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213ntneenuuuAaUzLAY (WWIRALAL) S¥AU 5
8. ANYAIIYTINTILABIVDY (Related Professional Qualifications)

N/A

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

SHaMUBANTIOUE il

1012 MAaResuesANI ( Game Storyboard)

1014 as19Es3AnN 2 Rvesinaras Tog) ammmauamim 99343 (Creating 2D Character, Object or Environment)
1015 senuuusiazasdmiulaluny (Character Design for Game)

1016 DONLUULAZ NN INAANTULAN (Key Art for Video Game)

1017 senuuLLayNadwanaeuluny (Game Environment Concept Art)

1018 aammui’mqﬂwaaumn’iumu (Game Props Concept Art)

10. szAUAMARA

q

10.1 #1913 V1INGAEMNTINAIND vy adintinesnuwuuRading (WuaRanu) sEAU 5

ANANBMZYBINANTSITEU] (Characteristics of Outcomes)

yAnandnuanvazremansiieuNTieUsTasnlueInlneanuuu@adzing (Game Concept Artist) seu 5
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2. yigrunsUssiiuuaglafunisiusesgandivndn anvdvdnnaluladansaume wazn1sdeasuasidvianoumun awiny

onfinineentuuAaUzing (Game Concept Artist) sAU 5

o WHUNUNNITUTZHUNUNLNEENTIAUSUDIDTN a1TntineonuuuAaUzwny (Game Concept Artist) 526U 5 41UU 6 wWIe
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N/A

nq'uqﬂﬂa’lum‘ﬁw (Target Group)

gUfURnuAuNseenuuuAaUzing gufiRnuamunisesnuuuniadiouln wu UnaseEssAnInLLIAa (Concept Artist) Hnnaneiuesa
HUnaT9asIANIN 2 07 Wsedue Nnves



AUINANGANNTTUATIIR

RUIIWEAUIIAUS (wmﬂausiautﬁmuﬂwmqm

9

1012 MnaneIvesAnY ( Game Storyboard)

¥
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1014 @59855AN W 2 dAvesiiazas Ing an1mwInaeuniee veuny (Creating 2D Character, Object or Environment)

1015 senuuuiazasamsulaluiny (Character Design for Game)

1016 poNLUULATIANNVENLULAN (Key Art for Video Game)

1017 sonuuulazndlInaeuluing (Game Environment Concept Art)

1018 sanuuuingUsznauainlung (Game Props Concept Art)

ANTIIHURLER LT
1. ANSIUEAIAUIN 1

Usemely o 19/04/2564

1919 1 : FUNCTIONAL MAP uend KEY PURPOSE , KEY ROLES , KEY FUNCTION

AYINYIVUNENAN UNUWINEN wiiivdn
Key Purpose Key Roles Key Function
AN83UY W Aasu"Y W Aasu"Y
ﬁ@umﬁﬂ&memamﬂmﬂﬂumﬁuwm%wmzﬂﬁm 10 Uﬁﬁﬁmwﬁ?uaanumﬁaﬂzmm (Game Artist) | |101 UﬁﬁamuﬁwumsaamwumwLLu'aﬁm 2 4

usawvadunaziduneeusulusesuaina

dmsusny (Concept 2D Game Artist)

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

Usemely o 19/04/2564

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

SWe Aasuy svia Arasune SWe Aasuy
101 UﬁﬁﬁmuﬁmmsaamwumwLLmﬁm 2 [ |1012  |1nameiuesaina ( Game Storyboard) 10121 |eSunsuwndn e
§iA dwiuiny (Concept 2D Game LLaz%@gaﬁuam,nuﬁlﬁy%wawmﬂ
Artist) 10122 |1naneIuesamuLLIPn
Lf‘:amLmz%a;aaﬂuaqmuﬁiﬁﬁ“uuawma
1014 |asvassanin 2 Sfvesiaazes g 10141 |asunm 2 Slnfuiazas vidoTnganey
amwumgamﬁa‘] Y9N3 (Creating 2D wavanmas dielunglung
Character, Object or Environment) 10142 [19anm 2 T dmiutszauduglan (Game
User Interface Art)
1015 |senuuuinavasdmdulsluny (Character | [10151 |Wawwnfnlunsesnuuuinazas
Design for Game) 10152 [1anmuuiAnuassnazas (Concept Art)
1016 |sonuuuuazanIwsanluny (Key Art for | [10161 |[Waunniwnen (Key Art Development
Video Game) Process)
10162 |oonuuukazanmnvdndmdulsnuadduny
(Key Visual Art)
10163 |[davidenisnannannammdn (Marketing
Material)
1017 |senuuunaznadeuwanassluny (Game 10171 [Wannuwdnvesnmaswanassluny
Environment Concept Art) 10172 |oonuuukaznamnasuwanaeyluin
1018 |eenuuuinguszneuaintuiny (Game Props| (10181 |Wawwwiadngusznauaintuny
Concept Art) 10182 |eonuuukazaingUsenauantuny
Anasuny

