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AVIVANGAAVNTTUATR @1v s (Game)
2. Usziin1suiuusaannasgiu
N/A
3. neilaueneds (Imprint)
N/A
4. vayaiUasnu
vy Wudeiasstuiieassenuaynanududidiugan Fflewnuaiounuusn gnastuananudemnaludinnsinuiviheglszdives
o 4 aa o - o o an o o S ¥ - e Yo o ¥ Ay o & - -
Wil BAuvenyiu (William Higginbotham) dnfidnaiiaiadies Fwassinaeuiumesiludnniilamesnmaiidlea lneSennuidn wmulanesy
(Tennis for two) Wunuiiauarlyassdilvueadilisrvuluddnds uarlunameniflonuiiannludndulag wie s1anuus (Ralph H. Baer)
landnnsosaunuluuiy Maudule 2 au nvslunandilnafesiu uedadu danasu (Allan Alcom) (fiunns 35yns, 2559)
Iafimunnugiidnasssaulsedun feduginugusnilasuanufeslugaiu mndunuilasunsianndudes Mnnugginulunsesmeufinnes

nnusuveerlauiaidunuwuuesulaw wasnaredufin (E-sport) filasunisseusunasiiyaulnanuauladudaunn (Krungsr, 2561)
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niedunildlunionnuiilasuanuilonesnannludsanelve Junudnfdeuauiu wu inuunile tnunesha iuay
wansiulalugaamnssununduluannidn esnguuuuvensseanuiinedlynduinulunisiau Fwmduinuaulwgyndudureadeu (Inesy, 2557)
wulausnnuasglandululufielevesndn wndndalunesnisamululve wndewmalulaguimwlninunanresulvug uindu Nunuesulay
wnuuulnsduniiede 1Suwunddnsna IanslunisiiulanunTusiumn
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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

nadivlavesgnamnssInng nisiauesiie E-Sport nelmAne nly dulugrannssuil dednwndiny gasman sailuisineenuuuiniing
sy maenvu saulufsanidunan ﬁuuﬂﬁmmﬁwﬁmLﬁ'mﬁuqsﬁaﬁmﬁu
Imaamﬁumiﬁnmwmmméaloﬁyad”wa"ﬂqmsLﬁaﬁ@umqﬂmﬂﬂum&Jm%wﬁmﬁumumﬂ%u ADUALDINOATIUADINISUBIAAIN LHU WIS AT
ndnrnzAdviaiifi Aidaauiinnssenuuudumesueniinuaziny fuuiauiny uazeluisnising @dnval wan, 2561)
Tnaennnasiumumesmsiistulutagiiy Wedgiiaug wasvinwrlumuiiinniu meednauilufndunudedy Swesdinsasunsgiuoid
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5. Usgdn1suiulsanasguluunazass
N/A
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ANy
owtneenuuuAalziny (wellany) sz 6
8. Qm’gvﬁaﬂn%wﬁlﬁm%ﬁe (Related Professional Qualifications)
N/A

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

savuILauTIOUL o

1051 anauazdszgnalueiasdioiolaifussuunalnmandeulmvesiasasuieTag3iflunu ( Tool Scripting for Game 3D
Object Rigs)

1052 ‘UisEgﬂ(fﬁﬂ?l,ﬂ%ﬂﬁﬂumiﬁﬁaaﬂ Physic tag Dynamic Iﬁﬁufmgéﬂﬂﬂ Tuinu( Game Physics and Dynamics Simulation)

1053 ﬁ“fﬂ’J’Nf?ilﬂLL’mgaﬂu Game engine (Game Level and Environment Placement)

1054 ﬁmumé’ﬂwmzﬁuﬂmaﬁmqt,ﬁai%‘l,u Game Engine (Material Creation for Game Engine)

1055 Wane3eaiionns LﬁaaﬁuaqumswamLﬂm(Scripting Solution Tools for Game Production)

1056 asranailafiAwu Game Engine (Special Effect Creation for Game Engine)

1071 Snszuuvoyalvanysaiiiorluleass

10. szAUAMRA

q

10.1 @1913¥1INYAFMNTTUAING d19unu a1wdnaanuuuRausing (nadany) sEAU 6

AMANYILYBINANTIIIBUS (Characteristics of Outcomes)

yaraTiinudnvITTeHaMIGeugTiReUssasaluaTntnosniuuAausng (mafiang) sefu 6
GTENLﬂuqﬂﬂaﬁiﬂizammﬁuasmmLs?iwmzywmmﬂﬁﬂﬁﬁﬁ@lumiﬂszqném‘%mﬁaﬁm%mu@mﬁaasﬂmaﬁmq@mﬂ Ty
Tnevhaurniulusunsumesifienuniedosdionalndmsunisndoulmn ananedafiaslumsedoulmvesinglameny ausds
graesndTINE AR eTe MuATe iy aunsofuauasUSuLAIAIRY TiAgitestudanassluinyla
aunsaussiiumsdonlumaiafinzanla wilamsviaumuesnuuuAausing Game Art Design) luninsu

paenaulinwylunsuimsdanisunladymluviuniiinudureunasluaiusananisala

N19180UTLAUAMIAIYITIN (Qualification Pathways)
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L. @mauﬁasum;;ﬁmmsaLﬂ?ﬁumsﬂiuﬁuqmq@%m%w AUTIYANGAMNTTUATYIR ey enFntineanwuufalzinalinng) sedu 6
o fusvaumsahauAgatuineenuuuAaUsny (madan) wienuiiieivesesues 3 9 u3e
o lafusesnadinin erdwiinesnuuuiatziny Gnines) sedu 5 Wuszeznaliuesna 1 e
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2. yihvgwun1sUszdiuuaglaunisusesnandindn a1y ingnavnssuidvia aving endndnesnuuudatzing (nallang) sedu 6
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N/A
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(Technical Artist) saudstiniaunlusunsunumiodus Anerves

MUIYHNTIOUE (MUPANTIOUSTINUAVDIAUAIYVIINLD)

1051 anazUszgnaluasesdaielyiussuunalnmaafeulmvesitasasvseing3iifluiny ( Tool Scripting for Game 3D Object Rigs)

1052 Uﬁzqﬂélﬁnm%‘aaﬁaﬂlumﬁwam Physic wag Dynamic imﬁﬁmmm Tutnu( Game Physics and Dynamics Simulation)

1053 §ansdawinanuly Game engine (Game Level and Environment Placement)

