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1. UNoonkUULATHIDIWaLWTY TU 3 - 4

1. 1in Concept/Visual Artist 529U 4 - 5

2. unviAudad T4 3 - 4

2. Unuwetiuaes 3 46 (3D Animator) sg6U 4 - 5

3. UNWgUERBIUDSA TU 3 - 4

3. Unas1sluwma 3 96 (3D Modeler) sedu 4 - 5

4. InuanlAsIasI9arATwatuty U 3 - 4

4. YnUsSMsIASINIS sERU 4 - 5

5. UNATINANLDTLUTU TU 4

5. 1in Compositor 3 3 526U 4 - 5

6. BUANNDLOUNTU TU 3 - 4

7. Unpanuuudsawotudu 9u 3 - 4

8. UNUSMISEATINIG TU 5 - 6

7. AnRARYITNNIATEUAAN (Professional Qualifications included)
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anvuatiutu
anintinasslina 3 T8 (3D Modeler) se6tu 5
8. Qm’gvﬁaﬂn%wﬁlﬁm%ﬁe (Related Professional Qualifications)
(|

9. wﬁwammuzﬁwuﬂiummgwumfﬂw (List of All Units of Competence within this Occupational Standards)

sWaMUIpaNTIaUS o

50207 arnluaadiaas 3 fhdmiunuueiiudy

50209 aiywim,mamml,azqﬂﬂiaj 3 fRdmiuauueiluduy
50304 Uszilupannaunedudu

a

10. szAUAMRA

3

10.1 #1913 V1INQAENNTINAIND ervwetiady alintinasnsluaa 3 86 (3D Modeler) 526U 5

qmé’nwmwawamiﬁwg (Characteristics of Outcomes)

6, YV

ugiannsavhnuiinesdindeszuas Ussdiuaonunsalanienues Nunuiiowndymidureuuay Ussiliunalunsufufou

finueerudugih oneven deunu waziiuguanTulnussany wazaesansaasslumaiazas 3 Rdmsunuweiudu

aa o

aslumaainuargunsn 3 dadwiunuweiiudu wavUssilununimeuueiudy

ASIRBUTZAUAMRAIYVITN (Qualification Pathways)

9 9

1. AauantRveyansaifun1sUssdunudiivdn aunividingnamnssuadva awuelwdu ednwinasidluag 3 98 szdu 5
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- fiuszaumsaihaunuuweiiudu seifevesluuesni 3 U wle

a

Ydo g = o o ¥ A o a4 Ao ¥ =
- du5ansenerseau Usey1e3 Tuauwefiwdy wisefiienves v5e

A

- lafusesnandiundn ainIngaannssuiiva awediudy erdndnasduea 3 §f sziv 4 uandusvevianluuesni 1 3
Tnglasunisnnunmsussdiunmneanssauglusziv 4

2. yivgnumsusziiuuaglasunisiusesnandilvdn e ivdngravnsuidvia avuedudy edndnasalueg 3 87 sedu 5
- BN SUTEuMamgENTTaur et Inlnasaliieg 3 TR sedu 5 I 4 e
3. lunsdineorgniideiusennasgiue@nlndulumugledmiugansunmsusufiuvieniiomuniiaou

o ¢ ! L4 o
wanLnt:uswmsmamqwmﬁasvsaammsgmm?xw
N/A

néuqﬂﬂﬁ‘lumfﬁw (Target Group)

Unudnlassassiagasuedindu dnesnuuunmnnfinuasderan dnvirufial yuszneudvIn Mifervesiunufalinusssy

MUNYENTIOUL (MUYFNTIOUSTIVUAYBIANAITNL)

50207 @s1alanamazas 3 ARdmsunuwadudy
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50209 asalunaainuazaunsa 3 SAdmsuauetiudu

