element of Competence

i GULETRE 98 A1a5UNY i A1a5UNY
102 |UftRnumuluea 3 Sidwsung (60 | {1021 |asluea 3 ffguuuumsgqudmuing 10211 |as13luinauuy Low Polygon dvuiny
Modeler) (Stylized Gamne Modeling) 10212 |asvassreandonasuulunadmiuing
(Game Texturing)
103 Uﬁﬁﬁmwﬁ?u%ﬁaéw%mu (Game 1031 a';mmimuamsz@ﬂ%uﬁugm (Basic 10311 am‘?dﬂszaﬂiﬁﬁuiuL@amiﬂumu(Rigging)
Rigging) Rigging) 10312 [Andansegnunndvlinadmivlalung (Skinning
and Binding)
106 [UjtRnuaunisassassanmadouln| (1041 [assawedoulvadesnu (Basic 10411 [hipsrgvimsaranmmadonln
dmiuny (Game Animator) Animation) 10412 |asranmadouly (Animate)
107 ‘Uﬁﬁﬁmwﬁyﬂumﬁmszwg’a;&aﬁw%Lﬂ 1071 '«j"mzUusgaasamamgizﬁﬁaﬂﬂiﬂ%ﬁq 10711 |[fmuanisdnmisiua
3 (Export to Game Engine ) 10712 |awonlnaluds Game Engine
AadunY

ATUNUE AR (e) WulkudsAlaiinssuruninundeannlanunfivdn (Key Function) wislula vulsaussaus (Unit of Competence)

hazrUILaENIIaUL ey (Element of Competence)
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. SaMNBANTIOUE 1021

. Yovunwaussaue asalna 3 ffsuuuunsgud Mg (Stylized Game Modeling)
. mumuaded N/A /-

. a9l ™M Uuusge O

. #115UTeR1TNIAZIHERITN (Occupational Classification)
oTntneanuuuAaUzinu (uwa 3 95)
. ANdUNERUIBENTIAUL (Description of Unit of Competency)

a =g ¥ o Y aa < o ¥ < =
yaraTiuaussouzinouduyiianansoasidlieg 3 SRlugUnuunIsnuLuU Low Polygon dmiuiny uazassassasisazidenasuuluma 3
firdwiuinula (Game Texturing) MdluauvasuSuunaiseladivdazas uaznmsimuaaiuiilwitlunalaogngnaes AuAIMsWLIAR (Concept

Image) wiselanefilasu

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

8. nzj:um%w (Sector)

HufURnuaunmsesnuuudadzing dnassassanin 3 34 dnasassanmiaieulnd 3 3R (3D Animator) vi3edue MAgIves

9. Y1 TINLATINaRN TN UNVULBaNssaus a1 salyla (a1d)

N/A

10. varinuavzangszilsuiliiedvas (Licensing or Regulation Related) (a13i)

N/A

' < wa . .
11. aussausyaauaznamn1sU)uaeu (Elements and Performance Criteria)

dussauzeae (Element)

2 ey .. .
nanlun1sujjuneu (Performance Criteria)

35n15Us2U (Assessment)

10211 @54lumanuy Low Polygon d@usuinu

1. AATITRAMNILLBLULUIAR
2. davilaea 3 fRluny wuu Low Polygon
lansstunnsaiAnng vselaneflasu

10212 @sassasvazesnasuulunadusuinu

(Game Texturing)

1. Yuumaieladasuulinadmiuiny (Stylized
Game Texture Painting)

2. MvuaanuRI T ulea

12. ﬂ'rmgl,l,azﬁnwfiauwmﬁﬁ’lLﬂu (Pre-requisite Skill & Knowledge)

ANUFLarinyeAUNsasslieg 3 JAWUU Low polygon mielusunsumeuiiinesiiigtvesiunmsasaluing 3 17

swisnsusuuneiseladuas fuusmiuitasuulumadunsuing (Game Texturing)

13, ﬁnwma:mw%ﬁ%@ami (Required Skills and Knowledge)
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(n) AURBINSIUTNYE
yinwznsasialuiea 3 T8
- vinwznsasduuliea 3 0@ (Coloring)
Fnwgmslaituinuluwa 3 §7 (Texturing)
_Tinwen1sniadeu Tufin uavdwslnaeu
finwzanuAnas9Essn
Vinwenslienziveyauadlangilas