ATINUELERUT (e) WulkudsAlaiinssuruninundeannlanuniivdn (Key Function) wislula vulsaussauy (Unit of Competence)

haznuIgaNIIaUL ey (Element of Competence)
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1. SRARUIYANTTOUS
2. YaNULANTIAUL

3. NUNIUATIN

4. aselny

1012

1MAENO3IUBIALNL ( Game Storyboard)

N/A/ -
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5. §1%5UY001TNUALHER1TN (Occupational Classification)

21TNHENeaNLUUAaULINY (WnAANY) oo dintneenuuudadsinu (luea 3 OR)

6. AIDSUNBNUNBAUTIOUY (Description of Unit of Competency)

UﬂﬂawmuammuwummLﬂuﬂmmmmmmmwamwam (Storyboard) lﬂmmuaﬁam LLU’JW’NVWUﬂB@ﬂLLUULﬂN
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8. nzj::um%w (Sector)

HufURnuaunMsesnuuuAalzing guURnumumnisesnuuunmiadiouln wu dnaseassaninuwifa (Concept Artist) innaneiuea

dnaseassnnn 2 17 dnasisassanimiadaulng 2 I8 (2D Animator) wiodue Atieves

9. Y1 TINLATINaRNTNIUNVURBaNssaus a1 salyla (a1d)

N/A

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

N/A
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11. aussausyaauaznamn1IsU)uaeu (Elements and Performance Criteria)

dussauzeae (Element)
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nanlun1sujjunenu (Performance Criteria)

35n15Us2U (Assessment)
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12. ﬂ'rmgl,l,azﬁnwﬁauwmﬁﬁ’lLﬂu (Pre-requisite Skill & Knowledge)

mmguaxﬁﬂmmimmmw LAZNNSIANTDINIUAIN

13, ﬁﬂ‘l&:LLa:ﬂ’J’]ﬁJgﬁg;ﬁNﬂ’ﬁ (Required Skills and Knowledge)
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(n) AURBINSIUTNYE
1. inweansnanv 2 IR menseilevielsunsureyfiames
2. TiYENISET W IUAN
3. ﬁnwmﬁmiwﬁﬁagaLLazLﬁaL%‘aq
4. YinwzenuAnas19EsA
() mmﬁaqmﬁﬁmmm%
. mmir”imﬁumﬁmmmw
. mmgl,ﬁ'mﬁumﬁmﬁwama’%ua%m
. mmir”imﬁumﬁﬂﬁzﬂauﬁaﬂ

1
2
3
4. rgfieaiugunass
5. Anugfisaiumstanides
6

- Anuggiunsdeumesuienmig
14. wiing1uineenis (Evidence Guide)

wé’ngwuﬁﬁummﬁ%ﬁmum%@mzﬁwLﬁ'Enﬁ"umﬁﬂizLﬁuLLﬁxmiﬁﬂﬂ%ﬂﬁzﬂauﬁwﬁ’uﬁ’umm%miﬂﬁﬁamu (Performance Criteria)
Lmzﬁﬂmmm%ﬁ@?@qmﬁ (Required Skill and Knowledge)
(n) néng UYL TR (Performance Evidence)
1. lutudinuansmageun1aufun
) wé’ﬂgmmmg (Knowledge Evidence)
1. nansaeuULUUNAaeUUsTY
(A) AuuzTtun1sUsEdiy
1. Wwwiniireunmalssdiundngulaefinnsanansessesvdnguiiisies vavdnguauufReusasvdnguaiuag
(1) 3BN15UsEAfiv
1. wuunage Uy
2. WUUNARUNAULUR

15. ¥auLun (Range Statement)

YoULNBBUIETaUATBINMIUH TR Larannwinaendus viseanun1sudug Niinansenunensvinny siudiaaiesile gunsa walulad
9 o ¥ a4 ¥ o - a A ¥
NneInAlesevofmUAdULS Mheves

(n) AUz

1. lunsuifnulndildainvemsfinnuuasnsiinsenilodouaziumsiidhosnwuuing vdeyiiievesimun wasdunwaneiuesn
(Storyboard) fuansdurediessnlnsngnaes asuniu wilane weduumsdmiunsdarininadeuly (Animation) Tuiny

AUTNNNTAZBEATDIAaT N ITISIRYATYTe TnguaniaresnUszneuanlaeesauy sl aansalisuesuieiiuifiuyseneuninla
() AMBBUIeTIasLBYn

1. Tnane3ussn (Storyboard) ey menanmaafieuandiiudiiuresossmnuiedoneveyaiilatuun Tasfinsimunsyunass faves
Faqrin wasouresueneasBoniuinlaosavilans Weannsadeasla auysaasumumuAnvieuumwedaneiilasu

2. aspUsznauiad mneds Msthamnad snysannianmediu ielmiaranuiifiesmsngay wavarmens wals Tnemid
sUuuuTiaTsassn anueuiuiale duiustulselevulsaos uasasamnsstunisudavielansiilady

