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1012 MAEneIvesANY ( Game Storyboard)

1042 @s19nadeulmdmsuny (Animation for Game)

1043 @519n1adeulmdmsu Game User Interface

1071 dszuuveyavauysaniiotlulyas
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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
A1a5UNY Vi YLETRE Vi YLETRE
ﬂ’@umF“i’namwmamﬂmﬂﬂumﬁmmiwmﬂﬁm 10 ﬂﬁﬁﬁmuﬁ?ﬂuaammuﬁaﬂsmu (Game Artist) | |101 ﬂﬁﬁamuﬁmmﬁaamwumwLLu';ﬁm 2 4
wsawvsduaniuiisensulussivanna dmiunu (Concept 2D Game Artist)
106 |[UftRnumunsassassanmadoulmdmy
Uiy (Game Animator)
107 1Jﬁﬁ’amuﬁuwuﬂ'ﬁ%’mswwﬁagaﬁm%LmJ

(Export to Game Engine )
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2. MTIULERUIT 1 (AD)
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1919 2 : FUNCTIONAL MAP uweng KEY FUNCTION , UNIT OF COMPETENCE , ELEMENT OF COMPETENCE
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Key Function Unit of Competence Element of Competence
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101 UﬁﬁﬁmuﬁmmsaamwumwLLmﬁm 2 [ |1012  |1nameiuesaina ( Game Storyboard) 10121 |eSunsuwndn e
§iA dwiuiny (Concept 2D Game LLaz%@gaﬁuam,nuﬁlﬁy%wawmﬂ
Artist) 10122 [1nameiuasnnuiLafn
lovuazveyavennuiilasuseumsng
104 Uaﬁamuﬁyﬂumsa;ﬂqaﬁémwLﬂé‘lauVL‘Vi 1042 [avunmedoulyadmiung (Animation 10421 [Innenansivetaiioyssiiunudnuy o
@ miuiny (Game Animator) for Game) iadoulin
10422 |Avuanmuaniuing (Key framing)
10423 |fvuauarassnwadoulmszranmdn (n-
between)
10424 [asamaedeulwiluasysal
1043 |asenviadoulmidmsu Game User 10431 [ rgmn1sasne Animation
Interface lﬁﬁuéauﬂizmuéa@ﬁgmu (User Interface)
10432 a;N Animation 11; fiu Game User Interface
107 [Ujdhnununisiassuuveyadinsun | (1071 [Shssuuveyalnasysaaitethlulamgs 10711 |fwuanisdnnislila
U (Export to Game Engine ) 10712 |aseenlnialugs Game Engine
Aresune
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IagnieanITnuresy (Element of Competence)
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9. Y1 TINLATINaRNTNIUNVURBaNssaus a1 salyla (a1d)

N/A

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

N/A
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12. ﬂ'rmgl,l,azﬁnwﬁauwmﬁﬁ’lLﬂu (Pre-requisite Skill & 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
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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. sWavulLaussauL 1042

2. Yovuawaussaue asanaaeulindniuin (Animation for Game)
3. nunIuASe N/A /-

4. a1yl ™M Uuusge O

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

. v v v 4 o o ) P . o )
yarafinuaussouzineuduyiiaansoasinmadeubmdmsuing (Game Animator) 2 §fivse 3 fifila anansafuuanmmdn (Key framing)
KaTANNITIATINIMRLALNTAFRUI (In-between) T Tiuisanusaunlukaznesannisieaaulmivasnmadeulmlvausse asey dulva
HAZADARADINIDNDEBNIINNTATUTOINNERNDTUBTA (Storyboard) waziuImsmislanevesnilaos19as9assa

7. AmTusTAUAAI

]

1 2 3 4 5 6 7 8

) 0 ) 0 ™ 0 ) 0

8. nzj:um%w (Sector)

v o o v ‘

wufURuauNMsesnuuufaling gujtRnuauniseenwuunmafoulns wu dnassassanin 287 wie 3 1/ (2D/3D Artist) dnfiasisnsean

U

(Rigger) waviinassassanimadenlin (20/3D Animator) ‘vﬁaéuq Ailenvo
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)

10421 1. syyanovosnuazuLImMavielangvennuiilazy
AerevaneivosnfieUssiiunudnunsresnimadon 2. auariesensddudsiifisnrestulandilasy
Tm (Reference)

