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3014 unluiisdn lausiivseinsesdle (Libraries/Tools) Aglumiuiids
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3016 Weulusunsuiielinu @t nuednuszau Game Engine (Optimization Game Engine using Programming)
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1979 1 : FUNCTIONAL MAP ugnd KEY PURPOSE , KEY ROLES , KEY FUNCTION
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ﬂ’@umF“i’namwmamﬂmﬂﬂumﬁmmiwmﬂﬁm 00 ﬂﬁﬁ’amuﬁmmﬁﬁmiﬁmm 001 Uﬁﬁamuﬁmmﬁmmﬁiﬁ'miﬁu
wsauvedusan duiteonsulussfuanna 30 |Ufthoumutifauusunsun 301 |UftRnmsmumswaung
302 [UftRnsmumsdndiumauasuuasiiied
uffulwa (Version Control)

fasune msranudawanmntdusiudilyivngvmniaudelrlanuiiindn (Key Function)



AUINANGANNTTUATIIR

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

NUYEAUITIOUS

Unit of Competence

NUYEUIIOUSYDY

Element of Competence

SWe Aasuy svia Arasune SWe Aasuy
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1. SWaRUIBENTTOUL 0011

2. Yovuazaussaus IANIUTBUIMSTIN

3, NUNIUAST 1/-

4. andlus ) RNIEN ™M

5. §1%5UY001TNUALHER1TN (Occupational Classification)

213ndneenuuuRalsin
213 nuneenRUUNY
21NN TUSLATULAY

6. AIDSUNBVUNBAUTIOUY (Description of Unit of Competency)

yaranuaussauzineadugiiansnsadamaviouimsiiula Tnefiaruasnsalunseumnesnulnivandnlufiulasamngauity
sufafimsmaunuuasimusmsieny aunsoluiuuiUinm Sesgverudaiuresandnlui
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waginnumauiveumnglutuandnlufiuaunudise
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8. nzj:um%w (Sector)

213ndneenuuuRalsiny
213 nneenLUUNY
21INTNARILTUSLATULAY

9. Fooninuazsiaendnduiivuipaussauzianunsalala (and)
N/A

10. %ﬂﬁ’mu&ﬁﬂ%aﬂ{]iﬂtﬁﬂﬂﬁtﬁ.ﬂ’é“l‘l’a\‘i (Licensing or Regulation Related) (813)
N/A
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00111 wauvsneulnwnaundnludiy

gniuau
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12. mmguazﬁnwriawu'lﬁﬁﬂLﬁu (Pre-requisite Skill & Knowledge)
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13. ﬁnwzuazmwgﬁﬂmmi (Required Skills and Knowledge)

(n) AMRBINTATNE

N/A

() m’moﬁuaamsﬁvmmm;;

1. anugnunwlussduilauasUfola

14. vingunineen1s (Evidence Guide)

(n) mngIuNsUURIY (Performance Evidence)
N/A
() Mé’ﬂg’mmmg (Knowledge Evidence)
1. amsaeuvaLieu
(A) AuuzitunsUszdiy
1. LﬁiumﬂwﬁaaummﬂssLﬁumﬁﬂgm‘ﬂmﬂﬁmimmﬂémsawﬁﬂgmﬁ?‘ilﬁm%m ﬁgwﬁﬂg'mﬁumﬂﬁﬂaamLLawﬁﬂgmﬁvmmm;;
(1) FBMsUssidiu
1. WuuneaeuUse

15. wauwun (Range Statement)
YBULABSUIT VR UAYRINTUURNY UALaNNKINRNDUY YiSEaN1UNTABUY NTNANTENUADNTYINIL TINfaeTesle aunTal malulad
ninensfilavsevermuadus MNeves

(n) Amkugi
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3, mslwduuzthuine (Counselling) mneils msfuiadaymuazlnddinu
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a. msg{']wamﬂ'smg(KnowLedge transfer) 88 msgﬁwammm;ﬂﬂﬁaﬁﬂsjwa%aaﬂaﬁ]zlﬂ?ﬂww o9 uasdenmiiauened WTe

5. Vinwrnsundym (Problem solving skills) vanefia navmmaunladamsnszuaunsensasgnuuadudumeudal 1) massydym 2)
nsinsalaswasesdym 3) wamensunledym 4) msdenlsuuamadunsunlodym way 5 MsRnaunadns