) AIUABINTIATUAIING

1

2

3

4

5

6

(

L. mmir”imﬁua;ﬂmma 3 4
2. mm%lﬁmﬁu Polygon

3. A2UgAEITU UV Mapping
4. ArugiAeaiud (Color)

5. mmir”imﬁuﬁuﬁa (Texture)

6. mmir”imﬁu%@ﬁmumm Game Engine dmiulanaa
;

¥ A 9 ¥ a ‘o Yoo ¥ aa
- anugdgiunslyldsunsunsuiinnesiienveivasdung 3 fif
14. wiing1uina@enis (Evidence Guide)

wé’ngwuﬁﬁummﬁ%ﬁmum%@mzﬁwLﬁ'snﬁ'umﬁﬂizLﬁuLLﬁzmiﬁﬂﬂ%ﬂﬁzﬂauﬁwﬁ’uﬁummsﬁmiﬂﬁﬁamu (Performance Criteria)
meﬁﬂmmm%ﬁ@?@qmﬁ (Required Skill and Knowledge)
(n) anang un1sUURU (Performance Evidence)
1. lutudinnansmageun1aufun
) wé’ﬂgmmmg (Knowledge Evidence)
1. nansaeuLUUNAdeUUTHY
(A) AuuzTlun1sUsEdiy
1. Wwwiniireunmalssdiundnglnefinsannsessesvdnguiiiives %ﬂmﬁngwuﬁmﬂﬁﬁﬁmuuawé’ngmﬁwmmg
(1) FBNsUsEAfiv
1. wuunage Uy
2. WUUNARUNAULUR
15. ¥auLun (Range Statement)
youLmES U TweuIATaIMIURTANY Lazan MuInADNELY VidpaNUNIINBLY TiTiNanszmuRpMIYny Tfueesdio gunsal wialulad
w%fwmmﬁl%ﬁa%aﬁwumﬁuﬂ Aievos

(n) AUz

1. lumsufuRnulvaiadisvinuenisasidung 3 dfwuu Low polygon aaslusunsupeuiiunesiigivesiunmsasialuea 3 87 wu lusunsy
Autodesk Maya TUsinsy 3DsMax TUsunsu Zbrush Tusunss blender wise 1Usunsu Substance

swiimsuiuunaviseladuazirunaiuitasuulunadmiuinu (Game Texturing)
(@) MesuLazLdYn

1. Twna 3 &R (3D Model) vanefia gunssiignastalaglusunsuneufames ileuansualmiiuly 3 szu1ufio mae em ge
wazannsauouTulaTounIL 360 Bt TaTamsnUiuanlvgUnsludnvasmiouturuiula Tagluea 3 37
wsssanaadnuslassasdla 2 Jssavmdng laun

o NURBS (Non-uniform rational B-spline) mangfis illassassiiugrudualasilunesaunslssiuhlnfefuissvmaaulnaanil
wiangAunslyandueaiiiufasesmiodsiidnumsiag

o Polygon vanels fMassanadugunsasuade Aogunsamasumag fiduusy (Mesh) Usznoudsstuaumduingiidusouty
ulessansitlasuaruieulumsasduea 3 87
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2. Tuwwaluu Low Polygon wsneds luina 3 faAdlAssa19uuy Polygon Alwsuau Mesh luunn wagtuunistaiiuia (Texture)
- % % A o« £ v o ! 'y g %
wszneuiielulalunaiigiisunaraisnuanndy nsdniunuaiulvainlylunauuy Low Res
Wesnnauazmntunisdaviuas lulanswennsimiodunsawnuunn amalwansoaunulaaulvanindsiu
3. JUsuUNIAU (Stylized) Muneds sULUUANYzvedlag 3 fRNluuauanase veelinuiauaswaluameasBenseauin (Micro Detail)
feenau lumaunanendinisguitlufioyass wielumamazasuyse Allasiasdanveass unldnaugundaninuduas
Wieluulenanwaiazas wioluasseavidunwiniauny 1uau
4. i (Texture) Mangds Ushaiuenvewiasasuarngnieg Tuny Nevunasinlulaluluea 3 I8 au UV Map Aifmiun dieasnanaugdnneg

