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1032 asamsmugunalnansinaTuesiaagas (Character Rigging)
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1032 as19n1smuaunalnan1sviauvesiiasas (Character Rigging)

1033 L%'amiaﬂiwgﬂwjyﬂm@aéwq (Skinning and Binding)

1034 asan1smueunisiadeubmveslunuvesiiazas (Facial Rigging)
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1. MITIUEAIRLN 1
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1979 1 : FUNCTIONAL MAP ugnd KEY PURPOSE , KEY ROLES , KEY FUNCTION

AYNYIVINEVEN unummEn wundivdn
Key Purpose Key Roles Key Function
Aa3UY S¥ie ANasune SWia ANasuY
ﬂ’@umF“i’namwmamﬂmﬂﬂumﬁmmiwmﬂﬁm 10 ﬂﬁﬁﬁmuﬁ?ﬂuaammuﬁaﬂsmu (Game Artist) | [103 Uﬁﬁamuﬁwﬁnﬁqﬁm%’umu (Game Rigging)
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(Export to Game Engine )
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2. mswuﬁmwﬁﬁﬁ 1 (n0)
Uszmelly i 19/04/2564

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

wnivan WUILENTIOUL WILENTIAULERY
Key Function Unit of Competence Element of Competence
SYa Ara5une Ve Aasue SYa Ara5une
103 [UftRnununisdmiuing (Game 1032 a%umﬂwsmu@malﬂamiﬁmummﬁaazm 10321 |aeatlanea 3
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1Y

avasuazingnneg agluna (Controller)

1033 |Weoumanszgniv1laaaniee (Skinning and | [10331 |Muuawazysuwasaniiviinussfssenindang
Binding) arfunszgn (Weight Painting)
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Engine

1034 |asumsavaunisindeulmvedlunuvesd | 10341 [Awsigmnailaieniu Facial Rigging

awA3 (Facial Rigging) 10342 |MvuALAYaTNAILAUANEN YUY SLRITIALAT
(Facial Rig)
107 [UjdRnuaunisinssuvveyadimsun| 1071 [dnssuuveyalnauysaidietnlulyes 10711 |fwuanisdanising
U (Export to Game Engine ) 10712 |aseenlnialugs Game Engine
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1. sWavulLaussauL 1032

2. Yovuawaussaue a%uwmimuquna"Lﬂamivausuaaﬁaazm (Character Rigging)
3. nunauASe N/A / -

4. andlus ™M RNIEN O

5. §1%5UY001TNUALHER1TN (Occupational Classification)
ofintineanuuuAalziny (3nines)
6. AN93UNENRUIVENTIAUL (Description of Unit of Competency)
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ﬁ’mumLLazaﬁwmumuﬂmmﬁmﬁaulmmx@ﬂ TASATLL |INANE) Tunu

azingmaq angluiny (Controller) 2. Ihaumvaunsingeulmvensegniviuiiazas
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3. WUNTEUUNIIAIVANVBINTERNWUY Forward
Kinematics &g Inverse Kinematics

4. Ivinalnlumsadunisaivaunseanuuy Forward
Kinematics &g Inverse Kinematics

5. Ipviasasiatiu@uuu Controller la

12. mwguazﬁﬂwriawmﬁ{hLﬂ‘u (Pre-requisite Skill & Knowledge)

ANUFUAETINwEAUMIARAINsEniniulimaiiasasau €0 wazeunensegniuniulumaduiulalung
melusunsureuiamesiiievesiunsiniinszgn suwdwnuganuuilaluguuuunisindeulmuenszgn
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1. Vinwznisindansegnmislusunsuaeuiomes

2. inwgnsimunuarassEIumUANnsindeulmnsegn (Controller) mslusunsumesiinmes

3. ﬁﬂwmsﬁmuﬂﬂ'wﬁwﬁﬂuﬁﬁﬂswﬁwﬂuLmaﬁmﬁz@ﬂﬁuazm (Paint Weight) melUsunsunesfiames
4. ﬁﬂwmﬁmﬁzﬁﬁaga

