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a1dnineanuuuAadziny (uwa 3 47) seeu 5
8. ANYAIIYTINTILABIVDY (Related Professional Qualifications)

N/A

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

SHaMUBANTIOUE o

1022 aslumaiazas 3 ddmiuina (Game Modeling)

1023 asiluna 3 SRifteludmivanmunasuaelung (3D Environment Modeling for Game)
1024 asasIAeasdonitufinasunlueg (Texture Creation)

1071 Fosvuuvoyalvauysanioululeass

a

10. szAUAMAA

3

10.1 #1913 ¥1INQAEUNTINAING vy ardndnesnuuuauzinu (iaa 3 §6) sziu 5

ANANYILYDINANTTRBUF (Characteristics of Outcomes)

yaraTinuEnvIrBHaMsSeugTiisszasrluo IntnesnuuuAaUsny (a3 57) sedu 5
5@@LﬂuqﬂﬂaﬁﬁﬂizaumszﬁuaxmmL%'mmzymﬂLmﬂﬁﬂﬂﬁﬁmumia%qaiiﬁimma 3 fFdmsuin (Game Modeler) fafusuiifianudugeu
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2. gizanunsUszliuiaglaiunisusesmandindn e ividnnalulagansaune uagnisieasuasAdvianeumun a1viny
o1@ntneanuuudalziny (uwa 3 §7) szau 5
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N/A

nauyaAalua dw (Target Group)
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1022 as1slunadnavas 3 fRdmsusny (Game Modeling)
1023 asluina 3 fviteludmsuannuanasunieluny (3D Environment Modeling for Game)
1024 asvasIATEandaiuinauulung (Texture Creation)
1071 Faszuuveyalvauysaiiiovilulseds
NSNS SUAR T
1. ASIUERUNT 1
Usznelly oy 19/04/2563

1979 1 : FUNCTIONAL MAP ugnd KEY PURPOSE , KEY ROLES , KEY FUNCTION

AU IMIUBUEAN unummEn nuAvian
Key Purpose Key Roles Key Function
ANas U Wd A9 U Wa ANg3UNY

Wandnenmvesyaansluaviondmndlvean | (10 |[UfTRnuauesnuuufalzing (Game Artist) | 102 |[UfdRnuauliea 3 Sadmsuing (3D

usouvstunaziduisausuluseauaina Modeler)

107 |UjURuaunnsInssuuveyadmIung

(Export to Game Engine )
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Aesune msuEufaansnnfuunuiilaliasswnniauitevlanunivdn (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

SYa Ara5une Ve Aasue SYa Ara5une
102 Uﬁﬂamuﬁm‘luma 3 fdmsuny (30 | [1022  |asrslumashazas 3 fRdmsuing (Game 10221 |@519 Low Polygon Model Tnsesufuns
Modeler) Modeling) Transferring Texture Passes Lﬁai‘lﬁu Game
Engine (Baking)
10222 |§9n15 Mesh Data msexloeilu Game
Engine
1023 |asdlaea 3 10231 |as1slanea 3
fiteladmsuanmuwanasumeluny (3D fiteladmsuanmuwanasumelun
Environment Modeling for Game) 10232 |asvassaseazidonasuilimadmsumn
(Game Texturing)
1024 ﬁ;Na'i'iﬁ{s"lBazLﬁﬂﬂﬁuﬁiawﬂmﬂa 10241 ﬁ;N Normal Map Wag Texture Pass
(Texture Creation) Iniuluea
10242 |fmusuazuiuussmanuziuialuiulineg (
Material)
107 [UjtRnununisiassuuveyadiniun | (1071 [Shsruueyaluasysaaitethlulyess 10711 |fmusnisdnmisiua
4 (Export to Game Engine ) 10712 |aseenlnaluss Game Engine

AnasuY

ATELdLansu? (a) Wuunudsilrlinszmninundainlanuniingn (Key Function) ielula wuigaussaus (Unit of Competence)

LagnuIgausIauseny (Element of Competence)
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1. sWavulLaussauL 1022