50304 Usgiliunnnnauueiiudu
ANSIHURSULER AUNT
1. MITIUEAIRUTA 1

Usenelles s 01/03/2564

71979 1 : FUNCTIONAL MAP ugnd KEY PURPOSE , KEY ROLES , KEY FUNCTION

AYINYIVINEVEN unummEn wundivdn
Key Purpose Key Roles Key Function
A1a5ue S A1v5uNY S A1v5uNY
Wanndnenmvesyaainsluaiviendn ICT 50 ﬂﬁﬁ’amuﬁum Animation ELi;lGTiJ’]GﬁiWuEJ’]%W 502 |[fumeuwdeunisnounisuan
Inanunsausstunaviuiivensulussiuanna 503 |wAnnmadeylon

o o o v o o e oA e ® Y VAo .
Aesune msruEufaansnnuuruiilaliasswnniauiteulanunivdn (Key Function)
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2. MTIULERUIT 1 (AD)

Usenelles i 01/03/2564

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

SYa Ara5une Ve Aasue SYa Ara5une

502 |UumBULS3EUANTNIUNIHAR 50207 |aswlunadiazas 3 BRdmsusunedwdu | [50207. [asslumadiazas 3 4@ iesunedudu
01 (Character Modeling)
50207. |aseiufndmsusazas 3 3R wWesuweiiudu
02 (Character Texturing)

50209  |asnslaaaannuazaunsnd 3 50209. |a515luaaann 3 &R (3D Background)
TRdmsuuLetwTy 01

50209. |as1aluwagunsas 3 I (3D Asset)
02
50209. |aswiuiadmiulumaainuazaunsa 3 7
03 (Environment Texturing)

503 |wAanmedaulm 50304  |Useiliunaunnanuuefiuduy 50304. | UsziiuAunHa A LLa Ty
01
50304. |agunanisussiilu
02

A1a5unY

ATELdLansu? (a) Wuunudiladinsizmnfnundainlanuningn (Key Function) welula wuegaussaus (Unit of Competence)

LazgnuIganTIauseny (Element of Competence)
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1. SRARUIYANTTOUS
2. YaNULANTIAUL

3. NUNIUATIN

50207
asnslumaniazas 3 Rausuauwatutu

1/-

4. aselny

O

USuusge

M

5. §1%5UY001TNUALHER1TN (Occupational Classification)
ofintinasluea 3 4R (3D Modeler)
6. AN93UNENRUIVENTIAUL (Description of Unit of Competency)

yarayansaasliaaiiasas 3 18 enuuetwdu danuilalulaswasiiazas 3 88 awnsaasdlueg 3 16
ngunwesnuuulansmuauLUy wazdniSeddastaneediiagas 3 G (Topology) Indmummauienuueiudy awsnasasasuuueasunia

a a

(Organic Modeling) i1 faeAsTildnumzLUUNYYe (Humanoid) uarddldin (Living Creature) salufiainnuanunsalunisimun UV Map
wagas1eiuRluiusazas (Character Texturing)

7. AmTusTAUAAI

]

1 2 3 4 5 6 7 8

) 0 ) 0 ™ 0 ) 0

8. NAN@AIN (Sector)
HUsZNOUINANATUYAAYNTINATYA
9. Y1 TINLATINaRNTNIUNVURBaNssaus a1 salyla (a1d)

2166 theenuuunmnsifinuazderay

2651 tinvirfay

2659 asaassrauRaUzuasadunsuans deiladausznnlalufisy,

3435 yUszneuindn MAvwestunufiavs Tausssu feilladaussavlaluiidu dhesnuuunwedoulm

10. ﬂaﬁ’muﬂw‘%angiﬂtﬁﬂuﬁtﬁﬂmm (Licensing or Regulation Related) (a3i)
N/A

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

g [ wa . . =Y a
ausInuzyay (Element) nanlun1sujjunenu (Performance Criteria) ABn1sUsliu (Assessment)

50207.01 @s19lumanlazas 3 9 teauwa Dty N DGOK DIRED!

(Character Modeling)

1.1 asnlunadiazas 3 AALuveeswnia (Organic

Modeling) M3EseNsUURNuY

1.2 @w1309a1389lAT3a519 (Topology) ATENNTBE
UL Ty WANAZANNAIY
50207.02 @siuRidmnsusiazas 3 4 2.1 MuuA UV Map YUV

\esuuetiuduy (Character Texturing) 2.2 asuiinluiudiazas (Character Texturing) M3aseNsUURNuY
QYRGBT

LNEZAUNAIY

12. mm%uazﬁnwriauwﬁﬁﬁﬁ’lLﬂu (Pre-requisite Skill & Knowledge)
N/A

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

(N) ANUADINITAUTINYE
finwgnisasalumaiazas 3 4@

Y a ¥ U
finwensInEedlasiaseiazas (Topology)
yingen1sivun UV Map
TINWENTATNNURY Texturing
finwgn1snTvdey Tuiin wazawmalwasu
wnmmmm%mamaLLauIamsmlmu

1.