vosuasilinedmlunamazavsodng 017 ve1u auden du 11 au vgesy Wusu Auiaduesauseneunilvesnmiivglnangiifuindu

ao o

5. n13add (Coloring) vanedls nssvunedduluiuluing 3 fffavasuaringn1eg Tuny lnelidnwaeielriunisneainais Aeasiiufiany UV Map
fifvun
16. WawaNTITAULII™ (018)
N/A
17. gaawinssusIn/naueningan (i)
N/A
18. S19AIBUANTZUIUNNTUALIGN15USEIEU (Assessment Description and Procedure)

1. wuunaaeuUTily
2. wuunege AU UR
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1. SWaRUIBENTTOUL 1031

2. Yovuazaussaus a%uwmimuamss@nsﬁ”’wﬁugm (Basic Rigging)
3. umunadei N/A / -

4. andlus ™M RNIEN O

5. §1%5UY001TNUALHER1TN (Occupational Classification)
ordwiineonuuuAaUsny (@31sassanw 2 ) vieondnineenuuuaatsiny (auaa 3 i)
6. AN93UNENRUIVENTIAUL (Description of Unit of Competency)
A &Y Vo a o . Y o
yaraimanssauzinenduyfianunsafindinsegn (Rigging) asnaumuaunisiadeulminszgn(Controller)
wazdFuwmsanuminussisszmndlnaaiunsegn (Paint Weight) Tulsina 3 fifvesiiazasuay ingiluiinnudugeunigluinule aenraesiunngauuifn

(Concept Image) LaguwuneIelangyony

7. AmTusTAUAAI

]

1 2 3 4 5 6 7 8

) 0 ) ~ ) 0 ) 0

8. nzj:um%w (Sector)

mﬂgummmumsaanLLUUﬂa‘Uvmm Nﬂgumwumumiaammumwmaaulm tasassanmadeulv 2 § (2D Animator)
tnassassanimiadeul 3 {if (30 Animator) viieduq fifenos

9. Fooninuazsiaendnduiivuisaussauzianunsalala (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)

10311 am&gqms@niﬁ;ﬁ’uimmamsﬂumm(Rigging) 1.
ﬁmummﬁmLLaznssmumia;ﬁqm:@ﬂLLazéaumuqm
nszgniuitugula

2. fﬁ'mﬁmimﬂﬁs}uaamﬂ%is?a&hmﬂﬁm

P

10312 amc%qms@ﬂLszjuﬁuimmaéw%’uiﬁumu (Skinning |1. mﬁaéaumummswmﬂ (controller) %’uﬁuﬁmim
and Binding) 2.
Usuumemimiinusafsssmndueatunssgnuasunley
ouNWIBsRIALIRTlA

12. ﬂ'rmgl,l,azﬁnwfiauwmﬁﬁ’lLﬂu (Pre-requisite Skill & Knowledge)

ANNgUazTinvrAunsARcnsEgniniulieg uazWeunensegniviulimadmiulelung
melusunsuaeuiamesiievesiunisinsansegnlniuliag

13, ﬁnwma:mw%ﬁ%@ami (Required Skills and Knowledge)
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(n) mwmymmiﬁwuﬁ’ﬂw
1. wnwmﬁmﬂmﬂiwﬂﬂ (Rigging) ) selUsunsuneniaumes
2. 1/|nmmﬁaﬁwmumummﬁLﬂaaulmnﬁumﬂ (Controller) melUsunsupeyfinnes
3. 1/|nwmﬁmwﬂmumunLLiammeIuLmanunﬁz@ﬂmazﬂi (Paint Weight) ) melusunsuneuiames
q. mnwwmmmwvmama
() mmmaqmﬁmumwm
) mmgmmﬂuﬂana IULﬁaiLLﬁﬂLLa%ﬂWiLﬂgauiwﬁ
. mm%l,ﬁ'mﬁumﬂ"‘amﬂmam‘ﬁmgu
. mmir”imﬁu%@é@ UJoint)