3. spymadiafifenvestunisassnimedeulyiluny
4.
ssytunavlunszuaunswannulagnassmunsyuaun

il Y

5 (Animation Basics & Pipeline)

w

- sgynannislumsyihnmadeulla
- szynalnlunisiedeulmivesau & uazdes

o

. soARUUN WIS NlWNY

—

10422 fviuanwmantuing (Key framing)
2. I wvantuing

10423 fvuauazasisnedeulmssyinnnmdn |1 Savinedeulmsemnnimmdn (n-between)
(In-between) 2. isqﬁa’ﬁu Keyframe Interpolation Tu 3D Tool Set
Lee Game Engine

3.
unlvuazmeganmsindoulmvasnmadoulmszane
TNREN
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! ° wa . . aa a
aus3ausyay (Element) naunlun15U iR (Performance Criteria) 29n13U T8 (Assessment)
10424 as1ansindeulnilvauy s 1. dpvihnsuansoanvesmazas(Appeal & Character
Performance)

2. Ipvmsuansd@nuniiarastansanuunuIm (Facial
Expression & Lip Sync)
3. Iavimsdeulmasy

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

A

ANNFIaTInYENNTaTIN1AGeRlm (Animate) 2 iR %30 3 OA

13, ﬁ’nwuazmmgﬁgfaems (Required Skills and Knowledge)

(n) ANABINIIALTINYE

1. finwgnisasenmadoulsn (Animate)
2, ﬁﬂwmﬁmﬁzﬁﬁaga

3. finwzAuAnasIsaTen

(%) ATWABINTIALAIING

. mwgyl,ﬁ&nﬁwé’ﬂmiﬁmaﬁm%’u
_agfeatfunmmin (Key framing) waznmidsiiunisindeuln (in-between)
. mwitﬁmf’fumié’ﬁumwuaw'fmm
_agfeatunisiedeuln

. mw%ﬁmﬁwé’ﬂﬂﬁﬂé

. mwiﬁmﬁmﬂmwm (Frame rate)

. ANUFALITU Key frame Ua In-between

0o N O U AWN e

. AnugAeiurerimunves Game Engine dinsunisasnimadeulm
14. winguineen1s (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. lutudinnansmegeuniaufun
) Mé’ﬂgwummg (Knowledge Evidence)
1. nansaeuULUUNAaeUUITY
(A) AwuzTtun1sUsEdiy
1. Wwwiniiseunmalssdiundngulnefinnsanansessesvdnguiiises iavdnguauufReusasvdngiuaiuang
(1) 3BN15UsEAiY
1. wuunageuUTY
2. WUUNARUNAULUR

15. ¥auLun (Range Statement)
YOULABSUIEIVEUAYRINISUHURMY Uazan nwInaeudus viseanIun1sadug Nlkansenunenisvina saudaesedls aunsa malulad
o ¥ o4 ¥ A dd
ninensilevisevervundug Mieives

(n) AUz

1. lumsjiRnulndddvinugmsinmgimsasaninedoulminssfuaneivesavedandinuilasy
Tsmosiimsssymadafifsivesiunisasenimedeulm ssundnmaussnalnlunisiedeulmussau d0) wiedswes Smstmuanmmdn
wazfuanmAdeulmszNenIMman (In-between) luinsilaogsasysal
wiswitadinisthudnmslunishammedeulmrlyesgnaeuasiinimoseniiiolunmedeulmanais

= o = Y N * . ¥ ¢
sudeaansashamadeulminsiuiusavainalulelu Game Engine lmamdamgim

10
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() AMBBUIeTIasLBYn

1. yannsviwatiidy (Principle of Animation) #unug vénmsastsnmadeylm (Animation)
Fudennmathamiandeshiutuiazuanmassnaiies vilueadudunmiliinsndeulmludnuaeamiinn (Persistence of Vision)
Tnsmsasuedudulviimaadoulmitaulm Ussnoumendnms 12 ve %Qﬁﬂuﬁﬂﬂ’izqﬂGn“l!leL(;ﬁUﬂﬁVﬁLLBﬁLN%ULLUU 2 i uax 3 T7 deil

o maviAkardn (Squash & Stretch) el maviauazBavesing isluarusdnningiduadeuiionnssinid,

o nMsnsHThEaI (Anticipation) #u188 mmeiiiaduneuntsnszsieg (Action)