2. Yovuawaussaue asulunadazas 3 Sdmiuina (Game Modeling)
3. nunauASe N/A / -

4. andlus ™M RNIEN O

5. §1%5UY001TNUALHER1TN (Occupational Classification)
oTntneanuuuAaUzinu (uwa 3 95)
6. AN93UNENRUIVENTIAUL (Description of Unit of Competency)

uﬂﬂaﬁ&ﬁuammwf‘j@‘]’mLﬂu%ﬁﬁ’lmmﬁgﬁﬂuma 3 fFAkUU Low Polygon 1‘1;58\15'Uﬁ’um€ Transferring Texture Passes
mﬂimmﬁﬁﬁﬁwaxlﬁsmmqq wislalunueudule uardennaemunIILLIAR (Concept Image) Aifmun FfsenInseysnuaizras Topology
warivun UV Map lnsessulumaiasasnuiifinun wavdanis Mesh Data nnsealeanly Game Engine lmwasmamgﬁaj WU f1vua Budget vo9sLIY
Polygon 13ensaadeauLazunly Vertices Data vos luna idunu

7. AmTusTAUAAI

]

1 2 3 4 5 6 7 8

) 0 ) 0 ™ 0 ) 0

8. nzj::um%w (Sector)

wUfURuAuNMsesnuuufalsng gujiRnuauniseenwuunmadouln i dnassassanin 3 48 dnfiadsnseen (Rigger)
dnasassanimadoulng (3D Animator) Wsedue MAYIT04

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)

aussauzeey (Element) nanlun1sujjuneu (Performance Criteria) 3Bn3Ussiliu (Assessment)
10221 @519 Low Polygon Model Tusassufiung 1. 9aviluiea Low Polygon la
Transferring Texture Passes wielalu Game Engine |2 ixQLﬁEJ’Jﬁ’U Topology Uy Quad Hag wuuTriangle
(Baking) 3. mMmua UV Map Data Tnsassulunamazas
(Texture Passes Transferring )
10222 §an15 Mesh Data Tuwseulyaulu Game 1. Mvium Budget ¥8991143U Polygon Ivmngauriu
Engine Pipeline ¥9%1U

2. sIvEBULazLNlY Vertices Data 989 Model
lngnaesdmsuinueuiu

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

ANUFLarinyensassling 3 JAWUU Low Polygon melusunsumeuiiamesiiiedvesiunisasdlueg 3 i wagadugineliun1s Transferring
Texture Passes iiolulunuiouiy siudennsinnisianalunsesdlvauluinuieuiy

13, ﬁﬂ‘l&:LLa:ﬂ’J’]ﬁJgﬁg;ﬁNﬂ’ﬁ (Required Skills and Knowledge)
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(n) AURBINSIUTNYE
yinwznsasialuiea 3 T8
. ¥iN¥zN19%1 Normal Map
. ¥IN¥gN13Y1 Re-topology
_Tinwen1sniadeu Tufin uavdwslnaeu
finwzanuAnas9Essn
Vinwenslienziveyauadlangilas

) mm;mmﬁﬁwumm%

¥ A o ¥ aa
. ﬂ’]’]lIELﬂEJ’Jﬂ‘Uﬁi’NILILﬂﬁ 3 U6

1

2

3
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1

2. mm%lﬁmﬁu Polygon
3. A2UgAEITU UV Mapping

4. mm%lﬁmﬁu Normal Map

5. mmir”imﬁuﬁuﬁa (Texture)

6. mm%lﬁmﬁu PBR Shader

7. A2ugAEaiu Topology

8. mmgl,r"imﬁu%@ﬁmumaqmmau%uﬁm%ﬂuma

9. ﬂ’nu%lﬁ%nﬁ'umi Transferring Texture Passes

10. Avugiisatunislranlusunsureufimesiiisrvestunmsasduna 3 T35

14. wiinguineenis (Evidence Guide)