3. ngmsthiausvesmmeunsvianwedeulm nefs ngvienquiiiinulelunsihiaueidessmsenunidunin 1wy ssauznsunisianes

anuazanuil yunasiiodesisua aviumnnsa vsengRnssuvesdiazasiiatu iunu

16. MUABENTIAULIIY (0131)
N/A

17. 9AEUNTINTI/NGUDITNTIM (013])
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N/A
18. s1eazIduANIZUIUNTTHAZIBN5UTEIHU (Assessment Description and Procedure)

1. wuunage Uy
2. WUUNARUNAULUR
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1. sWaViunBENSTOUS 1014

2. YanuBaNTIOUL A7T9855ANN 2 TRvesiiazas Tng an1muInaeun1ee veany (Creating 2D Character, Object or

Environment)
3. umunaei N/A / -
4. andlus ™M RNIEN O
5. §1u5uTeerTnuasas®n (Occupational Classification)
21TNHNERNRUUAAULLINY (WUIRALAL)

6. AIDSUNBVUNBAUTIAUY (Description of Unit of Competency)

UﬂﬂaﬁmuammwfﬁmLﬂuﬁjﬁmmmmmmw 2 3§ vowazas i’mm LLazﬁﬂ’]WLL’mg@MG{’N‘] meluny ﬁﬁﬂﬁ’mﬁ&aEJﬂﬁﬂLLa%Ll:u@T]lJﬁiﬁ]%i 91
mﬁmmmaumwwwmwauLaﬂmmimmaummmumamLuamaﬁﬂﬁwaamﬂammwaﬂmmmﬂ llﬂLﬁUQ’]WVWIﬁEIULﬂMV]Luu@]il']llﬁllﬁ]ﬁﬂ (Realistic) N
Tngam 2 Nﬂﬂﬁi’]ﬂﬁﬁﬁﬂ‘l]ugaﬁﬂﬂ’l’mﬁ’.]EN']E.I AU ﬁ’]lJ’]ﬁﬂﬂ’]EJV]EJﬂEJ’]ﬁJZMN’IUﬂ’]W 2 NG]B‘LWTU{LG]
ﬁ’lll’]ﬁﬂLLﬁﬁJB‘L‘WLMUﬂﬂﬁ]umu’]ﬂ’ﬁ‘Mﬁ@ﬂ’J’mﬂfﬂﬁ ’]Qﬁiﬁ?"ﬂUﬂ’ﬁVlQEJEJﬂﬁl’lﬂﬂ'l‘WTNLLu’Jﬂﬁ (Concept Image) LLﬁBLLU’JV]’NM%EJI?]V]E’]‘U@JLﬂll‘l(;{ u@ﬂﬁ]'mﬁ

aa

Uﬂﬁ’m’]ﬁﬂa@ﬂLL‘U‘ULLauﬁﬁ’Nﬁiiﬂﬂ’]‘W’ﬂﬂ 2 U6 ']MﬁUUﬁuﬁ’]UﬂUNI“U (Game User Interface)

7. AmTusTAUAAI

]

1 2 3 4 5 6 7 8

) 0 ) 0 ™ 0 ) 0

8. nzj::um%w (Sector)

mﬂgummmumsaanLLUUﬂa‘Uvmm mﬂgumwumumiaammumwmaaulm L uﬂai’massﬂmwumﬂm (Concept Artist) Tnnanesuese
nasassann 2 iR maauﬂ fiAees

9. Fooninuazsiiaendnduiivulsaussauzianunsalala (and)
N/A

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

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

v 7 wa . . a a
ausInuzyay (Element) nanlun1sujjunenu (Performance Criteria) ABn1sUsliu (Assessment)
10141 aswnw 2 Aalniuiiaeas vseTagnien 1. fvuauazaegenuIANAnNlanelasy
waranwa dielynnelung 2. 3avham 2 f

Allunulassawnfamulaneilasuteuniie
3. avdlagnaes
4. MvupgduuuwaraIuUIENOUYRIN M 2 JRlulny

10142 A0 2 TR dwsuuszanuiuglian Game |1 ssuiioadu UX way Ul geanyln

User Interface Art) 2. 9RNLUULAYIAYIN Game User Interface
3. 898 Game User Interface
VLGTQﬂK;lJE]\‘inSITE)ﬁWMUWUENLﬂN

0. Uszgnalniadosilefimneantunula

12. anuguaziineznaunuidndu (Pre-requisite Skill & Knowledge)
ANUIHAZTINENITIIANNLAEN1TANE SaudsruTlafeiunIseanuuy UX uag Ul vadny

13, ﬁﬂ‘l&:LLa:ﬂ’J’]ﬁJgﬁg;ﬁNﬂ’ﬁ (Required Skills and Knowledge)
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(N) ANURDINITAUINEE
1. Winwen1senm 2 98 wuuneievsenislusunsunauiames
2. Yinwen5a9d
3. YNENTIATIENYeYA
4. inveANURNATINETIA
(¥) MNABINTITATUAIING
) mmgLﬁmﬁumﬁmmmw
Voo e o«
- AanugineInuasalsznoudal
) mmglﬁmﬁumﬂimﬂ
) mmglﬁmﬁuammmaau
) mmgLﬁmﬁumm
Y 4 o & Yy
) mmgmmﬂumman’wa