5. finwgArmAnasATIn
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1. mwgauilang eafudesusiuarnisindeuln

2, mw%ﬁ&nﬁumeﬁmﬁ AL &0

3. mw%ﬁmﬁumz(ﬂﬂ (Bone)

. mw%ﬁ&nﬁu%aéa UJoint)

. ﬂ?']ﬂ.lgl,ﬁEJ?ﬁ“UE‘ULLUUﬂWiLﬂgaulwi“UadﬂizﬂﬂLL‘U‘U Forward Kinematics W kuU Inverse Kinematics
_augfetfudumugumsiadoulmnszgn (Controllen)

. mwitﬁmfﬁ”‘umimugmﬁumaﬁwﬁwlmmaﬁ’umz@ﬂ&hazm (Paint Weight)
_eugiiaiunislssulusunsuneufianeslumsiaiinssgn
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. AnuggItureimualun1sinfinsegnd1miu Game Engine
14. wiinguinaenis (Evidence Guide)

Mé’ﬂgm'ﬁ'myadmi%ﬁmu@%auuzﬂwLﬁ"Enﬁ‘ums"dizLﬁuLLa:maﬁ%I%Uﬁzﬂauéwﬁuﬁmﬂm%miﬂﬁﬁ’amu (Performance Criteria)
Lgazﬁﬂwammgﬁé?admi (Required Skill and Knowledge)
(n) nang1uNsUH TR (Performance Evidence)
1. lutudinnansmegeun1aufun
) Mé’ﬂgwummg (Knowledge Evidence)
1. nansaeuLUUnAae Ul
(A) AwuzTtun1sUsEdiy
1. Wwwiniiseunmalssdiundngulnefinnsanansessesvdnguiiisies vavdnguauufReusasvdngiuaiuang
(1) 3BN15UsEAiY
1. wuunage Uy
2. WUUNRAERUNAULUR
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warlinsuanslmiufanisasisaumuaunisiedeulmnszgniianmisoaduluinsgnnnsegnuuu Forward Kinematics wa Inverse Kinematics la
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o
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o FK (Forward Kinematic) .dunsmvaunisiadeulmiivens (Joint) vesluaa
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o IK (inverse Kinematic) \dun1smupunisiadeulmveinsygniidieuns (Link) fu lneidunsaiuauuuugeundu
Fweneiegludfunseulesiegnuarsazaiuaunsindieulmvesvensiiegluddunisionlomuuu
an  Xoa¥ . y 4 v PR
Bnmstvilwanunsadaniveanisiedeulmauinesnisianisluasafies Nl
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nsUsslumuanssaugiliuunsaseaunuaunsingeulmnsggnuuudusagumaianduisieglulusunsuneuitines
MstvueALsIRsEsleaiunsegn (Plaint Weightvianefia msdanisiudnaiuiiunazvens (Joint) Auauey islulnliaadu ga
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wioluduzuiduss nanefeulm vl msvszdiumuanssausd wunisdszdun
EVAADUATAUTULASALSRI LA RNl sgnRe i as
\NULEUIY (Game Engine) vanefis lUsunsumsufiamesiiolvaseintony Jalusunsumariignideutuunanawneuiamesnieg e C, C++,
JAVA Wunu inueuduSeuaiioudundosdiolvasiuaiunig vesssuuing Juaiumall avgniluusznauiaieiu
wargnvadgeuaansavhiusniulaesslufifym melaanmueaeuiignimualy Wunszuaumslunisaswnulwesnuiauysa
dnWawnudwuunlsnueudulunisananudmsuinionay defie nasnaunouialnaINANINITINNUTELANEUIY Usznaune
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16. wuREENSTIAULIIM (A7)

N/A

17. gAEMINTINTIN/NQUDITINTI (A1)

N/A

18. s1gazdeAnszUIUNNSHAZISN15UsEIAUY (Assessment Description and Procedure)