wé’ngwuﬁﬁummﬁ%ﬁmum%@mzﬁwLﬁ'snﬁ'umﬁﬂizLﬁuLLﬁzmiﬁﬂﬂ%ﬂﬁxﬂauﬁwﬁ’uﬁummsﬁmiﬂﬁﬁamu (Performance Criteria)
meﬁﬂmmm%ﬁ@?@qmﬁ (Required Skill and Knowledge)
(n) néng 1Y TR (Performance Evidence)
1. lutudinnansmageun1aufun
) wé’ﬂgmmmg (Knowledge Evidence)
1. nansaeuULUUNAaeUUsTY
(A) AuuzTlun1sUsEdiy
1. Wwwiniideunmalssdiundngulnefinnsanansessesvdnguiiisies vavdnguauufReusasvdngiuaiuang
(1) FBN15UsEAiv
1. wuunage Uy
2. WUUNAARUNAULUR

15. ¥auLun (Range Statement)

v
a wa

YoULNEBUIETaUATRINMIUH TR Larannwinaendus viseanun1sudug Niinansenunensvinny siudiaaiesile gunsa wealulag
9 o ¥ a4 ¥ o - a A ¥
NneInsAlesevormUAdUe Mieves

(n) AUz

1. lumsufuRnulvatadisvinuenisasisung 3 dfwuu Low polygon maelusunsupeuiiunesiigtvesiunmsasialuena 3 87 wu lusunsy
Autodesk Maya TUsunsu 3DsMax TUsinsu Zbrush TUsunsu blender 38 1Usunsu Substance waznsaselunalngessuiunis Transferring
Texture Passes iiolglunuouiu saufsenulalunisinnisseazidealuaaiilulslunueudu wu §1uau Budget 984 Polygon

$38NN5M5I9EBU wNlY Vertices vadlana
(%) MaSuneseavden

1. Tuwa 3 8 (3D Model) wuneds jUnseignasstiulaslusunsuneuiiames ieudnmwalmilu 3 ssuiuiie N9 817 g
wazausaueuiulasaunIu 360 B TawiaInsaUiuknnlugunsdludnvazmiouiunudule laeluea 3 37
uusUszLavauanvazlaseEssle 2 Usstavvdng lawn

o NURBS (Non-uniform rational B-spline) nsnedis fllassassiugruduaulasilamemeaunslosiuilafaiuiassnaaulaavend
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10.

wisnzfiunslvasslumaiidusnasasvsedaildnuarlag
o Polygon vnedis Tlassanadugunsasvindin Aogunsavaeunia Mduunu (Mesh) Uszneusesiuauduingiduseutu
Wulassasailesuanuiiodlunisassuna 3 07

. Tamauwuu Low Polygon vanefis laea 3 Aanilaseasiawuy Polygon filugiuau Mesh lusnn wagiuunislaiuiia (Texture)

mﬂi:ﬂamﬁaﬁi@ﬁmmaﬁ@Lﬁﬂmmzﬂu&mmmﬂsﬁu nsdaviinuauinginlalinauuy Low Res
desmneauasmnlumssaviuarlalaninensiedesumsiawnuinn dwalrannsaaunlaavlnainngsiu

lunaseazidenas (High Polygon) visngiis luima 3 IA7AS9E519UUY Polygon Al Mesh $1uausnn
srlalunuanelnyfiuuneasBeaanuausie iesesunauansuaseiugs (HD) Tuly

UV Map neits nszuaumsasauuudiaes 3 Salaslouwny 2 87 wou U uag V) L%ﬂmﬂyaga 3 5 (Wnu X Y wag 2) swszuuiifaensidou
namrensimusituiiviliee 3 T3 dmsulvdnnenm 2 faady flvlunsalnmswiedlaiuio (Texture) wisasdlniuluma

Re-topology smnefis n1susunsisessesiau Polygon Lﬁaﬁﬂﬁiumaﬁ@mmwﬁﬁu Wlesnluadislastalneiiusna Polygon RRIRIVGN
onvilvlnadvunelnguarluannsatily Animate T n3v Re-topology %fﬁ'sﬂﬁimLmaﬁsumﬂLé‘ﬂaﬂmaﬁé’nm@mmwﬁ mensadliuaEy
Topology sy uasly Normal Map Displacement Map welunsifiusieavideniimely