PR

- AuggItuUTEaUMIMYeylenu(UX) vieaunaussauiuyly (U)

U

~N O U A W N -

14. wiinguineenis (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. nansaeuULUUNAaeUUsTY
(A) AuuzTtun1sUsEdiy
1. Wwwiniireunmalssdiundngulnefinnsanansessesvdnguiiisies vavdnguauufReusasvdngiuaiuag
(1) FBN1sUsEAfiv
1. wuunage Uy
2. WUUNARUNAULUR

15. ¥auLun (Range Statement)

v
a wa

YoULNBBUIETaUATRINMIUH TR Larannwinaendus viseanun1sudug Niinansenunensvinny siudiaaiesile gunsa walulag
9 o ¥ & ¥ o - a A ¥
NneInsAlesevormUAdUe Mieves

(n) AUz

1. Tumsujdanulvendsdiainuwenisnanin 2 85 fMazas ng uazanmiinaeun1eg aeluing AlaNuazBungaulasiuuAILaNase
wazmasidefianisidienlednaisnuuasdoensunaugdnuarusseinia (Mood & Tone) vaunsle
sudsdanuganutafeiuussaunisaveslynuUX) vieaunedssauiugly (UN) iWednnesniuvaisassadmiulsyaiuiualy (Game

User Interface) waranunsaussenaluaiosdioniss luniseenuuy
(%) MaSuneseavden

1. 91901 2 S (2D Art) manefls nmitnameiiouunszats viienalulusunsurexiianes Tnedunisluaunasdiioassnu nefissun 2
spufio Mwaren uarlsmsmanaseiiieassanudnuasdiluiua annsanievenesunia AN A
AnuARFILTENNEiMAnieInemansiieaves maenauausauandliudedununnisrieauAnasasalunIneseaIINA TR
(Concept Image) wazwuamwiselangvannila

2. ARYOALNANLAR MINER mﬁmiwﬁuaxmﬂeﬁummmimmﬁﬂﬁ%qaisﬁﬁumpgmmaalﬂdlummm

3. msasd (Coloring) vanefia msszuneddulniufazasuaz Inganen Tuin Tasmsdenlydnosiliiinud auivuvedd anuaavesd
Tnsaduasmglnamiiaumsnuuazansdilniuam sufansdonledfimsnuuasdoorsunanugdnuazussenia (Mood & Tone) wasinsila

4. aumeUszauiugly (user interface vise UN) vianefia daniihiluglosulalanouiuing wu nsauauana viowdufiun

10
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wielvdsieglunutiuinnumuanunssnsvesyly uasnetluvayaiiiesvestunslynulunuiulaesndmauuazsinss wu Yunaiu

wigndluny Yunieda nsisanvesny munaenisivanny idumy
5. Uszaunsadvedyluau (User experience wi3e UX) vanefia Ussaunisunisasnufduiusveslvnu (User) filafuannisianeuseuny

nsntsveylenuiinguaglnanuaynauiy
6. Uszgnaluiasesiienmunzauivnu vuneds nsdenluesesenimelunsujifnulaesamnsan uazgnaes naluaiuvasnisesniuy n1sadd

emslaeninnanie lnenesdiaidaneviounifnilaiy sufsguuuuresnuinsiiameluaiunuduglnesauy s

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

1. wuunaae Uy
2. WUUNAARUNIAULUR

11
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. SRANUIEANTIOUL 1015
. YanulwauIIAUL ponuuumazasdmsulaluinu (Character Design for Game)

. NUNIUATIN N/A / -

. d9slva ™M

USuusge J

5. §1%5UY001TNUALHER1TN (Occupational Classification)

213ndnesnuuuAalzny (WuIAALAL)

6. AIDSUNBNUNBAUTIOUY (Description of Unit of Competency)

yaraTiuaussouzineuduyiianansoeenwuuiazasilaluny nensalinmsuansniiufanmsimuuuenufsuesnisesnuuuiiasas

wiuasdMazATnULUIAavTelaneveunula sy Tiimsuansdingasduayuieuivinvesiiarasiieaniuy

7. AmTusTAUAAI

]

1 2

3

4 5 6

) 0

)

0 ™ 0

8. nzj::um%w (Sector)

HufURnuaunMsesnuuuAalzing guURnuaumisesnuuunmiadieuln wu dnaseasianinuwifa (Concept Artist) ninaneiuea

Unas9assnnn 2 I8 w30duq NA1ves

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)

10151 WalLLUIANlUN1SaBNLUUSIAYAS

1. favinnsnnisiamInseenuuUiIazas
(Character development)

2.
JLUNTLUIUNNTAAYIONITORNKUUATINNILUIAATBUNL
Aatunoumne

3.
aaﬂLLUULLazr{Tmﬁwiasammﬂﬁugwuﬁmms‘immaaﬂu

wazdnd (Anatomy and Proportion)