1054 ﬁmumé’ﬂwmxﬁuﬁwaﬁmqL‘ﬁa"lfzﬂu Game Engine (Material Creation for Game Engine)

1055 Wawnaseslieneq Weatuayunsnannu(Scripting Solution Tools for Game Production)

1056 @s1awmAllafikAYUY Game Engine (Special Effect Creation for Game Engine)

1071 dnszuvveyalnauysasitotlulyas

ANTIIHURSULER I UT
1. AN59UEAIAUIN 1

Useelle au 19/04/2564

A1919 1 : FUNCTIONAL MAP uweing KEY PURPOSE , KEY ROLES , KEY FUNCTION

AN IMUNEVAN UNUINEN wuiivdn
Key Purpose Key Roles Key Function
AN83U"Y W Aas Uy W Aasu"Y
meﬁﬂamwmamﬂmﬂﬂumfawm%wmzﬂ,ﬁm 10 ﬂﬁﬁaamﬁwuaammuﬁaﬂzmu (Game Artist) | |105 ﬂﬁﬁaawuﬁiuwul,wwﬁﬂﬁwﬁut,nu (Game
wnsousdunasiuiiveniulusefuaina Technical Artist)
107 |[UjtRnununisdaszuuveyadimiuing

(Export to Game Engine )

fAesune msrsnudanansniduunulilyinsgvmniaudielulanuniindn (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

i GULETRE 98 A1a5UNY i A1a5UNY
105 [Ufthnunumadadmiung Game | [1051  |assuasdssgnaluaiesdodioluiuszuuna | [10511 |[anaedesilaifielufussuunalnmsiadeulm
Technical Artist) Innswndeulmuvessiazasvidoing3iFlun vaivaAsvseIng3amtuny
U (Tool Scripting for Game 3D Object 10512 [Ussgnaltiaiesfiomduszuunalnnisiedouln
Rigs) vosfazaIse Ing3hAtuNy
1052 ‘Uizqﬂﬁﬂﬁﬂ%mi@iumﬁmm Physic uaz | 10521 [TnsgmuazUsudiu 3D Asset iflansfvun
Dynamic Iﬁ;ﬁuﬁlmq&ﬁ\‘i‘] Tunu( Game Specification Tun1391894 Physic and
Physics and Dynamics Simulation) Dynamic Iﬁﬁufmqlumu
10522 |[fmunaitediasinisiedoulmvesinganen
Ly
1053 5@37@3@LL3®5@MIU Game engine (Game 10531 3Lﬂ$w‘1}?LLazU§zLﬁu Level Design Wiermiun
Level and Environment Placement) Specification yesmsnsdunasluny
10532 [dnnsAauanaoudmiy Level firvun
1054 ﬁwuﬂﬁﬂwmzﬁuﬁwaﬁwﬁﬂ“ﬁu Game | 10581 [RisigvuazUseifiunsimun Specification
Engine (Material Creation for Game ﬁuaqé’ﬂwmzﬁuﬁwaﬁmqéwq neluny
Engine) 10542 |fmuanazdFuunsniiiouaninuinuasiuioe
mganeq aneluiny
1055  |WauneTesiionsy 10551 [IinsevuasUssidiuvetmusounuiiioasns
Lﬁ'aaﬁ’uauummﬁmLﬂm(Scripting Solution ez ededle
Tools for Game Production) 10552 [Wanuazunluadosiloifielnuass
1056 |asranailinfiawun Game Engine (Special | |10561 insznuarUssdunsimun Specification
Effect Creation for Game Engine) younadaimnegnglung
10562 [amamadafiawiilaluing
107 [UjtRnununisdaszuuveyadiniun | (1071 [Shssuueyaluasysaaitethlulyese 10711 |[fmuanisdnmisiva
4 (Export to Game Engine ) 10712 |awoonlvalugh Game Engine

Anasue

AUELTLEanmUT (A1) Wuunudilrliasizmnfnundainlamunfindn (Key Function) Wislula vuneaussaus (Unit of Competence)

aznuIgaNIIausenY (Element of Competence)
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1. sWaViunBENSTOUS 1051

2. YaNULANTIAUL

Game 3D Object Rigs)

3. NUNIUATIN -/-

4. gsslva ™M

USuusge J

5. §1%5UY001TNLAL 1IN (Occupational Classification)

213ndnesnuuuAalziny (madawnu)

6. AIDSUNBVUNBAUTIAUY (Description of Unit of Competency)

asuazlszgnalynsesdiaioluiussuunalnnisindeulmvesdiarasvioTng3aalung ( Tool Scripting for

! =0 ¥ A A A q¥e = Y A o
uﬂﬂawmuammuwmmLﬂuwmmmﬂﬁzqnmmmuaLwaiﬂjﬂmzuumalﬂmﬁmaaulmﬂmmazﬂimmmq’iumu

ausaanuasesiodmiunsasinsiadeulmvesinglunueuiuwilassuumahnuvssnueuuuazanulenlesiunsdaesmisndaulmvesing

warausaauasesdeninesenaniaiesdlenfiogin uazaunsauandniuiduaunivionufnaseassalunsnesenaINnWIIswIAn (Concept

Image) wazlwImsrselangvesnule

7. AmTusTAUAAI

]

1 2 3

) 0 )

8. nzj::um%w (Sector)

fnponiuufalzinid (Game Technical Artist)

9. Y1 TINLATINaRNTNIUNMURBaNssauslawnsalyla (a1d)

N/A

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

N/A

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

dussauzeae (Element)

K s .. .
nanlun1sujjuneu (Performance Criteria)

A5n15Us2U (Assessment)

10511
asraaseslaislyiussuunalnnsindeulmvesinaza
sviseing3qAluny

1.
FaviueSesiomununisiadeulmnssgniazasuaz i
9999 meluina (Controller)

2. dnviiedesilomunudnuarensuaifiazas (Facial
Rig)

3. daviuesasiiolunsinfafazasuay Tngane luinu

(Rigging)