1. wuunageulsie

2. WUUNAFRUNIAULUR
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1. sWavulLaussauL 1033

2. Yovuawaussaue L%Wi@ﬂiz@msﬁmmaéwq (Skinning and Binding)
3. nunauASe N/A / -

4. andlus ™M RNIEN O

5. §1%5UY001TNUALHER1TN (Occupational Classification)
ofintineanuuuAalziny (3nines)
6. AN93UNENRUIVENTIAUL (Description of Unit of Competency)

a =g ¥ o = ! ¥ ! L . .
yarafinuaussouzinoaduyfianunsaidounonszgnivilieanisd (Skinning and Binding)
ausamvuakazUuunsmdminusaRsenalimaiunsen (Weight Painting) kazaninans39a8uN15 Skinning Lielylu Game Engine lnaevauysa

7. AmTusTAUAAI

]

1 2 3 4 5 6 7 8

) 0 ) 0 ™ 0 ) 0

8. nzj::um%w (Sector)

o
o o

wufiRuauMsesnuuuAalzing gujiRnuauniseenwuunmiefoulns wu dhasassanin 3 17 dndadinsean (Rigger)

waztinassassanmadenlin (3D Animator) iseduq Miieaves

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)

' ° 2 . . a a
ausInuzay (Element) nanlun1sujjuneu (Performance Criteria) ABn1sUsliu (Assessment)

10331 1.
ﬁ’mumLLasﬂ%’uLm'dﬂ'wﬁmﬁmﬁﬁaswiwﬂmmaﬁ"unsz@ fvauazUFuunsaminussisssmndieaunaye
n (Weight Painting) uﬁ'umx@ﬂ"lﬁ

2. Iniedesiiouazinaiafignaodlumsimuaa Weight

10332 avavaeuuaznlunis Skinning ielylu Game |1. szyan Weight fineansdmsyu Game Engine
Engine lpagnsgnaes

2. lypvesdlowazmaiiafignaedunisivunan Weight

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

ANUFHAZTINYEAUMSARAINsEanttiuliee wazleunanseaniuiulimadmiuleluny aelusunsupeuiamesiiigivesiunisindinsean
suirnuganulalugluuunisiefeoulnivesnsegn

13, ﬁnwma:mw%ﬁ%@ami (Required Skills and Knowledge)
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(n) ANuRBINTAUTINYY
1. vingenismnuawazysuwmsantminussissenndiaanaznsegn (Weight Painting) adelusunsuaauiiimes
2. Fin¥eInTIadeuLasInlunIs Skinning
3. finweN1TIATIEVveYa
4. finyeANUANATNATIA
(1) ANUADINTTATUAINS
v 2 ¢ d o A A
- AnugauaAna NeIfuTeuazn1sIAGeUl
. AnugAgITungInamans
Yd o
. ANNFNEINUATEYN (Bone)
. ANuggIturena Joint)
YA o ! -
. enugigiuaumuaunsedeulninsggn (Controller)
- AnuggItunsAtvtiussisssnslueaiunseandiazas (Paint Weight)

aa

A Y oo y
- Anuggatunslenulusunsuneufiamesiunisasdiag 3 96

0o N o U AWLWN -

. Anuggtureimusalun1siafinsend1miu Game Engine
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. nansaeuULUUNAaeUUsTY
(A) AuuzTtun1sUsEdiy
1. Wwwiniireunmalssdiundngulnefinnsanansessesvdnguiiieies vavdnguauufReusasvdnguaiuag
(1) FBN1sUsEAfiv
1. wuunage Uy
2. WUUNAARUNAULUR

15. ¥auLun (Range Statement)

YoULNEBUIETaUATRINMIUH TR Larannwinaendus viseanun1sudug Ninansenunensvinny siudiaaiesile gunsa wealulad
9 o ¥ a4 ¥ o - a A ¥
NineInsAlasevormUAdU Meves