10152 1MANINLUIAAYBIFIazAT (Concept Art)

1. §avhnwiarasTioonwuUmULLIAAYENNY

2. m%ﬁ’gasﬂﬂﬁg}ﬂ&?@ammLLmﬁm

3.
%’mv‘hiwaazLﬁamﬁauamgmmm@aﬁﬂﬂuaﬂﬁaasﬂsﬁaaﬂu

UU (Character Design Breakdown)

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

ﬂ'J']iJELLaSVTﬂMZﬁﬂ']TJWmTW LAYNISHAIUILUIAATUNSORNLUUMAEAS

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

12
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AUINANGANNTTUATIIR

(n) AURBINSIUTNYE

1. YiNEEA1TANTN

2, ﬁnwmﬁmiwﬁﬁﬂyaga

3. finuzAnUAREs9ETSA

() mmﬁaqmﬁﬁmmm%

1. mmiﬁ'mﬁumiaammuﬁaazﬂﬁ

2. mmir”imﬁumﬁﬂﬁzﬂauﬁaﬂ

3. mmiﬁ'mﬁumﬂimmaaﬂuuazﬁm{

4. arugiAeatumaidentyd

5. ﬂ’J’lngLﬁﬂﬁﬁUﬂ’]iﬁ;’]ﬁ’]EJazLﬁ%JﬂL%ﬂﬁﬂ“Uaﬂﬁ’Jazﬂi

14. wiinguine@enis (Evidence Guide)

wé’ngwuﬁﬁummﬁ%ﬁmum%@mzﬁwLﬁ'Enﬁ"umﬁﬂizLﬁuLLﬁxmiﬁﬂﬂ%ﬂﬁzﬂauﬁwﬁ’uﬁ’umm%miﬂﬁﬁamu (Performance Criteria)
Lmzﬁﬂmmm%ﬁ@?@qmﬁ (Required Skill and Knowledge)
(n) néng1uNsUH TR (Performance Evidence)
1. lutudinnansmageun1aufun
) wé’ﬂgmmmg (Knowledge Evidence)
1. nansaeuULUUNAaeUUsTY
(A) AuuzTtun1sUsEdiy
1. Wwwiniireunmalssdiundngulnefinnsanansessesvdnguiiisies vavdnguauufReusasrdngiuaiuag
(1) FBNsUsEAfiv
1. wuunage Uy
2. WUUNARUNAULUR

15. ¥auLun (Range Statement)

a wa

leEJ‘UL‘UG\E]ﬁ‘U’]EJZN‘UEJUL‘IJWUENW]?UQUWQ’]U LLﬁwaﬂ’]WLL’maﬁJﬁJau‘] maamumﬁmauﬂ mmanﬁmumamﬁwmu i’JlIﬂﬂLﬂﬁENlIEJ aﬂmm wmalulad

w%wmmﬁlwaamamwumauq AR
(n) AUz

1. Tumsujifnuludidsduinvemsnanmuwifavesiasasiieenuuu lnenssuanslmiuiinsimuisnaalunmsesnuuuiaynsdentd
FIANNTUARIYNLDUTIAN VO ATIDBNUUY

(%) Maduneseazdun

1. mswmwuwaAalun1seanuuuiiagas (Character development) neds nsaTiIarAsTuNaINduRLIMS
Tneruunfauerhveiignimustu Suussnoums eides uuiAn veyavessases viegUuuulumsiinannoss
wagiunitanndhagastviiemunaulasnnty Tasiuniseenuuuiivannuans welminuuafalvg lunsesnuuy

2. uwifa manefls M3fn AUKATIUTIEYATIAB R IMIfaLenarUszgnaly sauivasnsathlulinesoneudalg WannluABedu

3. UaTlBUALARINNBATEN (Character Design Breakdown) visnedis
nsesuseyaiiufumeteAuniegUnmiinnnImseenuuuRazasThly TaefinisuanuasssasBeniituiy 1wy veyanuANATLN

915uas naln assnan 8381ua NN seduT MAIiufarATY

16. MwENTIAULIIM (013)
N/A
17. 9AEUNTINTI/NGUDITNTIM (013)

N/A

13
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18. S19AIBUANTZUIUNNTUALIGN15UTEIEY (Assessment Description and Procedure)

1. uuunaaeuUTily
2. wuunegeuNAUUR

14



AUINANGANNTTUATIIR

1. SRARUIYANTTOUS 1016
2. YaNULANTIAUL

3. NUNIUATIN

4. gsslvia ™M

N/A/ -

2ONLUUKAZIIANNUAN LN (Key Art for Video Game)

USuusge J

5. §1%5UY001TNUALHER1TN (Occupational Classification)

213ndneenuuURaUsNUWLIAALAL)