10512
Usggnalyiasesilownduszuunalnnisiedeulvivess
azAsvseIng3hAluny

1.
AereuasUspdiueiedefiedonyszgnalatunaln
nswdeulmuesinazasvideingas
PuTaLAYBN

2. vradeukazunlnsliaiesiione
Iﬁlﬁwagﬂm”aamwﬂaﬁmuﬂmaamm

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

Anuguarvinvemsanuesesieluszuunalnnisiedeulmidmiuiny

13, ﬁﬂ‘l&:LLa:ﬂ’J’]ﬁJgﬁg;ﬁNﬂ’ﬁ (Required Skills and Knowledge)
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- vinwen1suszenaluesesilolulusunsy 3 IR
o = = Y =
- vinwgn1sdsulusunsuiienisasenimaieuln
- inwenisasiuesesdledmiunisinasinisindeulnivesinglu Game engine

. inYgNsIATIZYYRYA

L A LW N -

finwzanuAnas9Essn

() mmﬁaqmﬁﬁwmm%

1. mmiﬁ'mﬁmwumﬁﬁwmma& Game Engine

2. mmir”imﬁumﬁaiywmwmﬁ"aulm

3. mmir”imﬁwﬁnﬂﬁﬂé

4. mmir”ia’;ﬁumiaawmmm‘fu (Optimization)

5. mm%l,ﬁ'mﬁué’;umuaumim?{aﬂmmwu]n (Controller)

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. 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

o o ¥ a ¥ o a a o ¥
ninensilenseverundus AN
(n) AUz

1. TumsuuRnuluddadeinuglunsfindnsegn (Rigging) uarasnaumuaumMsndeulmnszgn(Controller)
yudansUsuumaniminussissealumaiunsegn (Paint Weight) Tulana 3 fdvesiazasuaringilusinnudugeunieluny

melusunsunauiinesiingIvesiunsinfnsean wu lUsLnsu Autodesk Maya TUsunsy 3DsMax vi3elusunsy blender
(¥) MesueTUasiBun

1. msdaesitdnduarlaundia (Physic and Dynamic Simulation) sinefis mslslusunsurosfiumesiunisiiaesingvidoayme (Particle)
\leuanslidiudmaresnaransmeausT TRy AnanTRvesnguis uu vieauamTAvedlua (Fluid) uanseeniniuLUySaesauif
ImEJﬂw'ﬁﬁaaqﬂaﬂéu,a31911411?ﬂﬁ?ummsaﬁwm’l%ﬂwiaﬂuﬁlﬁyaEiwmmmaéiy’amemiqmawmim, n1sunme $alufsgaamnssuina
TngiBnsshassnamansignininyszgnainfumsimunifleinsdadudediinislaneufugaunaeaiia
éLéu%l@?%’uUszaUmsajmﬂmﬂﬁvmauﬁu‘?mmw wleifiuauaynlunsiaung

2. \nueudy (Game Engine) Mgt Wsknsumeuiumestielvasnsimlewny GTiaT,iJiLmsaJméwﬁgﬂL%ufﬁummmwmamﬁuma%o*mS] 99 C, C++,
JAVA Wuay inseuduSeuadioudueiosiiolvassduaiuma vesssuuina udiumani asgﬂﬂﬂﬂﬂisﬂamﬁwﬁwﬁ’u
wazgnvndeuannIavhusiilaeslufidym melsanmunaeuiigniimualy Wunssuaunslumsasanslvesnsnauysol
hiannusuaunnlnnseudulumsananudmiueionau defe nrontunsufmesnnmINMITOIYeNMLEUIY Ussneume
msisuaesns1iin 2 §R 3 87 nsmsndeunsTLsTULEEY nwnaasUn wollwdu ﬁfgﬂpﬂisﬁ@;ﬁ: syuuLindsA nsantu MsdansuagauE
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nssesfunmwiinla naenauszuUBLg Snuinune

3. syuumshiAa (Particle System) MuNwE weidaiidusunausynng mssiaesidndnmadoulm wazesuiiamesnsia
Tnefivdnnsfensassoyniaduunnifiesiaesusngnsalsssumine wumaiantu I wien1aifinsude
ImEJLmuﬁaumﬂméwﬁ?uﬁyam;mmw,ﬂﬁ'aulm (Sprite Sheet) ﬁuawimgmstﬁﬁm‘] Jusmsilsananadafimy (Special Effect)
Tarlawnusmdsnmailulelugnamnssunineunsdnaie

4. 3nhe (Rigging) u"wag nsvinlvlea 3 fRaunsandoulmla ﬁufwmiﬁmuml,l,axa;wﬂss@ﬂLLazsz]uasia (Bone & Joint) nfulunnati i
miﬂizLﬁummamiawiﬂumiamé’?&ﬂsx@nIMLma 3 4 izé’uﬁugmgm fiflsnutenenisindeulmvszana 10 Tulumeluiaa

5. 9enp (Joint) vanefi aufidenuninszgn (Bone) voslua 3 F unasunamednuniflunissunsegn
diovilmAnnisiedeulmnuiinesnislunsgauiliunuasiivensogiislaunsean Wenyuvemefiunsnszgniu
nszgniiieunoazindouiinmunisvyuiune Tnsvensfleguaenulaugaussynnsegn Snfinuauganszgnitmunienan Root il
aj’wmuu,a55ﬂ1ﬂﬁusmsmumaﬁaéaﬁuaguiﬁuﬁmut,wianiz@ﬂLmzmiﬁmu@é’ﬂwwmsm?a'auvlmﬁuaﬂuma 3 fifitug

6. M3smmuaAusaRsErsluaatiunszgn (Plaint Weightmaneds nsdnmsudaaiuiiunaztens Joint) URNaY dielalvlaaadiy Ba
violuduguidusns naedeulm il nsUssfiumuanssousd wunsssdiun
NVAAUANLNINUSUNASALSITIaTiuaanTannulaegagnRB Iz aY

7. aumvaumaadeulmnszgn (Controller) vanefls mavilunszgnuasvenaindoulwilulufienmuiinesnislasuuseonidu 2 uuvy Ae

o FK (Forward Kinematic) Lﬂumimuqmmimﬁaulmﬁ%aéa (UJoint) vaslaiag
Tnemasyurenafiarduiitelnlanmamandeulmmuiinesnis

o IK (Inverse Kinematic) \dun1saupunmsindeulmvesnszgniidieuns (Link) i laedunisauauuuugeundu

a

FwemenegludAunisideulesiegmuaiszamuaunisindeulmvesvenefiogludnunsideslomiuuy

U
%
=1

sty lvanunsadanimenisiedeulmnuiinasnislangluafuien Ml nsuseliusuaussougil

EVAFeURBIaTainuAsULUIUNsndeulmvensegnilyiuunaglumaeumingalanie

16. WnBsussAULII (013
N/A
17. gaamnssusaa/naueningay (af)
N/A
18. SMBAZIBUANTZUIUNTTHAZABN5UTEIEU (Assessment Description and Procedure)