16. MUABENTIAUTIIN (013)
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17. 9AEUNTINTIV/NGUDITNTI (013)
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18. S19AIBUANTZUIUNNTUALIGN15UTEIEY (Assessment Description and Procedure)
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. SHERUYENTTOUL 3014

. YIUUNYHUTIOUS unlufisis lausiivsewnsesile (Libraries/Tools) nelunuiids
& A

. NUNUASIA -/-

. d@v19lnn ™M Uuusge O

. #115UTeR1TNIAZIHERITN (Occupational Classification)
ofininwaunlUsnTULNY
. ANdUNERUIBENTIAUL (Description of Unit of Competency)

UARATINUANTIOULLAEABIEN30LTEU Program Logic Function Wiisduvsaunlanuilasumatinlausiiviensesde (Libraries/Tools)

. dmsUsTAUAMNA
1 2 3 4 5 6 7 8
) 0 ) 0 ™ 0 ) 0

. NYUAITIN (Sector)
guf TR UM sTnlUsunTIN ¥3eduq MiAgIYes
P = o T - T =1 MY Y o

. Yoo lnwuazsidendnduinuieaussousiannsalala (af)

N/A

) o a a o ¥ . . . Y o
10. YBNINRUANIBNA FLLUBUNLNEIVDN (Licensing or Regulation Related) (a1d)
N/A

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

' 4 wa . . a a
au3Iauzyay (Element) nanlun1sujjunenu (Performance Criteria) ABn1sUsliu (Assessment)
30141 99911 Program Logic Function 1. BATIEUBNA1IANES (Requirement Document)
WA ulasuiasiy lausinseiniesdle 2. Wy Function iislulu Libraries/Tools
(Libraries/Tools) wielvyduaunsasenly

3. daviena1snamaila (Technical Document)
Wiolvdaans/a5une Function MIsuduuilvu

30142 Wauiaduwnla Function mufilasumds 1. BATIENBNA1IANES (Requirement Document)
2. 91uKa AT Code Tu Libraries/Tools Ll
3. unla/Uiuuse Code lu Library msenansdnds

(Requirement Document)

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

fanugwainuglun1senu Code a1n laus3viseiniaalle (Libraries/Tools) lwilanisyieuves lausiviseiniasile (Libraries/Tools)

v o

Tzunlofiudy @1unsaeIuenalsinds (Requirement Document) wazdnvitenasniamaiia (Technical Document)
13, ﬁnwma:mw;ﬁﬂmmi (Required Skills and Knowledge)

(n) AILABINSIUTNYY

1. wensdeulusunsuneuiumes

2. Wwemsidu Function uisluly Libraries/Tools ielnyduannsnidentala

3. ﬂ'ﬂﬁs}zﬂ’lsl,l,rﬁm Function Tu Libraries/Tools Lﬁaiﬁcjﬁummiaﬁﬁﬂ‘lﬂhﬁ

4. finwrnsinsiienansmamaila (Technical Document) iitelsdeans/e8une Function Mdeutunlu
) mwm?aamss?mmmi

1. ﬂﬁuil,ﬁEJ’JﬁUmﬁLﬂi’]%‘V;Laﬂa’liﬁﬂgd (Requirement Document)

2. fiaugiisatiumsenu Code lu Library
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14. wingunineen1s (Evidence Guide)

15.

winguilagaestmuareuuzhifsfumsUssidiuasesiiarlsuseneusauifufunamnisufjofnu (Performance Criteria)
LLasﬁﬂszLa:mmiﬁgﬁNmi (Required Skill and Knowledge)
(n) mngIuNsUURIY (Performance Evidence)
1. lutuiinnanismegeuniau i
() Mé"ﬂgmmmiz (Knowledge Evidence)
1. Nan1sARuULUUNAaRUUTY
(A) AuugiinlunisUseidu
1. LﬁiumﬂwﬁaaummﬂssLﬁumﬁﬂgm‘ﬂmﬂﬁmimmﬂémsawﬁﬂgmﬁ?‘ilﬁm%m ﬁgwﬁﬂg'mﬁumﬂﬁﬂaamLLawﬁﬂgm@g{mmmg
(1) BnsUszAiv
1. uuunaaeuUTily
2. wuunegeuNAUUR

YauLun (Range Statement)
YULABSUIUT VB UAYRINTUURNY UALaNNKINaaNdUY YiSean1UNTUY TlNANTENURENTYIUTIELATele gunsal alulad

ninenshilavsevermuadus MNeves
(n) AUz

1. lumsufuRnulvaiadivinueunly adulausiivsewnsesile (Libraries/Tools) muuwinivielangvednuilasu

