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Adenfunsiaunuiininevateviinwu Graphic Artificial Intelligent (Al) wag Physic 1unuy

. nadeumveRnnanvedlusunsu (Debugging) Mion15AUn nuneds nszUuNIsAuMLazinlvveunnsemseUymaslulusunsuneuiamnes

v o o o A YA oA a do ¥ P P a wa o a v . .
nandAyveanisavnAensluasesilensiaaeuvesnuiauduiilale anduasosiiodus lusguuufuRnmsidenlawu Microsoft Window
wetlansavniivanvaneanansalumaiialaflalunsausnvelianaiavedusunsy feganaiinnisAtnwy interactive debugging, control flow
analysis, unit testing, integration testing, log file analysis, monitoring at the application or system level, memory dumps waginaiindue)

Afgaves Tunsavnluduilazneaaeunsadnanizaiuvesiusingy Logic Aluasdnislausivionseaile (Libraries/Tools) vesnuiauiu

16. WlREENTIAULIIM (A7)

N/A

17. gAEMINTINTIN/NQUDITINTI (A1)

10
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N/A
18. s1eazIduANIZUIUNTTHAZIBN5UTEIHU (Assessment Description and Procedure)

1. wuunage Uy
2. WUUNARUNAULUR

11



AUINANGANNTTUATIIR

. SHENUIENTIAUL 3013

. YawurwausIauY WeulUsunsuieiuyszansnwaaaina (Optimization)
g o

. NUNIUATIN -/-

. d@v19lnn ™M Uuusge O

5. §1%5UY001TNUALHER1TN (Occupational Classification)

21NN TUSLATULAY

6. AIDSUNBNUNBAUTIOUY (Description of Unit of Competency)

! & Y oA ¥ ¥ & a ! Y - %5 o Yl a a
uﬂﬂawwquﬁﬂﬁﬁﬂuguﬂgmQﬂuﬂ’nﬂzﬂ')’]umrﬂf\] Iuwui’WuﬂqﬁLGU‘EJUI‘UﬁLLﬂill'ﬂEl’]\'igﬂﬂaﬂﬂqﬁl,w@iwg[ﬂﬁLLﬂﬁllﬁ'mJ'ﬁﬂVl'N’]ubLﬂaﬁqﬂuﬂigﬁWﬁﬂ’quﬂﬁﬂ

7. AmTusTAUAAI

]

1 2

3

4 5 6

) 0

)

~ ) 0

8. nzj:um%w (Sector)

guf TR UM sTnlUsunTIN ¥3eduq MiAgIYes

9. Y1 TINLaTINaRNINIUNVUIBaNssauslawnsalyla (a1d)

N/A

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

N/A

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

dussauzeae (Element)

K s .. .
nanlun1sujjunenu (Performance Criteria)

35n15Us2U (Assessment)

30131 Weulusunsuiliedng (Object Oriented
Programming) Inpeneiuszansam

1. szynqufmslisulusunsudaing (Object Oriented
Programming)
2. Ussgnalanguiniadeulusunsundsing (Object

Oriented Programming)

30132 1% Data Structures wag Variables
Iaegnadiuseansam

1. swynqufnslauazvedninues Data Structures wag
Variables

2. T9 Data Structures wag Variables o

30133 19 Statements way Uszgnala Algorithms

Topensiiussansaw

1. swynqufnslouazvedninues Statements wax
Algorithms
2. 1% Statements uaz Algorithms la

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

fauguazyinuglunadeulusunsudieing (Object Oriented Programming) dAsiulanislyanu Data Structures uag Variables ua

Statements

13. ﬁnwmasﬂ’nugﬁé’l’mmi (Required Skills and Knowledge)

(n) ANUARINTANUTINYY
N/A
(%) ANUABINTTAUAIILG

1. fiaugineniunguinisilisulusunsandaing (Object Oriented Programming)