1. wuunage Uy
2. WUUnARUNAULUR



AUINANGANNTTUATIIR

1. sWavulLaussauL 1052

2. Yovuazaussaus ﬂszqnés[,%l,ﬂ%‘mﬁaiuﬂﬁfﬁwaaa Physic wag Dynamic Iﬁﬁ’u‘ﬁchﬁwﬂ Tuinu( Game Physics and Dynamics
Simulation)

3. umunaei -/-

4. andlus ™M RNIEN ]

5. §1%5UY001TNLAL 1IN (Occupational Classification)
ofintineanuuuAalsinu (nedainw)
6. AN93UNENRUIVENTIAUL (Description of Unit of Competency)

yaraimassauzdneadugiiainsavinuresssuudmnnisassenunamansvesing
wazaunsafimuanLiednaesafoulmvesingnie Tunule

7. AmTusTAUAAI

]

1 2 3 4 5 6 7 8

) 0 ) 0 ) ~ ) 0

8. NquaTW (Sector)
Tneenuuufalzinu (wallana)
9. Fooninuazsiaendnduiivuipaussauzianansalala (and)
N/A
10. %aﬁ”muﬂw‘%angiﬂLﬁﬂUﬁLﬁﬂﬂTﬁq (Licensing or Regulation Related) (813)
N/A

. '] wa . .
11. amiﬂuzﬂaEJLLaanmsvm’ﬁUgum’]u (Elements and Performance Criteria)

v [ wa . . a a
ausInuzay (Element) nanlun1sujjuneu (Performance Criteria) ABn1sUsliu (Assessment)
10521 AAszniazUssidiu 3D Asset [ONSAINAULA 1.
Specification Tun1991a4 Physic and Dynamic 5EUNTINNUVBITLUUAUIUNITIIRBIAUNAFANANTVD
Infiudngluny 439 (Rigid Body & Soft Body)

2. \Fenlumailn nvesile
wargunIuanzauiunsiaule

10522 Amuaaitesiassnsindeulmuesinganeg |1
iy fvunaitesasmsiadeulmvesinglagnassnumd
rAvEIEAR TS e O AN

2.
unluveRanaalumssnassnsindeulmvesingluuan

WaUU Game Engine 88199nABY

12. anuguaziineznaunuidndu (Pre-requisite Skill & Knowledge)
ANUFLaTNYENSaTINTTIReTemAIUANdmTUN1IINaed Physic wag Dynamic

13, ﬁﬂ‘l&zLLa%ﬂ’J’]ﬁJéﬁﬁTﬁNﬂ’ﬁ (Required Skills and Knowledge)
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) AUABINITIANUTINGE

—~

. ﬁnwmﬁmiwﬁ%aga

finwzanuAnaseEssn
finwznsinsunelulaiftoasaedediofmnyay
_finwznsasuadesdiafiuulnnaeudu

. ﬁﬂ‘ﬂ%ﬂ’]ﬁﬁ’muﬂﬂi%Lﬂ“l/]’?ﬁ]i}ﬁgﬁ]ﬂﬁﬂﬁLﬂﬁaﬁLWJLLUU Simulator

- vinwenisunluveiinnanalunisdaesmsemuaudmiunisinass

~N O U A W N -

. ﬁnwmﬁﬁwmz:uﬂﬁﬁ‘haaqﬁwuﬂamamgmaﬁmﬂmwu
(4) ATWABINTIAILAIING

1. mwgieatfunmsesnuuuAausinalunuseg Tunmms
2. AugnuiAng eaduidewussuazmsiadeuln

3. anugAmadeulusunsuiiufslmnueuiu

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. 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

o o ¥ a ¥ o a a o ¥
ninensilenseverundus AN
(n) AUz

1. lumsufuRnulvatdisinueauinunsinaswiunamansvesing (Rigid Body & Soft Body) uay

fuarfiedasinisideulmvesinglagnaesnumaninemanswievermuniny Inedunisusua Parameter vaunesiieluinuouiu
(v) AeSungTuazIdYn

1. madaesidnauaglauniia (Physic and Dynamic Simulation) Mg mﬂsgiﬂmnimﬂamﬁaLma%lumﬁwaaﬁmqﬁamgmﬂ (Particle)
ileuanslidiudmaresnaransmegauss TRy AnianiRvesTnguis,yy vionuautRveslva (Fluid) uansoonuuuLUUT a0 LiA
Tnsmsassitdnauaglnniaduanunsonlyusylevilaesmnnedunnisgaamngsy, nsuwe silUfignamnssuiny
TngiBnsassnamansignininuszgnanfumsimuniflensdadudedinislaneufugaunaeniia
;JLéu%i@?%uUssaum'ﬁﬂmﬂm*xbﬁyﬁlauﬁui’@qﬁmq wleiuauaynlunsiaung

2. \nueudY (Game Engine) mnefs Wsknsumeufiumesiitelvasnaimlewny sTfaIﬂiLLﬂsmméﬂﬁgﬂL%ﬂu%ummﬂmmmmﬁ’;ma%csmG] 99 C, C++,
JAVA Wuay inueududisuaioudusdosdiolasetuaiuaag vesszuuing Sudiumanil %gﬂﬁﬂﬂﬂixﬂauﬁﬁwﬁu
wazgnvindeuMannIavhusiilaeslufidym melsanmunaeuiigniimualy Wunssuaunslumsasanslvesnsnauysol
Shitanusuunnlnnseudlumsananudmiueionau defe nasnunsufamesNIINMITTIIYENMLEUIY Ustnaume
msisuaesns1iin 2 i 3 87 nImsedeunsTLsTULEEY nwnaasUn wollwdu ﬁfgiywizﬁwé syuULindsA nsansu MsdansuagauE