TAgNIUaNSIauLnosinNganIzn1amilanupe Graphic Artificial Intelligent (Al) 38 Physic
(1) AMeBuIBTIBazden

1. nNeUIY (Game Engine) Munedi TWsunsuneuinmesiitelsaseinlomnu S‘z’iﬂﬂmﬂsmméwﬁgﬂL%uﬁummﬂmwmauﬁama%&hqf] 819 C, C++,
JAVA Wuay insewduSeuaiiouduedediolyasatuaiuman vesssuuina Suaiumani %gﬂﬁﬂlﬂﬂizﬂauﬁﬂcﬁ"ﬁﬂﬁu
waggnvndeuTasnsarheuTniulaesslifidym melpanmuanaeniignimualy Wunsruiunislunisananaluesnuasysal
Shimununasunnlsnueudulumsananudmiuesonau fode aasntuneuiamesnnnsinuTennuoudY Ustnoume
msisuaesns1fin 2 iR 3 87 nsmsrdeunIsTLsTULEEY AU welludu ﬁigiywﬁzﬁwé sruuLinidsa nsaesu Msdansuigau
mMssesfunufiuta saenIusTULBLY Bnannuny

2. laus13 (Library/Tool) mneds adslusunsu wie Tumsinenseeuiiames Aearuitsiusaunszuiuns (process) wagWanduges (subroutine) AngY
Faervazsausanuatiu (source code) sdunadalunsiTouserauas vie slunsvhanuvedusunsunils Library/Tool
Adeatumsiauinufsnnanevaewiae Graphic Artificial Intelligent (A) wag Physic tJuau

3. onasnemadia (Technical Document) aM8fs
LanmswmﬂﬁﬂiumﬁmﬂﬁmawﬁmiﬂuﬁﬁwﬁﬁmamqmLaﬂmiﬁ’wmﬁlﬁmsdymﬁ’umiﬂ’@ummamﬁwﬁ%w&n% LAZLONANTUTHATANS
‘5‘14@ﬂﬁ%q%uﬂimmimﬁﬁ’wuwawﬁn%ﬁwm Software Development Lifecycle (SDLC) ionansiliilafieasunnisvhauvesiedunie
Tugownuasveyaiievesfulunanlnesn uasnsedunednuiiddyiouaiifndussradanladouasinuTusunsy

4. wna15eenkuU (Design Document %38 Software Design Document) #unefi
lnansmssenuuugerawasdumesuneiidumednuaisnusvemandunvenawsithesnuuurennwsdsuieduuzilnesunfuiaunee
WawasiRefuaadnenssuveslassastegonawas
al’ﬂazmwéuamﬁ’ulmazLmsuamﬁmnssmaw&miﬁasxqimazL?J'amﬂmﬁﬂﬁsmzsuaq%uéawuawawﬁl,w%m%méﬂqsuan‘[mqa;wzjawél,m%l,ﬁalﬁﬁﬂﬁwu

wanawIsansanusnufuduiula

16. WEANITIAULIIM (And))

N/A

17. 9AEUNTINTIV/NGUDITNTI (013)
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N/A
18. s1eazIduANIZUIUNTTHAZIBN5UTEIHU (Assessment Description and Procedure)

1. wuunage Uy
2. WUUNARUNAULUR
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1. SWaVLBANTIOUY 3015

2. Youavaussnue nadey uazunly Jymidintuann Function iy lausividewrdesile (Libraries/Tools)
3. nunauASe -/ -

4. andlus ™M RNIEN O

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

d‘ ' Nv ¥ a ¥ ¥ % dl a é’ a
yanafinuaNssauzazaefianuzanueila Tunmeaey wazunladymidetuainnisideulyswnsung
swisannsansideunnletymnieiuainasinieseaulausiivasinissdie (Libraries/Tools) T0ainuiouiu

7. AmTusTAUAAI

]

1 2 3 4 5 6 7 8

) 0 ) 0 ™ 0 ) 0

8. NAN@1AIN (Sector)
guf TR UM sTnlUsuRTINY 30U TiRgIYes
9. e TnuazsRaaNInduNiuIsaussauziiaunsalyla (and)
N/A
) o a a a ¥ . . . Y o
10. YBNINRUANIBNA FLLUBUNLNEIVDY (Licensing or Regulation Related) (a1d)
N/A

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

g [ wa . . =Y a
au3Iauzyay (Element) nanlun1sujjunenu (Performance Criteria) ABn1sUsliu (Assessment)

