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aw&gmnganﬁmmsauﬁ'm’%aﬂsn YU Wide Shot, Over-the-shoulder, Close-up
A9IIABUBIAYTZNOUTBIAN 19U duna Tnita uazsverlna-lna
ﬁwumﬁwLmﬁqnéyaaLLazﬁ;mLﬂ?{au”l,mﬂgammﬁwG‘fmmﬁm
USuAnas 1wy sresiad, DOF, yu titt/pan Inlanwiinsatuetsuniiinesnis
ATIIABUATINGNABIVEIRN LB Msdaas, M3eing, arudulvaveaadeul

o

Jufinuazdnaslna Scene Layout Tufufin Animation wiesednlulu pipeline

© N o kR VLN e

16. BUQBANTIAULIIN (a3)
gl

17. 9AEUNTINTI/NGUDITNTIM (013)



o

AUINANGANNTTUATIIR

Tud
18. s1eazIduANIZUIUNTTHAZIBN5UTEIHU (Assessment Description and Procedure)

wonansvdngufisudulunisufoRa

1. aussauzeoy 50207.01 asslaadaawas 3 G ilenuuefiudu (Character Modeling) naaeulatlywodeuteiiou %aaawﬁﬁ'ﬁ wuUdin1wal
firsanTnuiaraNsy

2. aussuzeey 50207.02 asiuitdmiusazes 3 9 iienunefiudu (Character Texturing) nazeulnglveasuvaiioy %aaawﬁﬁ'ﬁ wuUdun 1wl
firrsanTnuiaraNy



AUINANGANNTTUATIIR
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13. ﬁnwzuazmwgﬁﬂmmi (Required Skills and Knowledge)

14.

15.

1) AUABINIIATUTINGE

—~

1) AUABINIIATUTINGE

—~

inwglumsiiasien acting waw reference Wieludsznounsasnse animation
wwrlunsudaesuaisasasiduninig (cesture) Mdaiay
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() Mé"ﬂgmmmiz (Knowledge Evidence)
1. HAINNVRABUTBAEUTRITEY
(A) AuuzitunsUszdiy
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16. wuIwENTIAULIIN (A15)
laid
17. qﬂmwnﬁm"m/na:uaﬁw%’m (gﬁﬁ)
laid
18. 51982IBYANTZUIUNTTUAZIGN15UTEIEY (Assessment Description and Procedure)
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