NM135895UNTILUA MADAIUTTUUDUY BnuInNUTY
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3. Rigid Body Simulation stunefia msdhassingiilufinmsivdsugunss
GT’;EJEJ'NLﬁiuﬁu%gm’%ai’mq'ﬁLﬁalﬂnﬁz‘wuﬁuéaﬁui’mqﬁuazqumgiquLﬁﬂmU?iauLmaq

4. Soft Body Simulation vanefla msdnaesIngiisinsiudsugunss unludeulassasaiiuii ey 11w nasinsyatvuds s1esnoun tumy

5. Asset Mg imqw%a?fQLLaﬂayauﬂwa‘LuLﬂu 11 Model 3D, Model 2d uag Texture

6. g vanefia Sumuiiusngegluainiemunaidnuassunalvg tuduwenvdedanau (Prop Set) Uszneuagluain wu math auman sulsl viudou
in 10usu

7. amwwinaen e Awnaeuiiidinuayluidin viaiusssumaniomneluusssy Ansshug iefluyuiiaiuassiuin udnvusgiivssme
iy adlonmaneg aula sungn 0 winh Ny nsa sndmsLasnIneNTSTIIIAYATEn Awgnas in viudeu e gAU ETUBLR
wdesdng uau Tasiammidiovssneutuwmannsouanidefedaiifintuluneuturineiessaunisavesgiau

8. Parameter wuefs Arvuaisiauiiduiamuansrhnuesssuuntermuadeulvenismuamndinmans Iumﬂ%m%"aaﬁasﬁm

vounueudu Sudunesdn Parameter ngnaosiialvnuouiuuanitanunenis

16. BuIpENTIAULIIN (@15)
N/A
17. qﬂamnﬁm"m/n’sj:um%wé'm (f;']ﬁ)
N/A
18. 519821BUANTZUIUNTTUAZIGN15UTEIEY (Assessment Description and Procedure)

1. uuunaaeuUTily
2. wuunegeuMAUUR
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1. SRARUIYANTTOUS
2. YaNULANTIAUL

3. NUNIUATIN

4. aselny

1053

dnedaninasulu Game engine (Game Level and Environment Placement)

-/ -

™M

USuusge J

5. §1%5UY001TNUALHER1TN (Occupational Classification)

213ndnesnuuuAalziny (madawnu)

6. AIDSUNBNUNBAUTIOUY (Description of Unit of Competency)

o4 X vy a ‘ a . 4 o — = Y
qﬂﬂawmuammuwmmLﬂuwmmammemazﬂizmu Level Desugn LWDNIUURN Speoﬂcatlon ﬂJEJﬂﬂWTJ’NﬁJLL’JﬂaEJlJI‘LJLﬂN

sfaTuunsmveenen Mingrvasiudinaeslundlagnaes

7. AmTusTAUAAI

]

1 2

3

) 0

)

8. nzj::um%w (Sector)

Unaseassamatadmsuny wnadainy)

9. Y1 TINLATINaRNTNIUNMURBaNssaus a1 salyla (a1d)

N/A

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

N/A

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

dussauzeae (Element)

K s .. .
nanlun1sujjunenu (Performance Criteria)

35n15Us2U (Assessment)

10531 AipszniazUsziiiu Level Design tafwun

Specification w8In1319EWInaeulULN

1.
fvuasEazdeansinnduinasuanteimuaTes
Level Design

2. Uszdiumsidenluwadaivnzaunuefuunves

Level Design

10532 991198 MINANEMSU Level ifnviun

1. 99219 Asset 17'iLﬁ'wd”aalﬁugﬂﬁaamm%@ﬁmumaa
Level Design

2. FMUALAZUSULAIATYDINN
Aiemesiuawnaosluna

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

ANFUarTinveNsaTen1nAgeuln (Animate)

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

(N) ANURDINITAUIINYE

1. Winvnwedning Asset vasdawIinaanluny

2. FinweAuRnaTsasn
3. ﬁnmms‘imiwﬁ%@ga
) mwm?aamss?mmmi
1. mmi&?ﬂu Level Design

2. Anugiefumsussdiunisidenteuiaiesile

3. AnugnefunsmveRanaInA1neg Mnevesiudainasslung
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o

14. wingunineen1s (Evidence Guide)

15.

wdnguiinesnsaztmunvenusinistunsUssdiusasesiinrlsussnousuiusuinamnisufiRau (Performance Criteria)
LLasVTﬂwzmmgﬁﬁmmﬁ (Required Skill and Knowledge)
(n) mngIuNsUURIY (Performance Evidence)
1. lutuiinnanismegeuniau i
() Mé’ﬂgmmmg (Knowledge Evidence)
1. Nan1sARuULUUNAaRUUTY
(A) AuugiinlunisUseidu
1. LﬁiumﬂwﬁaaummﬂssLﬁumﬁﬂgm‘ﬂmﬂﬁmimmﬂémsawﬁﬂgmﬁ?‘ilﬁm%m ﬁgwﬁﬂg'mﬁumﬂﬁﬂaamLLawﬁﬂgmﬁvmmm;;
(1) BnsUszAiv
1. uuunaaeuUTily
2. wuunegeuNAUUR

YauLun (Range Statement)
YBULABSUIT VR ULAYBINTUURNY UAaNNKINRNDUY YiSEaN1UNTABUY NNANTENUADNTYINIY TINfieTele aunTal malulad

ninenshilavsevermuadus MNeves
(n) AUz

1. Tunmsujdanulnenddiwinuwenisluaieslelunueuiulunisinnednglunumu Level Design Tngnsiviunn Parameter

TupSesdioveanuiouiu
() Aaduleseavden

1. nNeUIY (Game Engine) Munedi TWsunsuneuinmesiitelsaseinlomnu S‘z’iﬂﬂmﬂsmméwﬁgﬂLsduau%ummﬂmmmuﬁama%&hqf] 819 C, C++,
JAVA Wuay insewduSeuaiiouduedediolyasatuaiuman vesssuuina Suaiumani %gﬂﬁﬂlﬂﬂizﬂamﬂ?ﬁwﬁu
waggnvndeuTasnsarheuTniulaesslifidym melpanmuanaeniignimualy Wunsruiunislunisananaluesnuasysal
Shimununasaunnlsnueudulumsananudmiuasouau dofe saensunouiamesnnm mshauvesnueudu Uszneume
MsisuAesnsIfin 2 iR 3 87 N1MsITdeUNIITL SEUULEEY nwnansUn weiudu ﬂﬁycywﬁxﬁwé sTUUIAAsN Msaesa MsdansuIBAIN
nssesunfiula saenausyuudug Snannang