30151 NegeUMveiANa1AvaLlUULNTY 1. swyTEnsuasnguilunmsvaaeulusunsy
2. aumdymuazvaranainvedlusunsu

30152 unlyverianainvadlusunsuiingiany 1. seydymiindu

2. unladgywnlusunsudiiingu

12. anuguaziineznaunuiidndu (Pre-requisite Skill & Knowledge)
fanugwasiinuglunsnageunazunlvanuiinnainvedlusunsy
13, ﬁnwma:mw;ﬁﬂmmi (Required Skills and Knowledge)

(n) AuADINIATINYE

1. vwgmadeulusunsunoufinnes

2. Winwrn3e1u Code Mniedesilefiugiu (Tools) vesnueuiuidenty

3. Winzmsunledymvideveanannveslusunsuiiintuluszsulausivieiniasile (Libraries/Tools) vounneuiu

4. inwensluedesionueianainveslusunsunie

) mwm?aamss?mmmi

L. a‘immﬁtﬁmﬁ’umiﬁmum‘i‘%ms noui] uaziAdosilo Aalunsmasoulusunsy

2. fiamugifienfunisenu Error Code Mniadasile

3. farugiatumslamedanismnaeumvsinnaavestusunsulussdulausivieiniosile (Libraries/Tools) wasinunonuiu
4. ﬁmmiﬁaﬂlﬁmﬁ'ﬂ Programming Logic

14. nanguineen1s (Evidence Guide)

12




AVIVANGAEVNTTUATIIR

o

Y a Y oo ¥ o A o a a ¥ ! v oo i a va . .
‘wangwumzmammummmxmmmﬂumiﬂﬁxLuuLLaxmimﬂ%ﬂiznam’mnuﬂummmmﬁﬂgumm (Performance Criteria)

LLazﬁﬂmLLazmmgﬁmmmi (Required Skill and Knowledge)

(n) néng 1Y TR (Performance Evidence)

1. lutudinnanismageun1aufun

) wé’ﬂgmmmg (Knowledge Evidence)

1. NanITERULUUNAEDUUTTY

() Auugtilunsusediu

1. W muaeun 519U s undngulaefiansunINToeseenang uMAIves Haang A uUjuRnuLas nanguAIuAIINg

(9) F/N15UsTAY

1. wuunageuUsiy

2. WUUNARUNAULUR

15. ¥auLun (Range Statement)

v
a wa

YoULNBBUIBTaUATRINMIUH TR Lazanmuinaendus seanun1sadug Nikansenuremainusiuiuaiosdle gunsas welulad

9 a ¥ 4 ¥ o B a ¥
mwmnﬁﬁlmmaﬂuamwumauﬂ MENYIVBY

(n) AUz

1. TunsujuRnumseumuasunlureRanainvedlisunsulussaulausiviewsesile (Libraries/Tools) vaanuiouiu

IneflsfuedefiouasmeiianisaumveRanatnvenueuduideniudundn annsaluedediifioglussuuufufins Microsoft Window
mewdelawalusndu TunsmegeunnlvauRanarnvedusunsulutuiiszneasunisasdnisssaulausidviownsesile (Libraries/Tools)

YDIUNULBUIY

(%) MaSuneseavden

1. Ui (Game Engine) visnedia lUsunsumauiinesiiiolvaseiflony Jlusunsumariignideuiuunanawineuiimesnieg e C, C++,

JAVA Wuay insewduSeuaiiouduedodiolyasaduaiuman vesssuuina Suaiumani azgﬂﬁwiﬂﬂizﬂaULiTﬂoﬁyaaﬁu
LLaxgmnmaauﬁwmmsav‘mm'ﬁ"smﬁ'ﬂmwaehﬂaiﬁﬁigm ﬂ’]aigaﬂWWLL’mngﬁQﬂﬁ’MUﬂvL’; Lﬁuﬂszmumﬂumsa%amﬂﬁaaamaugsaﬂ
Shimununusaunnlsnueudulumsananudmiuetoau fode sasntuneuiamesnansnuTennueuIY Ustnoume
MsisuaesnsIfin 2 iR 3 87 nsmsIndeunsTLsTULEEY AwaasUn weilwdu ﬁiyzgwﬂisﬁwﬁ spuuLindsa nsaesu Msdansugau
mMssessunwfiula maenIusTULALY Bnannuny