Topology ¥8ds Msi3eaEuTes Polygon ELué’nwmwim Fnzauiunueudu

Normal Map mnedis nslaituiia (Texture) TuA Normal UuLLﬁiazﬁ;muu Polygon Fuwilee ImmzﬁﬂﬁmﬁaxﬁauLLaqmwm?umgath
wdnmstazilmannisasaninasm wewelluea 3 ffffanuasdead aunsaquitoufiseandenuiniu fafid1uau Polygon i
waRRlunSUEnkaTiaya3a (PBR Shader wae Physically-Based Rendering) manedia msluanituiairinanlalnlnaifiosiunnuass wu Tave T
wanain wm Rauds Tng Fanmiduau Tne PBR System aztsznoun 3 au fio fiuf (Albedo) Anuknsiu (Micro surface) wagnsazyou

v
o

(Reflectivity) nénnstavaeluluaa 3 ﬁﬁﬁ?‘iﬁmmazlﬁamﬁﬂmmia@mﬁauﬁswazlﬁammﬂ%u Vafis1uan Polygon il

INNLUIY (Game Engine) waNefi TWsunsumeuinmesiiielvassialemny GTfﬂiJiLmsmméﬁﬁgﬂL%u%ummﬂmmmmﬁma%si’mS] 817 C, C++,
JAVA Wuau inseuduSeuadiouduedoiiolvassduaiuman vessruuina Sudiumani ﬁ]sgﬂﬁﬂlﬂﬂwﬂam%muwﬁu
wazgnvndeuannIavhnusiilaeslufidym melsanmuwnasuiigniimualy Wunssuaunslumsasanslvesnsnauysol
Sianusuaunnlnneudlumsananudmiuieionau defe nrontunsufmesnnmINMITOIYBNMLEUIY Ustnaumme
mssuaesns1iin 2 §R 3 87 nImsedeunsTLsTULEEY nwnaasUn wollwdu ﬂiyiywﬂisﬁwé syUULIndSA nsantu MsdansuagauE
MssesduMETiula naonusEULBLY Bnannune

Pipeline 11118814 NSEUIUNITNEN FOA1UNTNAMNUAIUARUIUIUNTLUIUNTT

16. WuREENTIAULIIM (A7)

N/A

17. gAEMINTINTIN/NQUDITINTI (A1)

N/A

18. s1gazduAnsEUIUNISHAZISN15UsEIY (Assessment Description and Procedure)

1. wuunageulsile

2. WUUNAARUNIAULUR



AUINANGANNTTUATIIR

. SRANUIEANTIOUL 1023
. YoRUIVENTIOUZ asluea 3 daielvdmsuanmwinasunialuiny (3D Environment Modeling for Game)

. NUNIUATIN N/A / -

. d9slva ™M

. #115UTeR1TNIAZIHERITN (Occupational Classification)

USuusge J

¥nineanwuufauziny (na 3 46)
. ANdUNERUIBENTIAUL (Description of Unit of Competency)

uaraTiuanssauzineuduyiiaansoasidliea 3 dfieludmivanmwinaeunelunuymieausoaseasinneazidenasuulunadmivng
ansituiilnivdwnaeulung uazufuruanniuianlelunisaseiuiadannaedlunueniy

7. AmTusTAUAAI

]

1 2

3

4 5 6

) 0

)

0 ™ 0

8. nzj::um%w (Sector)

HufURnuAuMIesnuuLAaling gUjUiRnumunseenuuunmaieuln wu dnassassanin 3

dnasassanmadouln (3D Animator) Wedue MAYIT04

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)

10231 @519luLa 3
TRelvdwivan nwinasunigluny

1. AATIEUA NI AT LLIAALE 19 leE 3 AR
2. §avilaima 3 Adanmuanasdluny

10232 @59assasvazesnasuulunaduiuinu

(Game Texturing)