2. MIppNLUUTERUAMNEINTBNNL (Level design) vianefis  n1seenuuuTIEaziBeamrluLAazanUaAY
ﬁéawaﬁaﬂsaaumsajﬁpuiyl,éuaziﬁy%uiw,wiazmﬂ Mazaasioglsun 1wy Ussamaasguassa $1uau sumus uazdeulussAuaruen

3. Asset MNBEN ’qu‘vﬁaamwanauammaiumm U Model 3D, Model 2d uag Texture

4. g g %uéauﬁﬂmﬂgagﬂumﬂﬁ’wmmLﬁﬂLLamumiwg Lﬂus??w,l,aﬂw‘%a%’ﬂﬂzﬁm (Prop Set) Usznauogluann Ly v aungn el Vuideu
fin iunu

5. @nwwInaey vl mmaawmmma%wmm eiusssumnivieneiausss Anssivg mawuuwmaimsnwum Lﬁuaﬂwmvnmﬁvmﬂ
v sradlanmane aulsl aungn 11 uinh vizaay nsia wnauvsuasn NN ssTITAYYin awanaaw fin Unudeu e1ns mﬂu 1uBUR
ww3osdng uau ImawwmLmaﬂszﬂauﬂuLmemiaLLamaamaawmWuuiumauuum‘lmmeU'ﬁzaumsmsuawLau

6. Parameter viangd mivuadsiaiiiufaivusnmshouressruurtermuadeulsvesnisfuamadnmans lunisluedesdionne

Yaunuewdy Sudunaaden Parameter IwgﬂmauﬁﬂmﬂmLauﬁuLLammammanms

16. WuREENTIAULIIM (A7)

N/A

17. gAEMINTINTIN/NQUDITINTI (A1)

N/A

18. s1gazduAnsEUIUNISHAZISN15UsEIY (Assessment Description and Procedure)
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1. wuunage Uy
2. WUUNARUNAULUR
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AUINANGANNTTUATIIR

1. SRARUIYANTTOUS 1054
2. YaNULANTIAUL

3. NUNIUATIN

4. gsslvia ™M

N/A/ -

%
A A

USuusge J

5. §1%5UY001TNUALHER1TN (Occupational Classification)

213ndnesnuuuAalziny (madawnu)

6. AIDSUNBNUNBAUTIOUY (Description of Unit of Competency)

Mvunsnyaeiurvesingiielylu Game Engine (Material Creation for Game Engine)

yarafiuanssauzinouduyiianansadavhiuisluguuuunes wislvlunsuanmaanimwinaeunaeniuluna 3 Sfnne

melunulanssveimvun aunsauszdiunisifenlumaiadniviuiivesingane muvefvunveunsla

utnnsansaaeukazunluielyiuinvesingme uanssalagnaeswiuverimun

7. AmTusTAUAAI

]

1 2 3

) 0 )

8. nzj:um%w (Sector)

Unaenuuufadzinu (madawna)

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)

10541 ApssniasUsziliunisnivium Specification
vosnuuriuiIvesingae) meluiny

1. fimualagseYy Specification
é’ﬂwmmﬁuﬁmaﬁmqmwﬂaﬁmummmm

2.
‘UixLﬁums5aﬂ‘lﬂ?mmﬁﬂﬁm%’uﬁuﬁaﬁuaﬁmqémS]mm]u
RRRGVRT N

10542
MyuakarUTuuAIALNBLanIR Ny IURIYeIngn
299 agluing

1
fvauazUFuunsnlenansnainuariufvesTgn
199 nelunulagnassmuveiivun

2. nnaouLazunluioluiuiaves Tigana
wanmalagnansmuTariivun

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

ANLFUAZYINYENNSAMUA Specification YosANwaEiUEIvaITngR1Y

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

15




AUINANGANNTTUATIIR

o

(n) PwABaNTIAUYY

L. ﬁnwmza*uminﬂ%ﬂmﬁﬂwmxﬁuﬁwaﬁmqm‘wm Tuaueenuiuy
2. inwgarmAnaseassn

3. ﬁnwmﬁmiwﬁﬁﬂyaga

(4) ATWABINTIAILAIING

L. mm%ﬁ?ﬂu@mauﬂ’ﬁﬁuﬁwaﬁmqﬂixmmﬁm

2. amugfefumsvssdunisdenlueiosile

3. AnugNefunsmveRanaInvesiuR Inganee

14. wiinguin@enis (Evidence Guide)

15.

wé’ngwuﬁﬁummﬁ%ﬁmum%@mzﬁwLﬁ'Enﬁ"umﬁﬂizLﬁuLLﬁxmiﬁﬂﬂ%ﬂﬁzﬂauﬁwﬁ’uﬁ’umm%miﬂﬁﬁamu (Performance Criteria)
Lmzﬁﬂmmm%ﬁ@?@qmﬁ (Required Skill and Knowledge)
(n) néng MU TR (Performance Evidence)
1. lutudinnansmageun1aufun
) wé’ﬂgmmmg (Knowledge Evidence)
1. nansaeuLUUnAaeUUsTY
(A) AuuzTtun1sUsEdiy
1. Wwwiniireunmalssdiundngulnefinnsanansessesvdnguiiisies vavdnguauufReusasvdnguaiuag
(1) 3BN15UsEAfiv
1. wuunage Uy
2. WUUNARUNAULUR

YauLun (Range Statement)

v
a wa

YoULNBBUIETwaUATBINMIUH TR Larannwinaendus viseanun1sudug Ninansenunensvinny siudiaaiesie gunsa walulad

w%fwmnﬁﬁl%ﬁa%aﬁwum%uﬂ Aievos
(n) Az

1. lumsjiRnulndddvinuenslaedesdelunumeuiulunmstmundnunsiufvesing lnsnsimusan Parameter Tuin3asiiovasinuioniu
(v) MeBueTUasidyn