6. AIDSUNBNUNBAUTIOUY (Description of Unit of Competency)

yaraimaussauzdneadugiianunsaeenuuunmdrfydmiuing (Key Art) lasensansanu as19assn aunsodeansuuifn onsua

wazusssnavennulniuduninesndaumusumaielaneilaiuandnesnuuuiny wieymiieves

Tneaddguennuagludunmdmiuimueiiamenisinuesnwuufavzinuiiug awdshamailslunsussanduiusnegnan viienpaiuiiieves

7. AmTusTAUAAI

]

1 2 3

4 5 6

7 8

) 0 )

0 ™ 0

) 0

8. nzj:um%w (Sector)

HufURnuaunMsesnuuuAalzing guURnumumnisesnuuunmiadiouln wu dnaseassaninuwifa (Concept Artist) innaneiuea

Unas9assnnn 2 I8 w30duq NAIves

9. Y1 TINLATINaRNTNIUNVURBaNssaus a1 salyla (a1d)

N/A

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

N/A

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

dussauzeae (Element)

K v .. .
nanlun1sujjunenu (Performance Criteria)

35n15Us2U (Assessment)

10161 Walnnmnan (Key Art Development Process)

1. AASIEUNTLUIUMTHAILININAS A LN

2.
IhnnswanaennaaAnvaLnunlaSuNBUTIN
Y

10162 pankuukazIaNnuandvsulvauasslung
(Key Visual Art)

1. e9nuuULazIRvhA YNy
2. asdnmmanlagnaeswnumegud

10163 davihden1snataainainman (Marketing
Material)

1. 3ups1ev wazidenly Platform
ALLNUNISAAIATAALA

2. Favhamdenisaainanawndnauuwanes
(Platform) Mdenly

12. ﬂ'nugl,l,azﬁnwfiauwmﬁﬁﬁu‘ju (Pre-requisite Skill & Knowledge)

v

ﬂ'JWiJ?JLLﬁ%VTﬂHSﬂ’]S’J’]Gm’WW ﬂﬁE]E)ﬂLLUUﬂ’]WﬁWﬁIﬂﬂuLﬂN ANSHDAITUUIAR DITUM LAZUTTIINAUDS

13. ﬁnwmasﬂ’nugﬁé’l’mmi (Required Skills and Knowledge)

15




o

AVIVANGAEVNTTUATIIR

(n) AURBINSIUTNYE

1. ¥inwennsnanv 2 37 wuuneiionsemelusunsunaufianes
2. finwgnsadd

3. ﬁnwmﬁmiwﬁ%aga

4. YinwzenuAnas19EsA

() mmﬁaqmﬁﬁwmm%

. mmir”imﬁumﬁmmmw

. mmir”imﬁumﬁaammu

. mmir”imﬁumﬁﬂﬁzﬂauﬁaﬂ
. mmir”imﬁumﬂimﬂ

. ﬂmuir”imﬁuamwmgfm

. ﬂ’nuir”imﬁuuaqm

¥ A 9 - Yy
. ﬂ?qﬂzLﬂﬂ’JﬂUﬂqﬁLaafﬂfUﬁ

0o N o U AWLWN -

. AnuggItudelavanluszuununIge
14. wiinguin@enis (Evidence Guide)

wé’ngwuﬁﬁummﬁ%ﬁmum%@mzﬁwLﬁ'snﬁ'umﬁﬂizLﬁuLLﬁzmiﬁﬂﬂ%ﬂﬁxﬂauﬁwﬁ’uﬁummsﬁmiﬂﬁﬁamu (Performance Criteria)
meﬁﬂmmm%ﬁ@?@qmﬁ (Required Skill and Knowledge)
(n) néng UMY URU (Performance Evidence)
1. lutudinnansmageun1aufun
) wé’ﬂgmmmg (Knowledge Evidence)
1. NansaeuLUUNAFeUUTHY
(A) AuuzTtun1sUsEdiy
1. Wwwiniireunmalssdiundnglnefinsanansessesvdnguiiisives %ﬂmﬁngwuﬁ?ﬁuﬂﬁﬁﬁmuuawﬁngnuﬁwumm%
(1) FBN1sUsEAfiv
1. wuunage Uy
2. WUUNAARUNAULUR
15. ¥auLun (Range Statement)
youLmESUETweuIATaIMIURTANY Lazan MUInADNELY VidDANUNIINBLY fiTiNanszmuRpMIYny Tfueesdio gUnsal wialulad
w%fwmmﬁl%ﬁa%aﬁwumﬁuﬂ Aievos

(n) AUz

1. Tumsujifnuludidsduinvenmsesnuuunwdrddmsuiny fiaunsodoasuuaia ansua wazussenmavesndbadiuduniwessinay
wazfinsuansbmiufanisiesigvnszuaunsiaunniwndn Insdenlydlunisdeasmesualansmnulaneilau

wazansnsathamudniuinegesidunmienisnainlansanussuufisessunsueveny

(@) MesuLazLdYn
1. nwvan (Key Art) wanels nw 2 ﬁﬁﬁﬁmmauymﬁ e Seaunsanandidiuuuain e iednuasauve i la
S llitedumnmdnlunsimuaficmaveanutiue 31mﬁﬂ%iumiﬂiwmé’mﬁuél,ﬂmﬁ’malméw9]
2. \nuunanaWesu (Game Platform) vanedl svuvitsesfunismevennuiilavannuanenou flede ulen inunoulsa uaz roufiames wu App Store
vi%e Xbox dumy
3. awdelavanniensnann (Marketing Material) el awiithanlalunisieansmienisaana itelaiunslavanvideluslumnudue