1

2

3

4. rragiieaiuaiunIuaunsiedeulminsegn (Controller)

5. ﬂ’J’llJ%LﬁEJ’JﬁIUﬂ’]iﬁ’]ﬁTlﬂﬂ)ﬁLLN;Q%‘WJI’NI&ILﬂaﬁ}Uﬂizﬂuﬂﬁ’Jagﬂi (Paint Weight)
6

- anugigatunslenulusunsursuiameslumsfinasnsegniviuluea
14. wiing1uineenis (Evidence Guide)

wé’ngwuﬁﬁummﬁ%ﬁmum%@mzﬁwLﬁ'snﬁ'umﬁﬂizLﬁuLLﬁzmiﬁﬂﬂ%ﬂﬁzﬂauﬁwﬁ’uﬁummsﬁmiﬂﬁﬁamu (Performance Criteria)
meﬁﬂmmm%ﬁ@?@qmﬁ (Required Skill and Knowledge)
(n) néng UYL TR (Performance Evidence)
1. lutudinuansmageun1aufun
) wé’ﬂgmmmg (Knowledge Evidence)
1. NansaeuLUUNAFeUUTHY
(A) AuuzTtun1sUsEdiy
1. Wwwiniireunmalssdiundngwlnefinnsanansessesvdnguiiisives %ﬂmﬁngwuﬁymfdﬁﬁﬁmuuawé’ngmﬁwmm%
(1) 3BN15UsEAfiv
1. wuunage Uy
2. WUUNARUNAULUR
15. ¥auLun (Range Statement)
suauLsumaﬁmmwaummmmaﬂﬁﬁﬁmu LAZANNLINADNEYY Vi3DANUNISNBLY TiTiNansznunpMsYnay Tufueiesdle gunsal wialulad
ninensillaviovermundug Adeaves

(n) AUz

1. Iunﬂsﬂﬁﬁamuiﬁﬁwﬁq5qﬁnmlm’1iaméiy'mszqﬂ (Rigging) LLaaaéyNehumUﬂumsmé"aulmﬂsz@n (Controller)
sufanmsusuunsemimiinusafsssmndueatunsegn (Paint Weight) luliaa 3 Sfvesazesuaringillufienwdugeumeluny
melUsunsunenfmesTiAeIasiunIsindenszgn 1wy Tusuns Autodesk Maya Tsunsa 3DsMax videlusunsy blender
WisswenenisauAunsiadouln

(%) MaSunesgavden

1. miamﬁy’ﬂﬂimﬂ%wﬁuﬁm (Basic Rigging) Manefiy msﬁﬂﬂ;‘lmma 3 faunsawdevlmle ﬁyaEjmiﬁ’mumLLaxa;NﬂiszLaxiTaéa (Bone & Joint)
Iwmﬂ,mmauu Iﬂ&JLUUﬂﬁW@ﬁNﬂiv@ﬂIMLﬂﬁ 3 fla “Jamamsmaaulmlumu 10 ‘U(ﬂﬁ]@lmﬂa L‘WEJQ‘WI’JE]Bﬂ?Eﬂ’JUmJ

2. ﬂi%@ﬂ (BOne)VﬁJ']EJiN LLVNﬂS%@ﬂI‘UhJLWﬁ 3 4R ?Nﬁ;’]ﬂ‘ﬂuiﬂEJIU’iLLﬂSiJﬂE)iJW’JLG\@i LmaﬂszaﬂuaﬂwmsLﬁmmﬂamméam%ulmiwiw%’oc&ia (Joint)
ZQGWL‘Z’JJW;I’JEJﬁ'u anmnazidumulau luvusiiaulasuwausziduadas ﬁaﬁﬁ’;u‘iﬂu%Lﬂuﬁauﬁmuqméauﬂm&JLaua Lﬁaﬁmimu%aéaﬁ?ﬂuiﬂu
é'm‘*?'iﬁamaiujmwmﬂmeﬁ%Lﬂﬁauﬁlﬂmmmimufmama wieid ii’ﬁmuu,azsummLwiaﬂix@ﬂ%uasﬁ‘umiﬁmuﬂé’ﬂwmxmimé‘lauimsuaﬂuLma 3
Dt