1. dnvihuiluiudannaeuluny
2. YSuruanininuiinilslunisasieiuindawinasulu

Game Engine

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

ANUgLarinuensasslung 3 danelusunsumeuiamesiiieivesiunisasisling 3 &R

wazAMugNgITuIAveI WU Tlydwiulunueudy

13, ﬁnwma:mw%ﬁ%@ami (Required Skills and Knowledge)
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(n) AURBINSIUTNYE
yinwznsasialuiea 3 T8
. ¥iN¥zN19%1 Normal Map
. ¥IN¥gN13Y1 Re-topology
 finuzanuAnas9Essn
Vinwenslenziveyauadlangilasy
) mmﬁmmﬁﬁwummg

¥ A o ¥ aa
. ﬂ’]’]lIELﬂEJ’Jﬂ‘Uﬁi’NILILﬂﬁ 3 U6

1

2

3

4

5

(

1

2. mm%lﬁmﬁu Polygon
3. A2UgAEIU UV Mapping

4. mm%lﬁmﬁu Normal Map

5. mmir”imﬁuﬁuﬁa (Texture)

6. AW AEITU Topology

7. anugfieaiuesauszneuial

8. AnugfisaiuanmuInaoy

9. mmgl,r"imﬁu%@ﬁmumaqmmau%uﬁm%ﬂuma

10. augigatunslenulusunsunauiamesiinevesiunisassliag 3 96
14. wiinguin@enis (Evidence Guide)

wé’ngwuﬁﬁummﬁ%ﬁmum%@mzﬁwLﬁ'snﬁ'umﬁﬂizLﬁuLLﬁzmiﬁﬂﬂ%ﬂﬁzﬂauﬁwﬁ’uﬁummsﬁmiﬂﬁﬁamu (Performance Criteria)
meﬁﬂmmm%ﬁ@?@qmﬁ (Required Skill and Knowledge)
(n) néng MU TR (Performance Evidence)
1. lutudinnansmageun1aufun
) wé’ﬂgmmmg (Knowledge Evidence)
1. nansaeuLUUNAaeUUsTY
(A) AuuzTtun1sUsEdiy
1. Wwwiniireunmalssdiundngulaefinnsanansessesvdnguiiisies vavdnguauufReusasvdngiuaiuag
(1) 3BN15UsEAfiv
1. wuunage Uy
2. WUUNARUNAULUR

15. ¥auLun (Range Statement)

YoULNBBUIBTwaUATBINMIUH TR Larannwinaendus viseanun1sudug Ninansenunensvinny siudiaaiesile gunsa walulad

o o ¥ a ¥ o a a o ¥
niwensilensevefundus Aneve
(n) AUz

1. lumsufuRnulvdiaisvinwenisasidung 3 famelvdmiunmsasanimwinasunisluny aglusunsureuiiinesiietvesiunisasdung 3
0% wu TUsunsu Autodesk Maya TUsunsu 3DsMax lUsunsu Zbrush Tusunsu blender %o TUswnsu Substance

ITINITNNTATNEATIATIALD ERAUUIAAF NS UNY kagAUbaRgIfuIuInTaIn LRI A LlyE S unULuIY
() AMBBUIETIasLBYn

1. luwwa 3 §R (3D Model) muneds jUnseignasstiulaslusunsuneuiiames ieudnmwalmiulu 3 ssuruite n19 817 g
wazanIaNeiulaseuu 360 o TamvvannsaUiuumunlugunsdludnvasmiioutunudule lasluea 3 iR
wusUszanaudnuglasasdla 2 Ussinnndng laun

o NURBS (Non-uniform rational B-spline) nnedis filassasisiugruduaulasilamemeaunslosiurilafaiuiossnaaulaamend

a dawo

wisnzfunstvasslumaniidusiazasvsedanidnuaelag
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AVIVANGAEVNTTUATIIR