o maadeulnaduaulag (Arcs) vanefis maiafouiianluguosingluland azdumaedoufinuuiaulag

o MILsauazanAE) (Slow-in & Slot-out) vanefis SasAnuiuazmswesTngiiedoulmdduiusiung fdna

o MIFATNAUSARES (Appeal) vnad ﬂ’]iﬁ;’]ﬂ!ﬂaﬂ Ude gUé’ﬂwajéhazﬂﬂﬁﬁLﬁﬁﬁu,azLaﬂé’ﬂwajt,l,mnéwmﬂﬁu%‘u Wislminaudseitula

o vdnvesiunzuazia (Timing) vinefa maiadeulmvesingasiszernamieruiilufies

o m'ia';m/juﬁwaad (Solid Drawing) ¥in8fis 33191 NATIA ﬁaﬁ';mﬁuaj’wam%u Lﬁmﬁaaaﬂu:uUﬁwwwnﬂWiLﬂﬁaulwuﬁQﬂ@Taa

o nENAMUALT3 (Exaggeration) mineds nsnseviviieindeulmiliiutmesiagas evtuanasianidiernisvessasas

o mMynamyaaieuln (Straight Ahead Animation& Pose-to-Pose Action) #1884 EULLUUMWTNWLLEJGLM’EMZ Juuuv #9 (1) Straight
Ahead Animation Lumsuefumitasinlsy wanzfunsiadeuivessssuni way (2) Pose-to-Pose Action) idunsuetiumuuulunimmdn
(Key Frame) uazATIA ML (In-between) mmzﬁ"umwLﬂﬁaulmﬁduﬁmwﬁamyiaj

O MTHARIBITUAILALTITNG (Staging) MBI
Tﬁ'msﬁwLauaLmemﬁmmuﬁﬂwmzmmdLLazmimﬁmaqﬁuaxﬂﬂi;pgwi”wswimaiﬁﬁ?aqa%mmﬁuﬁw“m

o MENN1TIBINIMITES (Secondary Action) vanefia imsiedumimmdnlagluussanuauviernuddyainymadn
fndummsiianiulneufiseselufivesinenie

o wdnnsvesmneiiles (Follow Through& Overlapping Action) el nsnsgviiiidusaunainnisnszyiman
wazauUsznevesinguiefazasitndevlmm

2. nwmdn (Key frame) vanefis nmilaiidunmudnvesnisindeulmluunazyen Imsﬁwuaumwwé’ﬂﬁﬁua&ﬁué’ﬂwmw%avhmqmim?{au”l,m
wndunsedeulmildureuy Swunmndnluusazvensziuty euandidiuauuanmevousaznwessdaiau MsUszliunuanssousi
RS tutes pgvlﬂaaummmﬁwu@mwwﬁﬂlgaEﬁqmmzamﬁalﬁ IﬂEJ'*71ﬂﬁagwmwua"ﬂﬁ?wﬁumsﬁﬂazaeﬂwﬂzumaumiﬁ';masiﬁmw 2 3
visoluaa 3 &

3. mwdndumsiaeuln (In-between) sinefis nmdiunsnegsevnanimmdn 2 am denamslmdiuiimsiedevlmilneideduunayon
T,maﬁwuaummamLﬁumiLﬂ§aulmsﬁuagjﬁuwszﬁwswiwmwmé’ﬂ 2 A wazdnumsIsATifvun
Tnensasummiiufiuanansoassaidasnanmiduiazam Sadumsitlufunounisasassanin 2 favseluna 3 3
viorramstumenisletindulusunsureniunesiielnnmisinsedeulmlnesaluiRnuiameiinvun Ssnsusediumuaussousi
quﬁuﬂizLﬁuiw éﬂnﬂaaummmﬁwummmﬁuLﬁuloﬁymmxaw%ahi suananseasuamiinfilaglylusunsuprouiuneslnosanzay @y
Aulva

4. wisusn (Frame rate) vanefa Swaunmisiflrlunsassnmedeullu 1 3und wsusaivsslondluwnisassanuduluavosnn
Taewisusndegs Aedeidnaunmiannae 1 Jund wbsamalnnmiinaadoulmiiaulvannndeiu
uninsusnigeagslvdinsloninensveasdosauninn fuedosifiaussouglifivme orauszautymlumsiaunsila vl
TagunAenemuesuyveazuoafiunmiiussana 24 Mwmeundi (fos) pndunurzteadiudunmedeuln

dwsunsdnriunalaeialdionvsused 30 nMmeedundl iWuwsusauiasgu ilwnuiinoudulve wesmnzauiuieissaunulaeiialy