2.

3.

4.

5.

6.

@ )mmmaqmﬁmumwm
1. mwmmmﬂumﬂﬂumuiﬂil,l,ﬂiuaﬁﬂmLma 3 §iA
2. ﬂ’J’]lJiLﬂEJ’JﬂU Polygon

3. ﬂ’J’]lJiLﬂEJ’JﬂU Topology

a. ﬂ’J’]lJiLﬂEJ’JﬂU UV Mapping

5. mwmmmﬂuwum Texturing

6.

ﬂ’]’llliLﬂEJ’.]ﬂ‘Uﬂ’]iﬁl’]ﬂﬂﬁwaﬁﬁﬂ’lEJT.U?LLﬂﬁJﬂEJiJW’JLG]EJi

14. wiinguin@enis (Evidence Guide)

15.

mé’ngwuﬁﬁummﬁ%ﬁmum%@mzﬁwLﬁ'mﬁumﬁﬂimﬁu LLaxmiﬁﬁ]ﬂ%ﬂiznaui’mﬁuﬁ’umm%mﬁﬂﬁﬁﬁmu (Performance Criteria)
LLazﬁﬂmLLazmm%ﬁﬁmmi (Required Skills and Knowledge)
(n) néng UMY URU (Performance Evidence)

1. tenasvdnguiisnduluns iRy

2. wivawauay
) wé’ﬂgmmmg (Knowledge Evidence)

1. waainnsnadouvaidou

2. Hondunual
(A) AuuzTtun1sUsEdiy

mmﬁumiﬂiuLuummmumﬁﬂiumu finsounguilunnaussousussiiuges veuln A3 s wawinuzditimun
IuﬂimmmumﬁﬂiwLmumulmiumuLﬂmmmmwum mJiwLuuﬁ]wmaqmemaammuvﬂumu
me’imﬁumﬁﬂizLuul‘dmumuamiauwmlmmuu,axmamnnaumwmaauammuﬂwaﬂﬂﬁq
(1) FBN15UsEAiv

L. QﬂimﬁuﬂﬁxLﬁummgT,malﬂz?mimmaauﬁammwmaau uazmIduN T

2. mﬁﬂﬁxLﬁumaﬂﬁﬂﬁﬁﬁmul%uuumaauuﬁﬁﬁ MATUA ALY

YauLn (Range Statement)
(n) Atkuzin

1. lunsujifanuluiilsdvinsensasalumadiazes 3 SAfienuuwedudu ae Wswnsupreuiawesiieauassluea 3 I lawn Autodesk 3ds
Max, Autodesk Maya, Z-Brush, Blender TUsunsudinsunisasnsnimuaziiuila Photoshop, GIMP, Paint tool SAI iuiiugiu
WiesessuaMulisvglulusunsuiiviainane

(v) FeduTEazidyn
1. Tuwa 3 8 (3D Model) minedls sUnsafignasslulaglusunsuneuiiames ieuansalniiulu 3 ssuufe ng 817 g9
waraNsnNeuLlATaUATY 360 B9 TaitaInsaUuuanlugunsdludnvazmleuivnudula Tneluea 3 97 wusssavenudnuuslassada 2

UsgLnnuang loun

1.1 NURBS (Non-uniform rational B-spline) wanefls flassasisiugnuduaulaiilumeiaunelesiuilnieiuiassmnaaulaamvanil
winzAumslaasidueaiidufasasvieddiidnvaslag

1.2 Polygon anedls flassasinduzunsasviede Aegunsavaeuniaq Aduunu (Mesh) Usgneueatiuauduingiiduseniu

9
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o

Wulpssasaiilasuanufevlunisassluna 3 35

2. laadazas 3 Ruuueasunila (Organic Modeling) vixnefis myassliaadiazas Nldnuneesddldin suussneume lasw@sensegn