(n) AUz

1. Tumsujdanulnendedawinwelunsuuunsanhvinusdessnndueaiunsggn (Paint Weight) Tuluiaa 3 danngluiny
mglusunsupeuiamesiinglvasiun1sinninsean 1w Tsunsu Autodesk Maya 1Usunsa 3DsMax w3elusunsu blender

wavansansivanuazunlunig Skinning telulu Game Engine
() AMBBUIeTIasLBYn

1. m3fvuanusadsszrmnalieatiunsegn (Plaint Weightmunefis msdamsiivdaaiuiiunazvens Uoint) muasey Wislulvlunadu ga
oy ' 4 y ¥ - . .

wioluduzuiduss nanedoulm vl nsussdumuaussaus wunisdszdumn
HVAADUAINITAUTULASALSIIIn LA RNl sgnRe I aL

2. afufls (Skinninghdunszuunmsilerlownueaufiiiuindeulesiunsegniignasislhineununil
Faneanunmveaianuiasiadeulmgeulesiunsegnuagvenelluiiamasieaiy
anugInauInluiesdifelnemlvuaituanuazUsyneumesveneralusosveuaz venoaUieaznedidninatuusEIuTe IV B NUR AT
feuuvuvenefiveiioveiiazATuNIzAIUALAN T A INTE TRV T

wingunuiimsvdurensveilowaluiinaneilnavesiazasinannvhaulugnaes

10
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3. Juia (Binding) vanefis miﬁ@mﬁiaiwimiumamazﬂis@nLﬁ"alﬁimmammmLﬂ?iaulmlﬁumﬁauﬁq Tnsmsmueunszgniniiounszgnuesiyye
Tuwasrluansaideulmiufunssaniinalwdoutuauilluaunsaindeulmiusssurfivesnsegn

4. 1NULOUAU (Game Engine) M8 TWsunsuneuinmesiiielsassinlomny ‘ﬁﬂi"dﬂmimLME\IWﬁQﬂL°7‘JUu‘ﬁum’]mﬂﬂ?‘lﬂﬂﬂawﬁﬁLﬁlagm\‘i‘] 1% C, C++,
JAVA Wuay insewduSeuaiiouduedosdiolyasatuaiuman vesssuuina Sudiumani azgaﬁﬂﬂﬂ%nauﬁﬁﬁ%aﬁu
LLaxgmnmaauﬁwmmsav‘mm'ﬁ"smﬁ'ﬂmwaﬁhﬂaiﬁﬁzgm ¢m81;aﬂ'1WLL’ng)1J‘17;Qﬂﬁ’MUﬂVL’; Lﬁuﬂszmumﬂumsa%qmﬂﬁaaamaugsaﬂ
Shimununsaunnlsnueudulumsananudmiuetouau fode sasntuneuiamesnannmsnuTennuouIY Ustnoume
msisuaeInsIfin 2 iR 3 87 nsmsIrdeunsTLsTULEEY U wolwdu ﬁiyzgwﬂisﬁwé spuuLindsa nsaesu Msdansugau

N139995UNWITILUA MADAIUTTUUDUY BNUINUIY
16. MuIRENTIAULIIN (013)
N/A
17. 9ASUNTINTIV/NGUDITNTI (013)
N/A

18. SMEAZIBUANTZUIUNTTHAZIBNT5UTEIEU (Assessment Description and Procedure)

1. wuunage Uy
2. WUUnRAERUNAULUR

11
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1. SWaRUIBENTTOUL 1034

2. Yovuazaussaus a%uwmimu@unwsmﬁaﬂwwaﬂwﬂwmﬁ’aams (Facial Rigging)
3. umunadei N/A / -

4. andlus ™M RNIEN O

5. §1%5UY001TNUALHER1TN (Occupational Classification)
ofintineanuuuAalziny (3nines)
6. AN93UNENRUIVENTIAUL (Description of Unit of Competency)

a =g ¥ o o ¥ ' an' Y o . . ¥ .
yaraTiuaussouzineuduyiiaansafmusuazassaiuniuaunseioulmvesunundiazas (Facial Rig) a519 Face Expression Tuguuuu Bone
Setup %58 Mesh Deform Setup @unsnaasizunsinauuulunun uaznsuansdnuivesiiazas (Blend Shapes)
suisansnesuemaliaimzadlumahauauaunmsadeulmvadumnuesiiasas (Facial Rigging)