Tuszuuvounumes Mnswnuganualitludagtu uasifnaulmanglad

16. WuREANIIAULIIM (A1)

16
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N/A
17. goamnssusaa/naue1ingay (anf)
N/A
18. s1eaZIduANIZUIUNTTHAZIEN15UTEIHU (Assessment Description and Procedure)

1. wuunage Uy
2. WUUNARUNAULUR

17
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1. sWavulLaussauL 1017

2. Yovuawaussaue aaﬂufuuLLammﬁamgaﬂumm (Game Environment Concept Art)
3. nunauASe N/A / -

4. a1yl ™M Uuusge O

5. §1%5UY001TNUALHER1TN (Occupational Classification)
ofintineanuuuAalsinu(uunAaLN)
6. AN93UNENRUIVENTIAUL (Description of Unit of Competency)

yarafiuaussauzineuduyiianansoeenwuukazndsinaoulung
Inmslnsendnvesirdenmvseandnenssulunulagnaesmnuuminiwiselaneveanuiladu suuddinmsiamiwwe uaensdenlvdlnesignaes

7. AmTusTAUAAI

]

1 2 3 4 5 6 7 8

) 0 ) 0 ™ 0 ) 0

8. nzj::um%w (Sector)

HufURnuaunMsesnuuuAalzing guURnuaumisesnuuunmiadieuln wu dnaseasianinuwifa (Concept Artist) ninaneiuea
Unas9assnnn 2 I8 w30duq NA1ves

9. Fooninuazsiaendnduiivuipaussauzianansalala (and)
N/A

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

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

v [ wa . . a a
duss0uzeae (Element) anm“lumiﬂgumm (Performance Criteria) A5n15UsIAU (Assessment)
10171 WawuIRnuesnnasInaasluny 1. AnsiewiadennuseanrUnenssulunule
2.
NN NFWINFBUFDARABILUIANTBLANT RS UNE
UNLY
10172 p@nLUUkaL AN NELInaeNluny 1. sanuuuUkazInvhamawInasuluny

2. asdnmaswanaeuluny

12. anuguaziineznaunuiidndu (Pre-requisite Skill & Knowledge)
ANNFUAETINYENITNANIN TITIANUTIIAUNITERNLUAIRaeN Yindunn aandnenssu uazmadenlydlaesgnaesulaneilaiu

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

18




o

AUINANGANNTTUATIIR

(n) AURBINSIUTNYE

1. ¥inwennsnanv 2 37 wuuneiionsemelusunsunaufianes
2. finwgnsadd

3. ﬁnwmﬁmiwﬁﬁﬂyaga

4. YinwzenuAnas19EsA

() mmﬁaqmﬁﬁmmm%

1. mmir”imﬁumﬁaammu

2. mmir”imﬁumﬁﬂﬁzﬂauﬁaﬂ
3. ﬂmuir”imﬁuamwmgfm

a. ﬂ’nuir”imﬁuuaqm

5. ArugAgatumaidentyd

14. wiinguine@enis (Evidence Guide)

wé’ngwuﬁﬁummﬁ%ﬁmum%@mzﬁwLﬁ'Enﬁ"umﬁﬂizLﬁuLLﬁxmiﬁﬂﬂ%ﬂﬁzﬂauﬁwﬁ’uﬁ’umm%miﬂﬁﬁamu (Performance Criteria)
Lmzﬁﬂmmm%ﬁ@?@qmﬁ (Required Skill and Knowledge)
(n) néng UMY URU (Performance Evidence)
1. lutudinnansmageun1aufun
) wé’ﬂgmmmg (Knowledge Evidence)
1. nansaeuLUUNAdeuUTHY
(A) AuuzTtun1sUsEdiy
1. Wwwiniireunmalssdiundnglnefintsanansessesvdnguiiiives ﬁywﬁngwuﬁwuﬂﬁﬁﬁmuuawﬁngnuﬁwumm%
(1) FBn15UsEAfiv
1. wuunage Uy
2. WUUNAARUNAULUR
15. ¥auLun (Range Statement)
youLmESUETweuIIATaIMIURTANY LazanMUInADNELY VidDaNUNIINBLY TiTNanszmuRpMIYny Tfueesdio gunsal wialulad
w%fwmnﬁﬁl%ﬁa%aﬁwum%uﬂ e

(n) AUz

1. lumsufuRnulvatadaimsinseniedenmvseandnenssuluny

wazdm i LIAnLareenkuuA N InawInaedlunamseasdlagnaewnuuImsmtelangvenuiilasu
(%) Meduneseazdun