NANULID LEURUVS VU NURIMAATLAINSTSUA tusu lnasiazasniidnuazwuueasunia lawn

2.1 fagasiidnuazwuunyee (Humanoid) Manede MagasNiineIn1AkuuNYLe a1XNTadudesuIvuuiun

' ' v
o q o a4

2.2 fagAsnilanwuzuuuadidin (Living Creature) Hufedsdlidinlusssumavianun dnnnvlia nelvizeluiinszgndunds

a

sullufsiuardduninieinialuusssuei

3. UV Map v1e8ld nseuiun1sasawuuingss 3 Salaglownu 2 IR (W U wag V) lwmnveya 3 87 (wnu X Y wag 2) sussuuiiinansiideu

a

namAsNsiIvuauAvLlLwa 3 37 dusulvdninenin 2 ifasld dnlvlunstiniswseulanuin (Texture) vseasdlunuluma

4. Topology vsnefia lassasnevaduena 3 iR suinannisisesiivesau Polygon anuasidunvaduinaduiiusiuuiuia Polygon 31u7ugs
v inlvafivnalvguayluainsadlUlvasduauteludule Tneluauueiiudu $1mam Polygon sudumesfivSunaiwmnzan
a{' 9 ° a o ' v Ao o g % a < o ) 9 44' Y]
diesesiumsiauuedudunaly nsdaiies Topology 717 azviluluwaiivuiadnauazdinthidsnunin sesfunsindeulmvedunalunuuedudu

¥ P '
A a

5. iy (Texture) vunefia fiuRauuluea 3 37 Awansliiuie #du Wi AuBey AIUYTYSY ANYAENTASYIOULES

suduiiufafivsngeguuluwa 3 83 Waannsleamais nwa amdiaes amuaiunisimuaaitulusunsuasneu 3 i wie UV Mapping

wolnlanadnsvosiuiinswudnwusvadunainaIns

16. YiURBENTIAULIIN (013)

N/A
17. 9AEUNTINTIY/NGUDITNTIM (013)

N/A

18. 519821BUANTTUIUNTSUAZIGN15USEIEY (Assessment Description and Procedure)

wnansvdngruidndulunsufifam

1. aussougen 5020701 asuluaafazas 3 i tiesuuefiadu (Character Modeling) nadeulnglyvedsuteidou veaouufon uuudunive
fimnsnanuiuaransu

2. AussnuvERY 50207.02 arwiuihdmiusazas 3 If ilenunefiaiu (Character Texturing) naaeulaglverouteilou ToaeuUion
LUUFLNWRl AT NUTAY ALY



AUINANGANNTTUATIIR

1. savLlgsusTIuE 50209

2. Fovurwaussnus a%uwimmamml,axqﬂﬂiaj 3 findm¥uanunedudu
3. MUNIUASST 1/-

4. andlus ) RNIEN ™M

5. §1%5UY001TNUALHER1TN (Occupational Classification)
ofintinasluea 3 4R (3D Modeler)
6. AN93UNENRUIVENTIAUL (Description of Unit of Competency)

yaRagansnassliaanInuargUnIn 3 8 tenuuetudu famelalulasassainuazgunsa 3 87 ansnsoasluea 3 §7
ngUamlaRsILAULUY @1snsnassgUnsal (Asset) uardni3edlnsiasisuesanuaraunsal 3 i (Topology) Wilamumunsasiiioamuuediudu
aunsnEs IR INIATEUNTILUUBISAELNA (Hard Surface Modeling) laun fnems ta3eadeu gunsaiuszneuan armanunsalumsiinue UV Map
wazasiualaiulinaa niazgUnsal (Envionment Texturing)

7. AmTusTAUAAI

]