Programming Logic winefs MsifeuldsunsuiBanssng (Ssnge: Logic programming) tunwimenisilisulusunsy (programming paradigm)
wuunils Inermunnnudnune (attribute) vaskmay wnufnesmuaduneuivhlnlasneu nadeulusunsuuuuiliindnnisie anuase + ng =

o ¢ o A A ! ¥ a a o . . .
NAANS waﬂmsaummﬂmﬂwq mmauiﬂmﬂsmmsmLmqqﬂua (Inductive logic programming)

. laus"3 (Library/Tool) nuneds adsTusunsy w3e lunisineinismeniinnes AeaIufiTausunszuIun1g (process) wazWanduses (subroutine) A9

F99199g 590 aRuaty (source code) indumadlylunmsdeurenauls vse Tulunsvihauvesiusunsunile Library/Tool

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)

Anenves lunshvnluduiasnaaeunsavnasaniesesulausisvsernsesile (Libraries/Tools) YanuLauiy

16. WlREENTIAULIIM (A7)

N/A

17. gAEMINTINTIN/NQUDITINTI (A1)

13



AUINANGANNTTUATIIR

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

1. wuunage Uy
2. WUUNARUNAULUR

14



AUINANGANNTTUATIIR

1. SWaMUIBANTIOUE 3016

2. Yovuawaussaue FeulusunsuiieiuusyanBamueanusesiu Game Engine (Optimization Game Engine using Programming)
3. VIUVI’Juﬂ%I’\‘i‘ﬁ -/-

4. andlus ™M RNIEN O

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

a & Y oA ¥ > = N a a 9 . . . . .
yaranuanssaurlaznasianuaulalisulsunsuieiinyss@nsamuesnusedu Game Engine (Optimization Game Engine using
Programming)

7. AmTusTAUAAI

]

1 2 3 4 5 6 7 8

) 0 ) 0 ™ 0 ) 0

8. NAN@1AIN (Sector)
guf TR UM sTnlUsuRTINY 30U TiRgIYes
9. e TnuazsRaaNInduNiuIsaussauziiaunsalyla (and)
N/A
) o a a a ¥ . . . Y o
10. YBNINRUANIBNA FLLUBUNLNEIVDY (Licensing or Regulation Related) (a1d)
N/A

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

aussauzeey (Element) nanlun1sujjunenu (Performance Criteria) 3BnsUsziliu (Assessment)
30161 Weulusunsuiliedng (Object Oriented 1. szynqufmslisulusinsudaing (Object Oriented
Programming) laegsdiuseansnm Programming)

2. Yszgnalangufnsideulusunsudeing (Object

Oriented Programming)

30162 1. seynguiludenisideulusunsu (Programming
languiludinisloulusunsuiveiiuyszavsawueds |language theory)
N 2. Ussenalangufnsileulusunsu (Programming

language theory)

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

fanuguazyinugnislylauniviewsesile (Libraries/Tools) veunuiedamienly uaganmnsadeulusunsuitaiiuusednsnmuasnuszdu Game
Engine (Optimization Game Engine using Programming) Tne/la mqwﬁmwﬁauiﬂﬂmsm (Programming language theory) uay
ngufnm3leulusunsulieing (Object Oriented Programming) 1171w

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

(n) AUABINITATLTINYE

N/A

) mwm?aamss?mmmi

1. feugieatunguiinmadeulsunsudedng (Object Oriented Programming)
2. a‘immiﬁmﬁ’wqwﬁnm%u‘iﬂsl,l,ﬂiu (Programming language theory)

14. nanguineen1s (Evidence Guide)

15




o

AVIVANGAEVNTTUATIIR

mé’ngwuﬁﬁ]mymﬁmum%@u‘uzﬁwLﬁlmﬁ’umimxLﬁuu,axmiﬁﬁ]ﬂ%ﬂiznaui’mﬁuﬁ’umm%mﬁﬂﬁﬁﬁmu (Performance Criteria)
LLazﬁﬂmLLazmm%ﬁﬁmmi (Required Skill and Knowledge)
(n) néng 1Y TR (Performance Evidence)
N/A
) wé’ﬂgmmmg (Knowledge Evidence)
1. nansaeuULUUNAaeUUsTY
(A) AuuzTtun1sUsEdiy
1. Wwwiniireunmalssdiundngnlnefinnsannsessesvdnguiiisives %ﬂmﬁngmﬁymeﬁﬁﬁmuuawé’ngmﬁwmmg
(1) FBn15UsEAfiv
1. wuunage Uy

15. ¥auLun (Range Statement)