1. Awinaeu vueds FniTinuazluddin vieidusssumnfviemeiuusssy Fwssivg WieuyweaidSuastuun Wudnuaeglivszne
Vimanmnan lwu aula auvgn QU Wi Nsaau vea anamskasnineInsssinanuin dgnasne dn vuiSou 81ms gAY BB
w30edns Wusy saudarisan newh ena laevivualeuszneuiuuaiausauansdsdaiiintuluneutuilmefisUsyaunsuvesiay

2. virflonn vneds aalsznevesmisiinivamiiffsserlnauaglnalunm wansfiuauiiiniuning anuen wazaudn

= Ya o P A S ! G D DR R S ¥
Wisuanslmiuningiuwafimiunsemaiu wwanlhieglnaszvunalugninieglnan uau

3. vpuiniseenuuudwinaed vueds nannislunisiauanmiinaeunen ninglulazn1euene1nis

iielniingurssnmvseaussselovulyaesusedniu lnensviuddiuyveanulardunasunisssiufanbmeiu

N ILAT AN ANTTHYRINYWERAYN TEUIUNTNNETTNYA

16. MUABENTSOUTIIN (013)
N/A

17. 9AEUNTINTIV/NGUDITNTI (013)
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N/A
18. s1eazIduANIZUIUNTTHAZIBN5UTEIHU (Assessment Description and Procedure)

1. wuunage Uy
2. WUUNARUNAULUR

20
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. SaMNBANTIOUE 1018

. Yovunwaussaue aonkuuIngUsznauanluny (Game Props Concept Art)
. mumuaded N/A /-

. a9l ™M Uuusge O

. #115UTeR1TNIAZIHERITN (Occupational Classification)
ofintineonuuuAalzing
. ANdUNERUIBENTIAUL (Description of Unit of Competency)

yaraiiassouzineaduyiiansaeenuuuinguszneuainluiny amnsadins e nn Iz U IS IALILAYNNTEENLUUIIAA N
nseuasdingusznevaintunulaaennassiuiuiAnvselaneveunuilaiu

. dmsUsTAUAMNA
1 2 3 4 5 6 7 8
) 0 ) 0 ™ 0 ) 0

. NYUAITIN (Sector)
dnasnuuuAayzny
o a o a A4 o ° & MY Yo
. YepInuazsvidenInduiivulsdussauzianansalyla (a1d)
N/A
10. variuuavzangssileuiliiedvas (Licensing or Regulation Related) (a13i)
N/A

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

' ° wa . . a a
au3Iauzyay (Element) nanlun1sujjunenu (Performance Criteria) ABn1sUsliu (Assessment)
10181 WannuwwiraingUszneuainlung 1. Awsgunssuiunsiaun daguseneuaintun
2.
FavhnmseinguseneuaindennasdiuIfnvaunuiile
Fuueuning
10182 senuuULarNATIgUIENOUAINIUNY 1. sanwuukazdavinmingussnauanluiny

2. addnwinguszneuainiung

12. anuguaziineznaunuiidndu (Pre-requisite Skill & Knowledge)
AUFHAZTINENITIINNN FIFIANNFTIUNITIATIZANTLUIUNTAIUINUBRNKUULAYAsE T UsEnauan
13, ﬁnwma:mw;ﬁﬂmmi (Required Skills and Knowledge)

(n) AILABINNSIUTNYY

1. Vinwemsnanm 2 8 uwunedlevdemelusunsunoufiunes
2. finwgnsadd

3. ﬁnmms‘imiwﬁ%@ga

4. FnwrAuAnAs9EssA

) mwm?aamss?mmmi

1. mmiﬁmf'fumiaammui’mqﬂixﬂaumﬂ

2, mmﬁlﬁmﬁumﬁﬂixﬂauﬁaﬂ

3. Anugiieaiunisidenyd

14. nanguineen1s (Evidence Guide)
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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

1. Tumsujdfnuludidadensesnuuuingusznauanidunan
NIDUNIIATIEVNTEUIUNNTEONUUULAE I InBesdanArBs UL lanevesnuiilasy

(%) Meduneseazdun

1. Tagusznauain (Prop) minedls Fuauiiusngegluaniswadnuazvwisivey Wutuuenvsedanau (Prop Set)

v v

Usznevegluanveanuiidenaassiuiuifavselangveunuiilasu wu uwinunegyalssiu Jaguszneuaindzusenaume sode seida auvan

aula viueu fin wseduq Muansmiulugalsiudumu

2. firfenin nneie aulsenevesnwiilaiviinanitfsseelnavarinalunin wansdaauiiniiuniig Aue1s waganuan
P Yg 'y P V" o ' ¥ oq ¥ N ¥
Wisuanslmiuningiuwafimiunsemaiu wwanlhieglnaszvunalugninieglnan uau
16. NUIYFENTTAULIIN (013])
N/A
17. gAEMINTINTIN/NQUDITINTI (A1)
N/A
18. sgazdeanszUIUNNSHAZISN15UsElU (Assessment Description and Procedure)

1. uvunadeuUTily
2. wuunageuMAU R
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