1 2 3 4 5 6 7 8

) 0 ) 0 ™ 0 ) 0

8. NAN@AIN (Sector)
HUsZNOUINANATUYAAYNTINATYA
9. Y1 TINLATINaRNTNIUNVURBaNssaus a1 salyla (a1d)

2166 theenuuunmnsifinuazderay

2651 tinvirfay

2659 yasaassrauRaUzuasAadumsuans deiladaussnvliluiivy

3435 yUszneuindn MAvwestunufiavs Tausssu feilladaussavlaluiidu dhesnuuunwedoulm

10. ﬂaﬁ’muﬂw‘%angiﬂtﬁﬂuﬁtﬁﬂmm (Licensing or Regulation Related) (a13i)
N/A

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

' < O . . a a
ausInuzeay (Element) nanlun1sujjuneu (Performance Criteria) ABn1sUsliu (Assessment)
50209.01 a@s15luwaain 3 & (3D Background) 1.1 asulueaain 3 4R YUV
1.2 #101503019MUIYeRIN (3D Layout) AsansanIsUfURNU
danuwetuduy QREHERITAY
UANNETANNAITY
50209.02 as13lunaguUnsad 3 @ (3D Asset) 2.1 aswlunagunsa 3 94 YorouvelyY
2.2 anun5nas19gun s (Asset) M3aseNSUSURNuY
2.3 §aisealasasnavesgunsas 3 §iR (Topology) ANSHUABE
danuwetuduy RINGEEHIAGRRN
50209.03 asiurdmsulunaainuazgunsa 3 88 |3.1 Awua UV Map Yado UL
(Environment Texturing) 3.2 aswiuiluiuainuagaunsal (Environment M3aERNSUSURNuY
Texturing) ATENNTBE
UNNETANNAITY

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

N/A
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13. ﬁnwzuazmwgﬁﬂmmi (Required Skills and Knowledge)

14.

15.

) AUABINTIAUTINYY
finvzlunisasdluiea 3 T
. Tinwen159nINeuLg Layout
. ﬁ’ﬂmmﬁmwﬁsﬂagaLLaz‘anéﬁlﬁy%U
. Yinwgn159AL389 Topology
. Yinwen1simun UV Map
. Finvzn1saseiuin Texturing
. finuzn13a51927n Environment
. ﬁ’ﬂmmsagﬂaqﬂﬂiaj Asset

(n

1

2

3

a

5

6

7

8

() m’moﬁuaamsﬁvmmmi
1. mm;ﬂﬁmﬁumﬂ%mu‘wsuﬂim;ﬂmma 3 {1
2. mm;ﬂﬁmﬁumsa%ﬂmma 3 4@

3, mm;ﬂﬁmﬁumsé’]’m’m Layout

4. AugReafiu Topology

5. mmﬁlﬁmﬁu UV Map

6. mm;ﬂﬁmﬁuﬁuﬂa Texture

7. mmglﬁa’;ﬁuaaﬁmsﬂauﬁaﬂ

8. mm;ﬁ?’ia’JﬁUﬂqsa%q«:nﬂ

9

- AugieafiunsaTeguns Asset
ANz UNNBINS (Evidence Guide)

wdnguiinesnsastmunvenusinisatunsUssiiu uasmsfierleUssnounututuinaminisufifan (Performance Criteria) uag
ﬁﬂml,l,azmmgﬁﬁymmi (Required Skills and Knowledge)
(n) minguNsUURY (Performance Evidence)

1. NARINNTNAEDY

2. unlALANY
() Mé’ﬂgmmmg (Knowledge Evidence)

1. NARINNTNAFDY

2. waandunual
(A) AuuzitunsUszdiy

;JL‘J’]%?UmsUsuﬁuéTmMumsUssLﬁu finsounquluynaussougUssiiugos vouim mm;ﬁy wagvinueiifmun
TunsdifigFunsussifiunnulunsumuinasiitvue
;}UizLﬁuaséTaaLL@T@M:}aamiausﬁlﬂsimuaz’lﬁri%umsUszLﬁulﬂmmuamsausﬁ'ETq"LaisimLLazm:,Jﬁmﬁumwmaauamsauﬂmﬁﬂﬂ%
(9) AnsUTBAIY

1. M3UseliunamsufiRnuanwuunagaunau)in wazuiEzaNIY

2, éﬂizLﬁuUssLﬁummgimﬁ HATINNIAUNI0) HATINLUUNARBUNIAYI S]]