7. AmTusTAUAAI

]

1 2 3 4 5 6 7 8

) 0 ) 0 ™ 0 ) 0

8. nzj:um%w (Sector)

o
o o

wufTRuauMsesnuuuAalzing gujiRnuauniseenwuunmefoulns wu dnaseassanin 3 17 dndadinsean (Rigger)

waztinassassanmadenlin (3D Animator) viseduq Miieaves

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)

10341 Tinswneilaifeaiu Facial Rigging 1. Bpsrzmnsvieuilumin
wavMsuaRsdMvesiiazAs (Facial Controls & Blend
Shapes)

2. ixm%ﬂﬁﬂﬁgﬂ@%ﬂumiﬁﬁ Facial Rigging

10342 fvupwarasaUmUANENYTasUMMazAs [1. Muusdumununsndeulwives Facial Rigging
(Facial Rig) 2. 4avi Facial Expression Tuguiuu Bone Setup 38

Mesh Deform Setup

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

ANNgUarTinvzAunsARdnsEgniniulea uaznsmuaunMsndeulmvedunvesiiasas dmsulyluiny
melusunsupeNiImeTNiNgIveITuUNISAARINTEAN

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

12
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AVIVANGAEVNTTUATIIR

(n) PwABaNTIAUYY
Vinwsmsindanszgnanelusunsunsuiiames
Winwsmstmuanazasaunluaumsiadeulmnazgn (Controller) melusunsunosfianes
. ﬁnwmﬁﬁmuﬂLLasagwaluumu@ué’nwmzmmmjﬁaazm (Facial Rig) melusunsuaonfianes
. ﬁnwmﬁmiwﬁ%aga
VinwrAruAnaseassn

%) AUABINITATUATIA]

v a ¢ o A .:4'
. mmgmuﬂaﬂa WNenfuiFasmaznsiaeulm

1

2

3

4

5

(

1

2, mmgl,ﬁ'mﬁwé’nmﬁﬁmaﬁmﬁu

3. anugfisaiuneimaans

4. prugifieafiu Acting uaznisuanieennive IR
5. mmir”imﬁumz@n (Bone)

6. mmir”imﬁu%@é@ UJoint)

7. mnugiisafuaiuniuaunisiedeulminsegn (Controller)
8

Y4 o ¥ a ° ¥ aa
- Anugngatunslenulusunsuneufiamesiunisasdiag 3 96
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. nansaeuULUUNAaeUUsTY
(A) AuuzTlun1sUsEdiy
1. Wwwiniireunmalssdiundngulnefinnsanansessesvdnguiiisies vavdnguauufReusasvdngiuaiuag
(1) FBNsUsEAfiv
1. wuunage Uy
2. WUUNARUNAULUR

15. ¥auLun (Range Statement)

YoULNEBUIETaUATRINMIUH TR Larannwinaendus viseanun1sudug Niinansenunensvinny siudiaaiesile gunsa walulad
9 o ¥ a4 ¥ o - a A ¥
NineInsAlasevofmMUAdULe Meves

(n) AUz

1. lumsufuRnulvatadvinuglumslinsgnnmsiauudlunn waznisuansdnuivesdiagas (Blend Shapes)
yudsEnansaimualazasEuauaunsindeulmvedunuvewitaras (Facial Rigging) Tuguuuu Bone Setup %38 Mesh Deform Setup

melUsunsunauiinesiingIvesiunsinfnsean wu lUsLnsu Autodesk Maya TUsunsy 3DsMax vi3elusunsy blender