»
&

A ‘a S o o £ ¥ o e A & X a
g meunsiseinuidanuaudaseiu HD Fuly agluwlsusnd 60 nwmeiund el nsuseilunuaussouyil

=

\Jumsnageumsassnmadenln (Animate) fiszsfu 30 ammeduniituly

5. mMsTaunw (Composite) Mg Mssanam 2 G vise 3 faunazarutmeiiu Wnnudunmiazas annnds violvaervinane
Tnenssamnnluunavyen sndulumuaneivesa uuidnuarlanevesnuiilady ﬁuﬁammﬁ"adﬂwuadr;;ﬁqﬁuLfm

6. Msiane (Editing) waed mi‘ﬁ’lmw%amﬁm Farnuduneumssanam (Composite) wenBessesnmefiuduain (Scene)
Tngazilulunuansivesn wnuazlandvounuiilasu ﬁmﬁqmmgaamwaaéﬁﬁumm

7. 1NULOUAU (Game Engine) Mun8d TWsunsuneuinmesiiielsassinlomnu %"’ﬂﬂﬂmimmaﬁ‘ﬁgﬂL*?Jau%umammmaauﬁaLmairmaf] 819 C, C++,
JAVA Wuay insewduSeuaiiouduedodiolyasaduaiuman vesssuuina Sudiumani %Qﬂﬁﬂﬂﬂizﬂautﬂﬁwﬁu

wazgnuageuNansainuTiulaesaluidym melsanmwinaeufignimualy Wunszuiunislunisasanulnesnunasyso
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dnawnudwunlnueudulunsananudmsuiaiotau fefie nasnaunsuianeInANINISINNUYeLNNEUIY Usznaune
MslsuAesnsfin 2 R 3 §R nsesavdeuNsTUsEULLEs nwianIun uelwdu Tyygiussivg stuuidnidse n1sansy nsdan1suienIud

A155895UNTHALUA MADAIUTTUUDUY BNUINUIY

16. wuIpENSIAULIIY (And)
N/A
17. gaawinssusan/naueingan (i)
N/A
18. 51982IBUANTZUIUNTTUALIGN15USEIEY (Assessment Description and Procedure)

1. wuunaaeuUTily
2. wuunegeuNMAUUR

12



AUINANGANNTTUATIIR

1. SRARUIYANTTOUS
2. YaNULANTIAUL

3. NUNIUATIN

4. aselny

1043

asranmadeulmdmiu Game User Interface

N/A/ -

™M

USuusge J

5. §1%5UY001TNUALHER1TN (Occupational Classification)

aTniinesnwuLAavsny (nuedsuln)

6. AIDSUNBNUNBAUTIOUY (Description of Unit of Competency)

! =t ¥ a < ¥ - o W o W ¥ 4 o
uﬂﬂawmuammuwmmLﬂuwmmammew,l,axaiwmwLﬂaaulmmmu Game User Interface d@wisuinula wilaieniu UX wag Ul

dwsuinumainuany Platform 330 Aspect Ratio vasde gunsaumnes saufiseSureluesausenevAauntundssenaiunisasanmadeulminiu Game

User Interface uarUssenaluwmailaviseinsasenivnzanlunisanaulszaunaylyalungle

7. AmTusTAUAAI

]

1 2

3

4 5 6

) 0

)

0 ™ 0

8. nzj::um%w (Sector)

v o

U

o

yufURuAuNMsesnuuuAalzing gUfURNUALNITERNKUUATILAR

v ‘

(Rigger) uaztinasassaninedaul (2D/3D Animator) W5aduq TAeIv89

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)

aulm 1wy dnasiassann 28 v3e 3 17 (2D/3D Artist) UndAnmansgn

dussauzeae (Element)

K v .. .
nanlun1sujjunenu (Performance Criteria)

35n15Us2U (Assessment)

10431 AATIEUNTTAIN Animation
Infiuaiuuszaunenlvau (User Interface)

1. szyifieaifu UX vde Ul
dmfuinamannvansunantiesu( Platform)

2. szyshsanuvesnnlude gunsainne (Aspect
Ratio on Devices)