YauLun (Range Statement)
(n) AUz

1. lunsufifau Indindlsdivinwensassdumaainiargunia 3 Tiiienuwedudume Tusunsureuiunesiionuasliag 3 97 laun Autodesk
3ds Max, Autodesk Maya, Z-Brush, Blender TUsunsudmiunisasisnimuaziula Substance Painter , Photoshop , GIMP , Paint tool SAI iuiiugiu

Wesessuanudisivglulusunsufivainvaiy
(v) Aesuiesuazidun

1. Tua 3 @R (3D Model) vianedls jUnssiignastulnglusunsumreuiiawmes deuansualmiulu 3 szuude 119 813 g

10
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waraNIsnNeuLlaTaUATY 360 B9 TaiaInsaUiuuanlygunsdludnvazmleuivnudula Tnsluea 3 97 wusssavenudnuuslassada 2

UsgLnnuang loun

1.1 NURBS (Non-uniform rational B-spline) wanedls flassasisiugnuduaulaiilumeiaunelesiuilnisiuiassmnaaulaamanil
winzAumslaasdueaiidusasasvieddiidnvaslag

1.2 Polygon wanedls flassasiauduzunsasviede Aegunsavaeuniaq Aduunu (Mesh) Usgneueaiuauduingiiduseuiu

9

Wulassaseiilasuanuiioulunisassluna 3 97

2. lupawuusnsaeia (Hard Surface Modeling) nunefis lumaniidnwauziduingiuyseastiu vermuafeadudwesiludeugunss laun

v oA

91a13 Uu sasun gunsaludinUssdniu Algunsaduveswdelunbeuuss

3. 1159M274 (Layout) visnefia 1edaenmuazsiuvusvetasrlsenaunatn Niluganen1vessusy Sulsenaunlisn1soenkuuLunaes

nMsineen NMsdasegunsaluain Yuseasn M ANUALEN BsAUsENBUATN

aa

4. gunsal (Asset) muneds luaa 3 IR lldnvaniduingriogunsamiasistudielalunisvieiuy dameann 3 A
gunsaufisnannasivwinvesinaivainean Usuaves Polygon funzay anunsailudanng iivuduaiu Jugusns unly Tulusunsuasnsluna 3
fflaneld

5. 210 (Environment) #aeds dswinaey Madwnaeuiindulngsssuniuasdainaoniuybeasy

lunilnnefanuaggunsaiusngluldsunsuasidlieg 3 96

6. UV Map v1e8ia nszuaun1sasawuuinges 3 Salaglownu 2 IR (W U uag V) lwwnveya 3 87 (unu X Y uag 2) aussuuiiinansigeu

aa

naMRensivuafiufAvuliea 3 37 dusuladainanin 2 fRaeld dalvlunsdniswleulanuila (Texture) vseasdluiuluea

7. Topology visnedia lassasevadlung 3 iR suinannisisesiivesau Polygon ansasidunvedluinaduiiusiuuiuia Polygon $1u7ugs
oy nlvativunaluguayluaansadilUlvasdununeiwdule Inelusuueiudu d1wau Polygon sudumsaiiuSunaiiwanzan

wiesessumsinuueiiudunely n1sdniSes Topology A szvilulumaivwindnamazdindi@inunin seasumsindeulmuedunalunuieiiudy

8. U (Texture) vianedls Mufauuluieg 3 IR Muwandwiiud ddu WuRy Moy ANuvTEsy dnuaznIsasnouLas
U - . v . ‘o o ' > as . o .
suduiiuihiivsngeguuliea 3 37 Wiesnmislaninats amne amdass mugiunsimvusalulusunsuasseu 3 §f wie UV Mapping

Wolnlanadnsvesiuiinsamudnyazvesllinafinesnis

16. WuawANSITAULIIM (918)
N/A
17. guavinssusas/nguensan (ad)
N/A
18. s1gazduanszUIUNISHAZISN15UsEIY (Assessment Description and Procedure)