o

o Polygon Mg ﬁimqa;mﬂugﬂmmimﬂﬂm ﬁagﬂmqm?{amﬁm Fuduuny (Mesh) ﬂsznam‘%auf’fuwﬂu‘?mqﬁsﬁu%auﬁu
ulaswaseitladuanuienlunsassluea 3 37
UV Mapping e nsTUIuMsEsLULSIaes 3 Talaglouny 2 37 Wy U uay V) LﬂTﬂmﬁJ@Ha 38R (WAu X Y war 2) mussuuiiansideu
namFensmusituiiviliee 3 T3 dmsulednnanm 2 Saadd flvlunsinswiedldaiuin (Texture) wisasdlniuluwma
Re-topology mneis n1susumsisessvesiau Polygon Lﬁaﬁﬂﬁmmaﬁ@mmwaﬁfu dlesnluadiflasislneiiusina Polygon RIRIVGN
orvilnlnafivunslnauarlianusatiily Animate la n13¥ Re-topology %ﬁd'saiﬁiumaﬁmmmLﬁﬂaﬂmsﬁé’nm@mmwﬁ mensasliuAEy

Topology #isuu uagly Normal Map Displacement Map #aglunisifiusieazideniinigly

. fiuR (Texture) manefs Unaiwenvesiasasuaringnieg Tuny Nevunasilvlaluluea 3 I6 a1 UV Map fidmun dieas1annugdnnen

vosuefiinesasasusetig 01 wenu axden du 1 au agesy Luew MuRaduesadszneunileesnndivaelunn g dfiianntu uenaini

aada

fufaueesddiunumlunisvh PBR Shader dsazmglulinea 3 fRfiiawaziBonsh aunsoquileulieaziBemnniu sisfis1uau Polygon
WA

Normal Map vsneis n15lsiufia (Texture) 1A Normal uuunazgauu Polygon duniieq Tasasvhlnnsasmeunawmssgatuasuly
wénmstiaviliAnnisassamaen develnluna 3 faRTmLazEuns mamm@mﬁauﬁiwamgmmﬂsﬁu Waitsuau Polygon Wi

wuARluNSLEnINATIaNT3 (PBR Shader 138 Physically-Based Rendering) nnefis msluiiuiafiinailalvlnafssiuanuase wu lang 1y

wanafn wna Aamds Yag Fanmdumu Tae PBR Systern 2zUsznaunis 3 diu Ao iR (Albedo) AuLedu (Micro surface) wavnsaeviou

v
o

(Reflectivity) nannisilazwielvluag 3 SandaNuazBuniaunsaguleuiisgastdenuInau NINT1IU Polygon LAY

¥ = a N P | a o 9 = a ¢ a4 o S a Y X 9 a
. anmwnae mnels Aunaeunidinuas luidin ‘V|\‘1‘V|Lﬂ‘USiﬁﬁIWTﬂia‘V}N?WUﬁiﬁJ ﬁ\‘]ﬂi%ﬂﬂi NIDNUYWYLATUATINVUNN Lﬁuaﬂ‘tﬂm%q&lﬂﬁﬁmﬁ

U it weneg aulsl auvgn Q11 Wit VZiaay neia UMANTHALNTNINTETTUYIRYNYA ?%aﬂqﬂaiyw fin vruiSeu 01 ;Jﬂu B1UBUR
widoedns Wuau safweam vewh e1me Tnemundlousznauiiy LLgammsaLLﬁmﬁﬁn‘ﬁLﬁm%uiumawfuﬁﬂﬁvgﬁwszaumsa}uaqtgl,a'u
INNLUIY (Game Engine) waNefi TWsunsumeuinmesiiielvassialemny GTfﬂiJiLmsmméﬁﬁgﬂL%u%ummﬂmmmmﬁma%si’mS] 817 C, C++,
JAVA Wuau inseuduSeuadiouduedoiiolvassduaiuman vessruuina Sudiumani %Qﬂﬁﬂﬂﬂisﬂauﬁwﬁwﬁu
wazgnvndeuannIavhnusiilaeslufidym melsanmuwnasuiigniimualy Wunssuaunslumsasanslvesnsnauysol
Sianusuaunnlnneudlumsananudmiuieionau defe nrontunsufmesnnmINMITOIYBNMLEUIY Ustnaumme
mssuaesns1iin 2 §R 3 87 nImsedeunsTLsTULEEY nwnaasUn wollwdu ﬂiyiywﬂisﬁwé syUULIndSA nsantu MsdansuagauE