(v) MaBueTuazidyn
1. ﬁﬂ@?ﬂﬂﬁ%ﬂuﬂ (Rigging) vaneds msvilnluwa 3 fawnsawdevlmila GT’JEJﬂﬁﬁWMuﬂLLaEﬁ;’NﬂW@ﬂLLa%‘lTEJmIEJ (Bone & Joint) Infuluwnatiy il
nsUssfiumuanssnueiiuunsindanszgnlnea 3 S seduiiugiugiu fifsuuvereniaedeulmuszana 10 Tulunsluna
2. n3zgn (Bone) mnedls unsnszgriulnaa 3 iR Seasatulaelusunsuneniiunes uninsegnidnuaeduunsaumiondenlossemsens Joint)
2 gaumeiu sunnagiuaula luvugiimuasueuasduaulas Wioulauazduauiinuquandasae
lefinsmuenemulau muilideuegmelasunufaziedouiilununsvyuduiawe il
ai’wmuuazsumﬂLwiqﬂix@ﬂﬁuazujﬁ’uﬂ'15ﬁmuﬂé’ﬂwmxmimﬁaulmmaﬂmLma 3 At

3. 98 (Joint) vsnefia auillonunanszgn (Bone) vasluina 3 1A wnagunauuinieiivuilunsvyunsean

13
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o
o

Wehilminnsiedeulmeuiinesnislunszgnvilunuaziivenseyinmulaunsean Lileviyuvenefiunansegniiy

o ' o
o a o

nsrgnilionmaasinfioufinunisvyutiume tngvenefegarenlaugavesgansegn IMumiAIuALYANTEANTIIVAIAISENIT Root 13l

aﬁ’ﬂmuLLazé’wmxquuﬂuaa%aﬁia%uaauJ'ﬁuﬁmuumﬂiz@ﬂLLazmiﬁwuma”ﬂwmzmﬁm?ﬁlaulmmaﬂuLma 3 fifvue

4. aumuANdnYLzeITINTAYAT (Facial Rig) manafis miaﬂﬁdﬂisaﬂuﬂmma 3 fanidulunuesiazas Feorauduuywe dm
viedsdTinludunuins matmunuazassEumUANEn Y AMNe sHAIaAs (Facial Expression Rig)
AonsassaiumunlviasasansadoasiugeurumMIwans eflaglmianisiuguasilanumnensorsuamuduuiiunnmaiu
Imsmim?{aulmﬁaﬂdwxLﬂuéhLmuamawNaﬁm}uaaoﬁ"sazmsﬁamiuamaaﬂmaﬁwﬁwxLﬂugUmeﬁwaﬂmi?@iamiai’aumm
Fafumsuandmiiudsdsileglulavesihazasrosainiagnamunuviatmuslasiofisnnestunszgn (bone) wazmsU3usns (deformer) Tulsiaa 3
fifvesinazas elluwatiuainsouansorsuaianugdniumsdnnla sufsdininudouresdmniiaunss

NsasNAILAIUANEN Bra T IarATToNHANTUTEUNIINSARRINSEg nluEIWBY

a

Weannlunngganisideulmfamanenisuanidnuidiuiugn Suiurenenisnaeulnafiuiin

a

W w‘iﬂwmmammsmmmmgﬁﬂmuiwmﬁmmam%ﬂmﬂ@ﬁuﬁaﬁ AsUsEIlumLENTIOULT QW@&@Uﬁl@ﬁﬁ’]ﬂﬁﬂﬁ’ﬁﬂﬂ@ﬁ’]ﬂ?ﬂﬂi%@ﬂGU@(ﬂE’J

wazaunuaunsndeulmlylunisassdnvarersuaiiasaslanie

16. WnEFUsIOULII (013
N/A
17. goamnssusaa/naueningay (af)
N/A
18. s1eazlduAnNIZUIUNTTHAZIBN15USEIAU (Assessment Description and Procedure)

1. wuunage Uy
2. WUUNARUNAULUR
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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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