2. fiaugifeaiunguinisleuazvedninves Data Structures uag Variables

3. fianugfgaiunguinislouazvedninves Statements uag Algorithms

4. fausiAeanu Programming Logic
Y

12
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14. wingunineen1s (Evidence Guide)

winguilagaestmuareuuzhifsfumsUssidiuasesiiarlsuseneusauifufunamnisufjofnu (Performance Criteria)
LLasﬁﬂszLa:mmiﬁgﬁNmi (Required Skill and Knowledge)
(n) mngIuNsUURIY (Performance Evidence)
N/A
() Mé"ﬂgmmmiz (Knowledge Evidence)
1. Nan1sARuULUUNAaRUUTY
(A) AuuzitunsUszdiy
1. LﬁiumﬂwﬁaaummﬂssLﬁumﬁﬂgm‘ﬂmﬂﬁmimmﬂémsawﬁﬂgmﬁ?‘ilﬁm%m ﬁgwﬁﬂg'mﬁumﬂﬁﬂaamLLawﬁﬂgm@g{mmmg
(9) AnsUTBdIY
1. uuunaaeuUTily

15. wauwun (Range Statement)
YULRBTUIUT VR UAYRINITUURNY UALaNNKINRNDUY YiSeaN1UNTAUY TlNANTENURENTYIUSIELATele gunsal nalulad

ninensilavsevermuadus Mieve
(n) AUz

1. TumsufuRnulvaiadvinuensdeulsunsuiaiiulsz@vsnimesnu (Optimization)
dl o % a < o I3 d’{ = ¥ [ ¥ qy)./ a ¥ ¥ ¥ o .
whvlusunsupeuime s @uvselanineinsuesas Tunsnageuiinesimnuuilanislauazuedninves Data Structures, Variables way

Statements F3udsa1saUsEENALY Algorithms Livevinlulusunsuideulaninens uesiian
(v) AeSungTEazIdYn

1. \nueudy (Game Engine) vaneils Tusunsuneuinmesifieluasdimlewny %ﬂiﬂmﬂsmméﬂﬁgﬂLsduaus‘gummﬂmwmamﬁama%aﬁas] 09 C, C++,
JAVA s inueududisuaiouduedosiolasetuaiuaag vesszuuing Sudaumanil azgﬂﬁﬂlﬂﬂizﬂam%ﬁwﬁu
wazgnvndeuannIavhuTiilaeslufidym melsanmunaeuiignimusly Wunssuaunslumsananalvesnsnauysal
Shiannusuunnlsneudlumsananudmiuieionau defe nasnunsufanesnAmIMITOIYENALELIY Usynaume
msiswaesns1iin 2 i 3 87 nImsedeunsTLsT UL nwaasUs wolwdu ﬂigiy"lﬂizﬁif@: syuuLindsA nsansu MsdansuagauE
mssesfunufiuta saenIuszULBUY Bnannne

2. Programming Logic 1nefis mMatfeulusunsuidemssng (Snge: Logic programming) tuuuiniensideulusunsy (programming paradigm)
wuuwils Ineimuawarndnue (attribute) Ye3fney wuirimunduneuiiinllamneu msdeulsunsuwuuiiiivinnsie aaues + ng =
HadNS wé’nms?)'uﬁl,l,mﬂmﬂﬁ;@ N5 @eulusunsunssneleguile (Inductive logic programming)

3. laus13 (Library/Tool) vanefis adslusunsy w3 Tumeinennseeuiames AediuiisIusiunssuaums (process) wazWanduges (subroutine) m"mﬁ
Feenmazsausitamuatiu (source code) idunaslalunsidougeniaus wie Trlunisviewedusunsumils Library/Tool
Fdeatunswaunuinnuevae sl Graphic Artificial Intelligent (Al) waz Physic e

4. m3deulusunsudising OOP (Object Oriented Programming) 1wisnsiluldsunsu Iﬂamﬁmmﬁﬂﬁuaﬁmq%wﬁa
immmmszﬂ,umsﬂﬂﬁaasga;ﬂa uaznsaUNenANENTR o 18 (Alan Kay) 15Lauaﬂg 5

o N9 ?iﬁl,ﬂu’?mq (Everything is an Object)

[¢]

TUsunsu Are nzjwuaﬁmqﬁeﬁ‘dnmsuaﬂﬁuuazf’fulwﬁ'mu (A Program is a Bunch of Object Telling Each Other What to do by Sending