3. wame (Jointvanedia éauﬁ%amwﬁmzan (Bone) voslanaa 3 94 Lm'azLwiaLﬁymvwﬁwﬁwﬁsluquunﬁx@ﬂ
Lﬁ'aﬁﬂﬂ;ﬁmmsLﬂ?{auimmmﬁﬁyaamﬂumz(ﬂﬂwﬁaLm'uazﬁ%@ﬁiaagﬁﬁymiﬂuﬂszﬂﬂ Lﬁawu%aﬁaﬁu,vﬁﬂizqﬂﬁ?u

P
o

S 4 L v v g v s A L s &
NITANVLTBUADISIAABUNAUNTINIYUUUNIY IWEJ‘U@WJVI?JQUW]EJWWUIQUQWUBQSQWﬂi%Qﬂ UNUMATUANYANILHANVINAUALITNI Root iU
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AUINANGANNTTUATIIR

IUIUkAENYNENIMYUYBIEn TR UTIIUUINTENLAE NI MUASN vasn1sIAdeUlmvedluag 3 TRt
4. @umuANnIEgnTUiug1u (Controller) nunefian1silunsegnuazvenaloint) indeulmilulufirniwmuiinesnis esnsluduseu
44 ¥ o @ Co Ao a ¢ ' ' a
wien1sluuuudisagunuiandunsioglulusunsunesiiamesinvigluaiumugunisiadeulmnszgn
5. mM3fvueaussfsszmnsnaiunszgn (Plaint Weightvianefia msdanisivdnaiuiiunazvene (Joint) amuauey ielulnliaadu ga
= ' ! a & & a & a
vizaluduguidus nanadeulm vl msUssiliuauanssousil munsusedium

EVAADUATAUTULASALSRI LA RNl sgnRe i as

16. iaEsussaULsI (01
N/A
17. gasmnssusia/nguendnsay (anf)
N/A
18. s1gazduAnsEUIUNTSHAZISN15UsEIY (Assessment Description and Procedure)

1. wuunaae Uy
2. WUUNAARUNIAULUR
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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)

o
L1

yaraTinuanssouzineuduyfianansoasinmeadeulnlunuuuy 2 ffvse 3 dAszauiiugm ludureu wilane eenisiham 2 I vieluna

A

3 fafladavidunnazamunBesmetudunmeioulmfismensnisdeaslanseunsaiiiudeswmuanesuesa (Storyboard)
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)

12




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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AUINANGANNTTUATIIR

1. savLlgsusTIuE 1071

2. Fovurwaussnus SnsvuuvoyalvauysaidiothlUluads

3. numundail N/A/ -

4. a1yl ™M Uuusge O

5. §1%5UY001TNUALHER1TN (Occupational Classification)
ofintineonuuuAalzing
6. AN93UNENRUIVENTIAUL (Description of Unit of Competency)
' &Y ¥ o o > A o o o v v L Yaw?¥ ! ¥ a .
yarafinuaussouzineuduyiianansadanisveyaiiieatiunisdnsyuuveyalvauysaniiothlulvaidlaessgnaedlunueuidu (Game Engine)

7. AmTusTAUAAI

]

1 2 3 4 5 6 7 8

) 0 ) ~ ) 0 ) 0

8. nzj:um%w (Sector)

odntnesnuuuAausny (as1sassanm 2 TR
oTntneenuuuAavzinu (e 3 95)
andninesnuuudaUzing Gnines)
anTwilnesnuuudalzing (Mwadeuln)
1TNHNoaNLULAaULINY (WATiALN)

9. Fooninuazsiiaendnduiivuisaussauzianunsalala (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
au3Iauzyay (Element) nanlun1sujjuneu (Performance Criteria) ABn1sUsliu (Assessment)