1. nueudu (Game Engine) vaneds Tusunsuneufanesifielvaseimleins GTfﬂiJiLmsmméﬁﬁgﬂL%u%ummﬂmmmmﬁma%o*m6‘] 99 C, C++,
JAVA us inueududisuaiouduedosdlolasetuaiuaag vesszuuing Sudiumani ﬁ]sgﬂﬁﬂlﬂﬂwﬂamﬁﬁmﬁu
wazgnvndeuannIavhusiilaeslufidym melsanmunasuiignimualy Wunssuaunslumsasanslvesnsnauysol
dnWaununusaunnlsnueudulumsananudmiuetonau foie aaenruneuiamesnnmnsinurenntoudu Ustnoune
mssuaesns1iin 2 §R 3 87 nImsedeunsTLsTULEEY nwnaasUn wolwdu ﬂfgiywﬂisﬁwé syUULIndsA Msantu MsdansmuagauE
mMssesfunmufiuta maenIuszuLBUY Bnannune

2. Wi (Material) vaneds nislandnadamansiftormuslngnmlunuuansnudnuuzee mvutenaamanuitmungy Smwdn Tosuas
wavazvouwadln \uay

3. Specification Mned At muadsiauiiiusihvuansinuvessuuiermunieulavessiuaneadamans ELum{lﬂ?Lﬂ%mﬁaéNﬂ

yaunueudu Sudunewisen Parameter lngnasuiielmnuieuiuuaninanuneinis

16. BUQBANTIAULIIN (a3)

N/A

17. 9ASUNTINTI/NGUDITNTIM (013)

N/A
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18. S19AIBUANTZUIUNNTUALIGN15UTEIEY (Assessment Description and Procedure)

1. uuunaaeuUTily
2. wuunegeuNAUUR
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1. savLlgsusTIuE 1055

2. Youavaussnue Wania3esilonie LﬁaaﬁuaﬁgummamLﬂm(Scripting Solution Tools for Game Production)
3. VIU‘VI'Juﬂ%I’Qﬁ -/-

4. andlus ™M RNIEN O

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

yaraTiuaussouzinouduyfianunsodinsevuar Ussfliuveri munresnuiioaswasimunaiosflodmiulsnuais

= * 4 A da Y 4 9% . . . = ¥ = A a a oA ¥ A A Y o ¥
Wi@LLﬂlﬁULﬂﬁaﬂﬂJaﬂﬂJ@E&LLa']LWaELsUaLU Production Plpetme i'JllfNmaﬂllﬂ’]ﬁﬂﬂ‘tﬂLWﬂIuIﬁEJLWlILWlILW@ﬁﬁWQLﬂﬁ@ﬂll@(ﬂ’]ll‘ﬂaﬂ']wuﬂiﬂ

7. AmTusTAUAAI

]

1 2 3 4 5 6 7

) 0 ) 0 ) ~ )

8. nzj::um%w (Sector)
tneenuuuAalziny (Game Technical Artist)
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)

v [ wa . . a a
au3Iauzyay (Element) nanlun1sujjunenu (Performance Criteria) ABn1sUsliu (Assessment)
10551 1.
AasgviazUsziliuveivuavenuieasuazia [TinsgriarysaiiuveivuavesnuiioasaviseUssen
GERRD pluasesile
2.
Anvinaluladifiuduieasunisdlonuvefimunve
any
10552 Wauwazunluniedioiiolsauai 1. Wauasesiioiielylu Production Pipeline

2. unlupsesiienfioguaiivelylu Production Pipeline

12. anuguaziineznaunuiidndu (Pre-requisite Skill & Knowledge)
ANUgHAzTInweineIiunseenuuuAaysnaluwunanieg Tunnsaw saufsenugaunisimuilsunsanuwasanugnisnislunueniu

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

18
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AVIVANGAEVNTTUATIIR

) AUABINITIANUTINGE

—~

. ﬁnwmﬁmiwﬁ%aga

finwzanuAnaseEssn
finweAnwmeluladiitofiuiuileasardosiofimunzay
_finwznsasuadesdiafiuulnnaeudu

o oA A a Yak
. V|ﬂ‘l“}gﬂ']ﬁLLﬂ1°ZJLiaﬂllaﬂ]a%ﬂlll;auﬂuiwmﬁ]u

AN L AWN -

Vinvgmyaunwsesveadadleveaniiauiu

(4) ATWABINTIAILAIING

1. mwgieatumsesnuuuAausinalunuseg Tunmms

2. AugnuAAng eaduidowussuazmsiadeuln

3. amugAmadoulusunsudufslmnueuiu

4. rrgitsaiunislaaunueuduiiifesnessndi Unity Unreal Engine iunu

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. nansaeuULUUNAaeUUsTY
(A) AuuzTtun1sUsEdiy
1. Wwwiniireunmalssdiundngulaefinnsanansessesvdnguiiisies vavdnguauufReusasvdnguaiuag
(1) 3BN15UsEAfiv
1. wuunage Uy
2. WUUNARUNAULUR

15. ¥auLun (Range Statement)

v
a wa

YoULNBBUIETaUATBINMIUH TR Larannwinaendus viseanun1sudug Niinansenunensvinny siudiaaiesile gunsa walulad

o o ¥ a ¥ o a a o ¥
ninensilenseverundus AN
(n) AUz

1. lumsufuRnulvddafiainwenisnisiam
Uiudguasunluasesienvlunueuiulunmislasnis@eulusunsuiiindsamnsalylavansnvisuiuegfuinueuiunidenty

(%) Meduneseazdun

1. \eudY (Game Engine) maneds Tusunsuneuinmesifielvasdinlewny eTfﬂiJiLmsmméwf‘jgﬂLGTJau%ummmmwmamﬁaLmaaﬁfamS] 279 C, C++,
JAVA usy inuendusuatiouduindosiielsassiuaiumag vessruuing Suaiumanil azgninludszneuinimeu
LLazgﬂwmaauiwmmiaﬁwméwf‘ﬁ’uiﬁuaemlﬁﬁﬁigm mais?amwmo]gauﬁgﬂﬁwuﬂﬁ Lﬂuﬂﬁzmumﬂumia;ﬂamuﬁaaﬂmaugﬁzﬁ
thimunusuunnlanuewdulumsasanudmiunioay fofe naenaunsuinmesnimnsianuvennueudy Ussnoume
mssuaesnsIiin 2 R 3 87 nsmsindeunsTLsTULEEY AwaasUn wollwdu ﬂmmwﬂssﬁwﬁ syuuLIndsA nsaesu Msdansuagau
MssesdunTiuta naenuszULBLY Bnannune