FrsUssiduaunsosuunlanuaussausees fil
1. aussnuzton 50209.01 aluaaain 3 ff (3D Background) naaeulaslyvodeuteiiou %aaauuﬁﬂ’a wuUdunval fansananulieanny
2. ausIOULEDY 50209.02 a%ﬂmmaqﬂmnﬁ 3 §if (3D Asset) nadeulnglevodeutoldou %@ﬁauﬂﬁﬁ’ﬁ wUUANN Y fsanTnulAT ANy
3. AusINULERY 50209.03 arniuidmiuliaaninuazgunn 3 7 (Environment Texturing) naaeulaglverouteilou toaeuUfon
LUUELNWR TSN INUTAY ATy
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AUINANGANNTTUATIIR

1. SRARUIYANTTOUS
2. YaNULANTIAUL

3. NUNIUATIN

4. aselny

50304

Usziluaanmauwetudu

1/-

™M

USuusge J

5. §1%5UY001TNUALHER1TN (Occupational Classification)

1in Concept/Visual Artist, tnuadfiiumes 3 R, Unasisluea 3 1/, 1n Compositor 3 i

6. AIDSUNBNUNBAUTIOUY (Description of Unit of Competency)

JugtanansaUssfiupanmvessanuieduduiielnduuzilunmsuiupnannailngnassuiilefuneumng

7. AmTusTAUAAI

]

1

2

3

]

]

)

8. nzj:um%w (Sector)

HUTZNOUINANATUYAAYNTINATYA

9. Y1 TINLaTINaRNINIUNVUIBaNssauslawnsalyla (a1d)

2651 WnitAudad

2659 gaswassanufauzuagAadunsuans deilladaussiamliluiau

3435 guszneunin Ndevesiumuals Tausssy Fudladaussanlilundu

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)

50304.01 UssiiluAmnnaanuauuetiady 1.1 AnswviesnUsynauveanasuLoigu YoroUvRL LY
1.2 Usiliunaunmueanasuioudu QREGHBRITY

50304.02 #yunan1suseisiy 2.1 aydnamsusziiuanunnvesnueiuduy SLELIBIGAN
2.2 IvduugilunsuTudsesnmnmgun QREGHBRITY

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

N/A

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

(N) MNURDINITAUIINYE

1. YinwgMIATIErRa UL Twgu

2. inwenslemadalunisasananuwatudy

(¥) ANUABINNTANUALG

1. anugifgiumslieenilenue it
2. MugneIiunnuagLdea

14. nanguineen1s (Evidence Guide)
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o

AUINANGANNTTUATIIR

(n) néng 1Y TR (Performance Evidence)

1. enasvdnguiisduluns iRy
) wé’ﬂgmmmg (Knowledge Evidence)

1. waainnsnadoutaidou

2. w9 Indunwal
(n) Auugiilunisussidy

D\IL"U’lﬁ‘Uﬂ’liUiuLNUWQQNWUH’W‘U?NLNU finsounguilunnaussousussiiiuges veuln A3 s wawinueditimun
IuﬂimmmfumﬁﬂiumumulmwmuLﬂmmmmwum N‘UiuLllu%]u(ﬂENLLRNWLJ’JEJE&JﬁQHanMN’]U
LLaz”LmiUmﬁﬂizLuul‘dwumuamiauwmlumuu,axmmmnaumwmaauammuz’[muanﬂﬁq
(1) 3BN15UsEAfiv

L. QﬂimﬁuﬂﬁmﬁummgT,malﬂ?mimaaugammwmaau uazmIduN T

2. mﬁﬂﬁxLﬁumanﬁﬂﬁﬁﬁmﬂ%uuumaauﬂﬁﬁﬁ MATUAA ALY

15. ¥auLun (Range Statement)
(n) AUz
Ithy
(@) MeduenuazLdun

manuiivssuduranunuieliuduiilasunissensulugnamnssuwedudu wu aueu wussnusiund wiew i

16. WnEsussAULI (013
N/A
17. goamnssusaa/nauendingay (af)
N/A
18. S1BAZIBUANTZUIUNTTHAZIBN5UTEIEU (Assessment Description and Procedure)

FEsUseliuanunsasunlasuaussauz e fadl
1. aussnureey 50304.01 Ussiliunmuninnaiuauketiudu naaeulaglyvedeurediou wuuduniva fasanainwiuaaua
2. aussaureay 50304.02 asunan1susziiu veaeulaglyvedeureliow wuuduntva HasannuiNayauy

13