10711 Avuansdnnsina 1. 5¥y Naming %38 Tag %38 String Ids MAgIve3
2. dnfivlnialaeensgnaes

10712 aseenlnialudh Game Engine 1. fviuae Export Parameter Wag File Format

2. ayRaeuAugnaevediialy Game Engine

12. ﬂ'rmgl,l,azﬁnwfiauwmﬁﬁ’lLﬂu (Pre-requisite Skill & Knowledge)

fianuguaginueiiediunislydnusglunisisiie mafmunan nsiBesddiuveya uagn13RIAINE
voswayaegluguuuunmuuaneuiiasgnasesn (Export) ludunueudu (Game Engine)

13, ﬁnwma:mw%ﬁ%@ami (Required Skills and Knowledge)

(n) AUABINITATLTINYE

L. ﬁnmms‘imiwﬁ%@ga

2. nwemsdaifivtaya

) mwm?aamss?mmmi

1. mmiﬂﬁé’?ﬁaﬁm%’uﬁaaﬂaﬂszm‘mmﬁaS]

2. AmagMUNSRIMAMIUTELAUTELANAY
3. amuglumsaseanvoyaluss Game Engine

14. nanguineen1s (Evidence Guide)
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AUINANGANNTTUATIIR

o

wé’ngwuﬁﬁummﬁ%ﬁmum%@mzﬁwLﬁ'Enﬁ"umﬁﬂizLﬁuLLﬁxmiﬁﬂﬂ%ﬂﬁzﬂauﬁwﬁ’uﬁ’umm%miﬂﬁﬁamu (Performance Criteria)
Lmzﬁﬂmmm%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)

v
a wa

YoULNBBUIETwaUATRINMIUH TR Larannwinaendus viseanun1sudug Niinansenunensvinny siudiaaiesile gunsa walulad

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

IR T Sy o A & o ' ' v do s ‘ol
1. 33147]8%38ﬂ117\|aiﬁgﬂ@1BW]']QJV"I’]ﬂWMUWVI’NWIﬂUﬂWN‘] UNINUUAAINNTESEDN (Export parameter) Tapuiidnun finsesavaeuliadiaseen

(Export) lUdunueuIuuaiions1vaeunFunuaansawantalunuewiy (Game Engine) laoeignaes
(%) Meduneseazdun

1. neudn (Game Engine) vaneda Tusunsuneufanesifieluaseimon si‘fﬂﬂmnsmméwfjgﬂLGTJau%ummﬂmmmamﬁaLm%mﬁqﬂ 9 C, C++,
JAVA usy inendusuaiiouduindosiielsasiuaiumag vessruuing Suaumanil azgninludszneuiimetu
LLazgﬂwmaauiwmmiaﬁwmémﬁ’ulﬁuaemlﬁﬁﬁagm masl,ﬁ?amwmﬂgauﬁgﬂﬁwuﬂﬁ Lﬂuﬂszmumﬂumia;ﬂdmﬂ%@aﬂmamgizﬁ
Shiannusuaunnlnnseudulumsananudmiuetonau defe naontunsufamesnnmnsYeuMLEuIY Ussneume
mssuaesnsiin 2 R 3 87 nsrsandeunsTLsTULEEY waasUn wollwdu ﬂmmwﬂssﬁwﬁ syuuLInadsA nsaesu Msdansuagau
mMssesfumwfiuta maensuszULBUY Bnanniny

2. msasen (Export) aneisnisulasauandivesiwalnoglugluuufivransnsavmusuiulivsun s manglnessauysaian

3. Export Parameter wnefismimundsiuaiiduiimvuanisianuresssuuniosmuadoulavesnsiiuamendamans
Tunsaslriamearianuann Parameter Indennaasiun1syineuess Game Engine ielulmAadamiieaiusilinng

4. File Format mnedsanalialuaa 3 Saffllunsdnaddaedinamnasiuiu Game Engine Mansdidiunsastwaanala ilelniwaanansouansuala

wazlumasuladlnadnase

16. NuaNTIAULTIM (213)

N/A
17. 9AEUNTINTIY/NGUDITNTIM (013)

PnwaulushATIINg

18. 519A2IBYANTZUIUNTTUAZIGN15UTEIEU (Assessment Description and Procedure)

1. uuunaaeuUTily
2. wuunegeuMAUUR
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