2. Waneiedle et msanutedefudulnnueuduiielninesnuuuAadzinuannsavhaulanety wu
msasaededlofielnAneaussmeliuuuiiddlieetunney ve
SUTMNsTUILUMSYaeTuneuTithesnuuuAaUzinurewiuUssilnsu b lurdesdiefomdeannsadenluiissnssuaunsifioafianunsasila

3. Production Pipeline #7188l NS5 UIUNITNAR Y30E18NITHAANUAILARUIUIUATZUIUNIT
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16. wuIwENSIAULIIY (And)
N/A
17. gaawinssusan/naueningan (i)
N/A
18. 519AIBUANTZUIUNTTUALIGN15UTEIEY (Assessment Description and Procedure)

1. uuunaaeuUTily
2. wuunegeuNMAUUR
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1. sWavulLaussauL 1056

2. Yovuazaussaus asranadafiAvuy Game Engine (Special Effect Creation for Game Engine)
3. nunIuASe N/A /-

4. andlus ™M RNIEN O

5. §1%5UY001TNUALHER1TN (Occupational Classification)
1TNHNoanLUUAaULINY (WATiALn)

6. AIDSUNBNUNBAUTIOUY (Description of Unit of Competency)

yaraTiuaussouzineuduyiianansodinsievwarUsufiunisfmvun Specification vesmaiiafiriunieg nelunusiudsasanaiafiaeilylung

sudwsaeukazwnluiieliinaiiafiavianiwalagnaosmiuvefimuavesny uasidenluinsosiolneewgnnes

7. AmTusTAUAAI

]

1 2 3 4 5 6

) 0 ) 0 ) ~

8. nzj::um%w (Sector)
Tneenuuufalzinu (wallana)
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)

dussauzeey (Element) nanlun1sujjunenu (Performance Criteria)

35n15Us2U (Assessment)

10561 TinsenuazUsifiunisiinun Specification 1. fiMmualagIeYy Specification suaal,wﬂﬁﬂﬂmwwﬂ
suammmﬁﬂﬁl,ﬂwhmmaiw,ﬂu meluiny

2.
Uszdlumsidenluesesilevidomaiadmiuasanaie
fAynneq neluing

10562 asnawpdafiersilaluing 1. agwqmwﬁﬂﬁl,wiﬁ?gnéaamm%aﬁmum

2.
m:maauLLazLLleﬂjuLﬁaiﬁLwﬂﬁﬂﬁLﬂw,ammalﬁvgm"aqm
UURUAYBILNL

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

ANUgHAzTnweneIiunsesnuuuAalsntluwunieg Tunmsw siufseansaluesesdelunuouiuiieananadaiiey

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

AVIVANGAEVNTTUATIIR

(n) AURBINSIUTNYE

L. ﬁnwmﬁmiwﬁ%aga

2. YinwzanuAnEs19EsA

3. inwgrmualasszy Specification veanallafivawlunuiouiy

4. vinwzUszdiunsidenluniadiondomaiadmiuasanadafirslunueuiu
5. finwznsasamadafiaslunieudy

() mmﬁaqmﬁﬁwmm%

1. mmir”imﬁumﬁaammuﬁaﬂxmﬂumwﬁa5’] Tunwsu

2. mm%ﬁ?ﬂuﬂﬁﬂé WAenfuiSosuswarmsindoulm

3. mmir”imﬁumﬂ%ﬂmmuLau%uﬁﬁmﬁaqmﬁ Unity Unreal Engine \uny

14. wiinguine@enis (Evidence Guide)

wé’ngwuﬁﬁummﬁ%ﬁmum%@mzﬁwLﬁ'snﬁ'umﬁﬂizLﬁuLLﬁzmiﬁﬂﬂ%ﬂﬁzﬂauﬁwﬁ’uﬁummsﬁmiﬂﬁﬁamu (Performance Criteria)
meﬁﬂmmm%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)

v
a wa

YoULNBSUIETwaUATRINMIUH TR Larannwinaeudus viseanun1sudug Niinansenunensvinny siudiaaiesile gunsa walulad

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

1. lumsufuRnulvatadvinuelumslsnuldsunsuanadaieasns uasivunnndnunien1 B Specification veumailafiviy (Special Effect)
Inluuansauuinuoudu

(%) Maduneseazdun

1. neudn (Game Engine) vaneda Tusunsuneufanesifieluaseimon GTfaIﬂiLLnsmméwf‘jgﬂLGTJau%ummﬂmmﬂamﬁaLm%@ﬁqﬂ 9 C, C++,
JAVA usy inuendusuaiiouduindosiielsasiuaiumag vessruuing Suaiumanil azgninludszneuiimetu
LLazgﬂwmaauiwmmiaﬁwméwﬁulﬁuasmlﬁﬁﬂagm maslcgamwmﬂgauﬁgﬂﬁwuﬂﬁ Lﬂuﬂﬁzmumﬂumia;ﬂdmﬂﬁaaﬂmamgﬁaj
Shwaunnuswunnlanueuulumsasnanudmiuionau flefle naenunsLiumesINIMSTNLTeRNIELIY Usznaume
mssuaesns1iin 2 §R 3 87 nsmsandeunsTLsTULEEY waasUn wollwdu ﬂmmwﬂssﬁwﬁ syuuLindsA nsaesu Msdansuaau
MssesdunETiuta naonusEULBLY Bnannune

2. weidlafiewmag luing vaneiis nsasavadanianiesdelndudlnnueuiudelnineenuuudauzinuaansarinulanetu wu
nmsanaesediaiolminenmnaussmeliuuuiidslunefinney wie
FsnsTUIMiEstuReuithesnuuuAausnumewiiuUszdlus b luedediomevieannsasenlufienssuaunsiefiaansamla

3. Specification 88 miundsiiafidushrmuanisinuresyuuiermundeulavesnmsinaniadnans 1umﬂ“§m§mﬁ@@imﬂ

vounueudu Sudunssdn Parameter ugnaoaiialvnuouduuanItanunenis

16. NuaNTIAULTIM (a13)
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N/A
17. goamnssusaa/naue1ingay (anf)
N/A
18. s1eaZIduANIZUIUNTTHAZIEN15UTEIHU (Assessment Description and Procedure)

1. wuunage Uy
2. WUUNARUNAULUR
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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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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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