3.
53‘14@@5%3nauﬁaﬂﬁﬁwmﬂixqﬂéﬁ’umiagwmwLﬂﬁa
ulmlniu Game User Interface

10432 @519 Animation T 7 Game User Interface

1. Favhawadeulmiluduaudssaunetusly

2. s9yReiu Value anaf flatvun Animation vas
Game User Interface

3.
Ussgnalamadiauaseiesdiofignnedlunisassauysy
aumeglaalunla

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

ANUFHAZTINYENTaTIINMAGRNLN (Animate) 2 87 vise 3 T

13, ﬁﬂ‘l&:LLa:ﬂ’J’]ﬁJgﬁg;ﬁNﬂ’ﬁ (Required Skills and Knowledge)

13




o

AVIVANGAEVNTTUATIIR

(n) ANABINIIALTINYE

1. finwgnisasenmadouln (Animate)

2, ﬁnwmﬁmiwﬁ%aga

3. finwzAmuAnasIsaTn

(4) ATWABINTIAILAIING

. mmgl,ﬁ'mﬁwé’nmﬁﬁmaﬁmﬁu

_awgfeatunmmin (Key framing) waznwiisiiunisindeuln (in-between)
_augfeatunsasanimadouln

. mmir”imﬁwﬁnﬂﬁﬂé

. mmir”imﬁmﬂimm (Frame rate)
_amgfeatushsauvesnnludogunsaie
_eugiinfulszaunsavesiray (UX) wieaunsssauiugly ()
P ugiaiun19isuAs (Rendering)

O O NN AW N e

¥ A 9 ¥ a ‘o Y o v o .
- anugdgiunslyanulsunsureuiiunesiiienvesiunsasanimedeulus (Animate)
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)

v
a wa

YoULNEBUIETaUATRINMIUH TR Larannwinaendus viseanun1sudug Ninansenunensvinny siudiaaiesile gunsa wealulad

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

1. Tumsujdanulnandedainuezanulalunguinne Adervesivaiudszaiuneylvnu (User Interface) 1y
nguimsananalynmedoulmlunisdoans nqufvesd ssnuszneufad lasidunseenuuufiddsduufnvesnu

wazgUuuunsleruvesnauyau g suwdsenuilaluganusazvedniannunisuanmaresgunsakasssuul iinisaeuiiinesnnge
() AMBBUIeTIasLBYn

1. dunpUszauiugly (user interface vido UD vanefis Asifilaluylsnulslanoufuing wu n1smuguisnd videulufism
dieluasioglunsiuimunueumesmsvesly uagseduoyaiiisesiunslsnulunudulaessdaouiassinss 1w Junaiu
wi3odsluinu Jumnada nisdamveaing wnsemsTraniny tuay

2. Uizﬁumitﬁﬂum;ﬁ%ﬂm (User experience %38 UX) nangfis Uszaums::ﬁmsa%aﬂﬁﬁuﬁuésum;;Tsz}ymu (Usen) ilasuanmsianeuvenny
nsnfseslsnuiineuas e waynauty

3. Ussgnalviedesdiofimnzanivin el madenluateslefivaglumsufoRnulaesamnzan wazgnaes flumurean1seoniuy nsadd
vienmslatovininanie Tnemessilaidaneviouwnfniilaiu sufgluuuresnuitesihameluaunudug lnes1sauys

4. Hogunsaum1a nunedls degunmvseiflenansranugunsuiiietvesiuing iy nsdnmilede in3sdaunuruinnnmi (Handheld Console)

14
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AUINANGANNTTUATIIR

Y3090ABUNIADT

5. unwaanasy (Platform) wanedia szuuiisesiunmsuevesnudilavarnvaneiiauy dede Julva inureulea uas Aeufiames 1wy App Store %38 Xbox
wumu

6. asnUsznaufat mneds Msthamnad snysanniswmediu ielmiarasnuiifiesmsngay wavarmens wials Tnemid
sUuuuTiaTsassn anueuiuiale duiustulselevulsaos uasassmnsstunisudavielansiiladu
16. vuawauTIAULTI ()
N/A
17. gadmnssusia/nguendnsay (anf)
N/A
18. sgazdeanszUIUNNSHAZISN15UsElU (Assessment Description and Procedure)

1. uvunaaeuUTily
2. wuunageuMAU R

15



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)

16
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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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