Messages)

Y

o Tuinquaay Ingaznesdivunsarmduazdsenoulunieingdun (Each Object has Its Own Memory Made Up of Other Objects)

v
o a

o Tngnnrlinaznesineglulszinnlauseianmila (Every Object has a Type)
o Jngndneglulssamifsaiueaulaiurniasiaiiouriu (Al Object of a Particular Type Can Receive the Same Messages)
. = o = = v a¥a =3 a Yg ' 4Y o ¥ a A o ¥
5. Variable nu1e9s fkds sU\TVTlI']EJﬂﬂ@?mﬂL‘UﬂuIﬂiLLﬂillmﬂsUu LW@SL‘ULﬂUﬂqwm@\iﬂqiu"luqiﬁﬂqhﬂuﬂqiLGU?JUI‘ljﬁLLﬂsll L‘W@V]'m'ﬁﬂiﬁll:]aﬁ\la‘ﬂ@ll“a
uveyalununeanudwaeilusunsuwhnu Ussneumedemudsuazsiuvuaiiiu wnlunmsSenlsnuandvgyaslatefuusdundn

suvslufivreyaninsSenlavatsass wu Tumsiuiamaigesns msSeuifieureyanaienss

13



AUINANGANNTTUATIIR

o

v v

6. Statement iuvernuideudiivaeuinmesvhnusuiinesmsmenmaeuimesnwlanwnis 1 2 wuu fe wuuveanudwhinis

(executable statement) warvaamdsliTniz (non executable statementiteAuimunfiToudsiaunnuauauiionan gadds viie Waunsu
(program) Script Imﬂﬂsﬂaﬂizﬂauélwﬁﬂﬁwm statements 5ﬂﬁmmiﬂ‘wﬁﬂ statement NaﬁWéUiWﬂg%ﬂIUﬂixﬂﬂﬁﬂLﬁu statement execute
Data Structures vanefils mnuduitussevnseyaiiogulasassiug saiinszuaunslumsdanisveyalulessass 3o
nsfandeuguuuumaiiureyalunuisanusessdissdouuuiunsunureyalvegluguuuuiignass

naenIunsIIIEn1sdweyalulassassimiulieensdisyansam

. Algorithms vunefls wwiAneenstlvniinaigimuilusunsy Tusunsuwes visetnliasenssuy

TolunseSunedsnisvihnueenadudunuddivlunsissimulusunsutiug dugiiaulavdegiiduaivesnu

4 Ydo a ¥ = & ! a & o = 9 ! ¥ Yy ¥
'VﬁaN‘Vﬁ‘UNﬂ“ﬁaUlﬂ'ﬂi’]Uﬂﬂmuﬂau(ﬂ’N‘] Iuﬂqilf“ﬂEJu'WiaWGNuWIU?LLﬂill“UmgLﬂﬂ?ﬂuﬁqﬂqiﬂ%QUﬂLW%WLﬂulﬁ]’maﬂﬂ'\u

Y
wienfisnAnveulansisaeutuneunisg Tunisvhou wazanugnasduuaastuneunisinau neniiduavesundeniifuieveuiug

lugnduneadeulusunsudu

. Optimizations Tumuineeansneuiames e

mMstiinUsansamiusunsurienisusulnmnzanveworawasiunssuiunsuesnsUsuasussuusenawsiite lnsyauuseseiiuszansng
wnntuvdelandnennsiou CPU uaz Memory uagas
Tnelulusunsureninmesenalafunsusulnmnsaudielnannsadonlynulasiadundedieluausalsnulalaglsmseusuesamien
%’Wmﬂi?ﬁuq vizelanganunesas N3 Optimizations dnauseAunansis walumsvaaoutayinanualalusesu Data Structure, Variables,
Statements way Algorithms Tngnesdiananailanislunazvesiiaues Data Structures, Variables uag Staterments

Ipegnamnzauiunslynusinimesaunsadenyszealy Algorithms ieviivlusunsuideulansnensuseiign

16. viUQBaNsIAULIIN (013)