33095 uUNIwiLla panausTULBYY Bnanuiy

16. NUIYFENTTAULIIN (013])

N/A

17. gAEMINTINTIN/NQUDITINTIN (A1)

N/A

18. sgazdeanszUIUNNSHAZISN15UsElU (Assessment Description and Procedure)

1. wuunageulsily

2. wuunageuMAUUR
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AUINANGANNTTUATIIR

1. SWaRUIBENTTOUL 1024
2. Yovuazaussaus asassrvazdenituinasunluma (Texture Creation)
3. umunadei N/A / -
4. andlus ™M RNIEN O
5. §1u¥uTee1Tnuasas®n (Occupational Classification)

oTntneanuuuAaUzinu (uwa 3 95)

6. AIDSUNBNUNBAUTIOUY (Description of Unit of Competency)

A &Y Vo v < a & oa v Y a A v
yaraimaussouzdneuduyfianinsoaseassasegasdoniiuiiaulunalasensgnaes aeanu auea luaselelunisasne Normal Map uag
Texture Pass Tnfiuluinalnee19gnned @40nARBINILAMIIULIAA (Concept Image)
wazaunsanTRaeuAMugnaadlunsansiivilueadmiuinueuiula

7. AmTusTAUAAI

]

1 2 3 4 5 6 7 8

) 0 ) 0 ™ 0 ) 0

8. nzj:um%w (Sector)

wUfURuAuNMsesnuuufalng gUjtRnuauniseenwuunmadouln i dnassassanin 3 46 dnfiadsnseen (Rigger)
dnasassanmadoulng (3D Animator) Wsedue MAYIT04

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)

10241 @513 Normal Map uaz Texture Pass
Tuiuluna

1. fmuaan, U3uu3ans Baking Normal Map uaz
Texture Pass ln

2. lwaseaflelunisasavseyiuuse Texture Pass la

10242 fvuakarUSusaepaausiuialuiulama (
Material)

1. swyn1sfimuna1ves Shader Livelnlauiives
Material LUURNNE

2. USuuaalaziiaAna1ves Texture, Material way
Shader W14 Game Engine

12. anuguaziineznaunuiidndu (Pre-requisite Skill & Knowledge)
ANUgLarinuensassling 3 35 larnisassassaigagideaasuuiuvinlingg aelusinsupeuiiunesiingtvesiunsasalueag 3 16

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

12




o

AVIVANGAEVNTTUATIIR

(n) AURBINSIUTNYE
yinwznsasialuiea 3 T8
. inwgn13A1vuA UV Coordinate
. ¥iN¥zN19%1 Normal Map
 finuzanuAnas9Essn
Vinwenslenziveyauadlangilasy
) mmﬁmmﬁﬁwummg

¥ A o ¥ aa
. ﬂ’]’]lIELﬂEJ’Jﬂ‘Uﬁi’NILILﬂﬁ 3 U6

1

2

3

4

5

(

1

2. mm%lﬁmﬁu Polygon
3. mm%lﬁmﬁu UV Mapping

4. mm%lﬁmﬁu Normal Map

5. mmir”imﬁumiﬁ%qﬁuﬁu (Materia)
6. mm%lﬁmﬁu PBR Shader

7. mm%lﬁmﬁu Topology

8

¥ A 9 ¥ a ‘o Y o ¥ aa
- anugdgiunslvlsunsupeuiinnesiiiesvesiunsasaluwa 3 87
14. wiing1uina@enis (Evidence Guide)