N/A

17. gAEMINTINTIN/NQUDITINTIN (A1)

N/A

18. T1gazdeAnszUIUNNSHAZISN15UsEAY (Assessment Description and Procedure)

1. Wuunageulsiy

14
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1. SRARUIYANTTOUS 3021
2. YaNULANTIAUL

3. NUNIUATIN -/-

4. gsslvia ™M

USuusge J

5. §1%5UY001TNUALHER1TN (Occupational Classification)

21NN TUSLATULAY

6. AIDSUNBNUNBAUTIOUY (Description of Unit of Competency)

TwsruudahunsidsuwdasiiatulnalunisWaunny (Version Control)

yaraTiuaLssauziavnesesalenusruuiidaiunsasunlasiiiadulnalunsWuunny (Version Control) luszeugloe

7. AmTusTAUAAI

]

1 2 3

4 5 6

) 0 )

~ ) 0

8. nzj:um%w (Sector)

guf TR UM sTnlUsunTIN ¥3eduq MiAgIYes

9. Y1 TINLaTINaRNINIUNVUIBaNssauslawnsalyla (a1d)

N/A

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

N/A

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

dussauzeae (Element)

K s .. .
nanlun1sujjunenu (Performance Criteria)

35n15Us2U (Assessment)

30211 Tamuszuudaiunisidsusdasiindulnale

(Version Control Management)

1. Twuszuudafunisluvesnuies
2. Tsuszuudaiunisidsuwlasnieuan (Remote

Version Control)

30212
lyunsueniduavivesssuudnfuniswdsuulasi

Anrfulyla (Version Control Branching Management)

1. “Lsgmummamﬂumm (Branching)
vasszuudafunegluveadiies

2. “Lsgmummamﬂumm (Branching)
%aassw%’mﬁumauaﬂlﬁ (Remote Version Control)

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

fanuaunsalvszuuidaiunisidsusdasiiadulnadiiiuduwaznly (Version Control)

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

(N) MNURDINITAUIINYE

1. vinwzmslyszuudaiumseuwdasiiiadulualunisimunng (Version Control) Tuszdu Local vie svauyluaululyaugua Server

(¥) ANUABINNTANUALG

1. farugferfunguivesssuuidaiunmsdsuwlasiiieiulnafifisdisuazunly (Version Control)

14. nanguNneen1s (Evidence Guide)

15
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o

15.

16.

mé’ngwuﬁ'%ﬁymﬁmum%@u‘uzﬁwLﬁlmﬁ’umwﬁxLﬁuu,axmiﬁﬁ]ﬂ%ﬂiznaui’mﬁuﬁ’umm%mﬁﬂﬁﬁﬁmu (Performance Criteria)
LLazﬁﬂszLazmm%ﬁﬁmmﬁ (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

YauLYn (Range Statement)
YoULNBBUIBTaUATRINMIUH TR Lazanmuinaendus seanun1sadug Nikansenuremainusiuiuaiosdle gunsas welulad

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

1. Tumsujifnuluddsduinvensly ssuvdafiunisiasundasiiindulviale (Version Control)
Tngaznageuanyszuudnfiunsiuasuwasiiindula Git wilu wazazdunmsmeaeuinuenislunu Git Tussduylyanululuggua Server

(%) AeuIeTIeazLdYn

1. Version Control anefls szuuiidmiunisivasuudasiiinduiulnandwseonarglnafefinuaunsadsniesiulanestunianduingielsila
andlwgyaglyiunseulusunsuduiin nsdanistviamieaiunis@eulusunsy una3eg uaa Version Control awsaluladulwaynuilalufiil
Version Control fwangvfinneiuunsiazly GIT udu Version Control iy Standard ludagdu lunsvageuluduilazidunisvegeusinuznisly

Git Tusgdiu Local vi3esgiuglvnululuygua Server

MREENTIaULIIN (013)

N/A

17. gAEWINTINTIN/NQUDITNTI (A1)

N/A

18. 519821BUANTTUIUNNSUAZIGN15USEIEY (Assessment Description and Procedure)

1. wuunaaeuUTily
2. wuunegeuMAUUR
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