wé’ngwuﬁﬁummﬁ%ﬁmum%@mzﬁwLﬁ'snﬁ'umﬁﬂizLﬁuLLﬁzmiﬁﬂﬂ%ﬂﬁzﬂauﬁwﬁ’uﬁummsﬁmiﬂﬁﬁamu (Performance Criteria)
meﬁﬂmmm%ﬁ@?@qmﬁ (Required Skill and Knowledge)
(n) néng 1Y TR (Performance Evidence)
1. lutudinnansmageun1aufun
) wé’ﬂgmmmg (Knowledge Evidence)
1. nansaeuLUUNAdeUUTHY
(A) AuuzTlun1sUsEdiy
1. Wwwiniireunmalssdiundnglnefinsannsessesvdnguiiiives %ﬂmﬁngwuﬁymfdﬁﬁﬁmuuawé’ngmﬁwmm%
(1) FBNsUsEAfiv
1. wuunage Uy
2. WUUNARUNAULUR
15. ¥auLun (Range Statement)
youLmES U TweuIATaIMIURTANY Lazan MuInADNELY VidpaNUNIINBLY TiTiNanszmuRpMIYny Tfueesdio gunsal wialulad

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

1. TunsujRnulnendsdawinuvenisassassaseavideaiuiiasuulunalagonnaemnuningawuidn (Concept Image) Ingluinosdiolunisasns
Normal Map uaz Texture Pass iulunalaegngnaesuasnsisaeunugnaedunisansiiuiilaadmiuinueudula

(%) Meduneseazdun

1. Tuina 3 7 (3D Model) siuneis sUnssitgnasteiulnelusunsumesfinnes tiouansmalmiiulu 3 ssutuite nans o1 g
wazannsauouTulaToUnIL 360 Bt TTaIsnUiuAsnlvgUnsludnvasmiouturuiula Tagluea 3 97
wusUssanmudnvaglasaasila 2 Ussivndng laun

o NURBS (Non-uniform rational B-spline) nels fllassasnsiugruduaulasilunmesamunelestuilmfniufinssmaaulaamai
wngAunslyandunaiiiuiasasviodsiiidnuuslag
o Polygon Mg ﬁiﬂsaa%uﬂugﬂmusmmaﬁm ﬁagﬂmqmﬁammqq Fduuny (Mesh) ﬂszﬂauﬁ‘auﬁuﬁ]uLﬂui’mqﬁéﬁU%au%u

Wulpssaseiladuanufeulunisassluea 3 35

2. UV Mapping el nsuiun1sasawuuingss 3 Salaglownu 2 SR (Wi U wag V) lwwnveya 3 97 (unu X Y wag 2) ussuuiidnansigeu

13



AUINANGANNTTUATIIR

o

namAsnsIvuaiuAvLliwa 3 38 dusulvdnnenn 2 fasld dnlvlunstiniswSeulanuiin (Texture) vseasdlunuluma

. TR (Texture) manefs Uniwenvesiasasuaringnieg Tuiny Nevunasilvlaluluea 3 6 a1 UV Map fifmun dieas1annugdnnien

vasufilinefavasusetig 01 wenu axden du 1 au agesy L MuRaduesadszneunileesnndivaelunn g dfiianntu uenaini
& a ' woa o = ! % aada a ° a I~ a X Y do
WuRuesdsfiunumlun1svih PBR Shader Faagwiglvlua 3 daTiauandond annsngmiloudsieagideniniu Msd1muiu Polygon
WAL

Normal Map %aneds nslaitui (Texture) luan Normal vuunaganuy Polygon Junias Ingasyiivnisasneuwamsagatiuuasuly
nanmstlagilmianisasinmaien Wewelnluea 3 finiiauasBead aunsoguleulingasdunuindu NsTuI Polygon WA
wuARlUNTLANINATIENTSI (PBR Shader 138 Physically-Based Rendering) wanedis msluiiuiiinailalvlnafsaiuanuase wu lang 1y
wanafn una s Ing Fanmdumu Tne PBR System azUsznaunie 3 aiu fie fiuRla (Albedo) A1y (Micro surface) uagnisaznau

(Reflectivity) nannisilazwaelvluag 3 Sandenuaziduaiaunsaquileuiisgasidenuinu NINT1uIU Polygon LAY

16. BUIBANTIAULIIN (a13)

N/A

17. 9ASUNTINTIV/NGUDITNTIM (013)

N/A

18. S19AIBUANTZUIUNNTUALIGN15USEIEU (Assessment Description and Procedure)

1. wuunaaeuUTily
2. wuunege AU UR
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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 ) 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)

15




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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