YoULNEBUIBTaUATRINMIUH TR Lazanmuinaendus sean1un1sadug Nikansenuremsinusiuiuaiosdle gunsa walulad

o o ¥ a4 ¥ o a A o ¥
ninenslensevefuundus AR
(n) AUz

1. lumsufuRnulvatadivinuensdeuldsunsuieiiudssdvsninvesna (Optimization)
vilnlusunsurenfiamesinuiwunielanineinsussas Tunsnageuiinesdiinuzuazaiuznisideulusunsudeing (Object Oriented

Programming) wag ngufn1sileulusunsy (Programming language theory) ulwiitalinyseansnmuaany
(%) MeduNETIEazdYn

1. 1nNeUIU (Game Engine) waneis TWsunsuneuinmesiiielsassinlemny GT}aIUimeméwf‘jgﬂL?JEJu%ummﬂmmmuﬁnLmaﬁrmqS] 1% C, C++,
JAVA Wuau insewduSouadiouduedodiolyasaduaiuman vesssuuina Sudiumani %Qﬂﬂwlﬂﬂizﬂaut,%ﬁuaf?u
LLasgawmaauiwmmsaﬁwméwﬁuloﬁyashahiﬁﬁagm fﬂEJI(;ﬁﬂWWLLQ(ﬂngﬁQﬂﬁWMUWVL; Lﬁuﬂszmum{lumia;ﬂqmﬂﬁaaﬂmaugizﬁ
Shwannnusunnlanueudulumsasnanudniueionau flefle naenunsuiumesnnmMsTuTesnIewIY Ussnaume
msisuaesns1fin 2 iR 3 87 nsmsandeunsTLsTULEEY AU wolwdu ﬁmmﬁﬂizﬁﬁé spuuLindsa nsaesu Msdansugau
mMssesfumMwfiula maenIusEUUBUY Bnannny

2. madeuldsunsudeing OOP (Object Oriented Programming) tiw3gnsileuldsunsu Iﬂamﬁmmﬁmaﬁm%wﬁa
fiaruansnsalunisuntaseya uasnsdunennmanii 018U 1Ae (Alan Kay) latauans 5

o N9 T?‘idl;ﬂu’?ﬁ]i} (Everything is an Object)

o TUsunsu fire ﬂsjmaﬁmqﬁéwjnmsuaﬂﬁuu,asﬁu’l,ﬁ;ﬁwmu (A Program is a Bunch of Object Telling Each Other What to do by Sending
Messages)

o “Lu‘?mqLLéasi’mq%éTaaﬁmwmmiwLLazUssﬂaU"LﬂG?wi’quuq (Each Object has Its Own Memory Made Up of Other Objects)

o a

o Ingunaiinanosineglulszavilauszinvmils (Every Object has a Type)
o ‘quﬁ%’maeﬂuﬂﬁxLmnLﬁ&J';ﬁ'usjamlﬁ%'uﬂnmimﬁauﬁu (AUl Object of a Particular Type Can Receive the Same Messages)

3. Programming language theory (PLT) Wuanumilsvesingnnisaenfiamesiiieavesiunisesniuy nisloau msdnsen nssuundnuas ua
s uunUssanvesnelsunay uay audnvarausvedUsunsutiug ﬂugﬂ'«j”ﬂagﬂumam%maﬁwmmam%ﬂauﬁmaﬁq FaReniududu
AGIAFNEARS FEINTIUTONALIT ATIANERS smﬁﬁwmmam%mmﬁm fuduaudviinensrevianesiilaiuniseensuiiuesed
Lngﬂiﬁﬂ@émméﬁmﬂ

4. Optimizations lumuineenansreuiames aned
mMaiusyansamiusunsuvdenisuiulnmnyauresseriawasidunssuiumsvesnisuuilasussuugerawasifielnnmsiauunsesadissavsm
wnduvselandnennsiu CPU wag Memory Uoas
Tnerhluivsunsureufunesorslafunsusulnmnzauiovausadenlvnulasndtuedenensalonulalnglamnsanus wosamien
Swennsdue vidslandsnuuesas 113 Optimizations vanesedunanes wlunmeaoutiarTaeualalunisuszgnaly madsulusunsudstog

(Object Oriented Programming) wag nqwfin1stdeulusiunsy (Programming language theory) uluiioifisyszansninaasinu

16



AUINANGANNTTUATIIR

16. wuIwENSIAULIIY (And)
N/A
17. gaawinssusan/naueningan (i)
N/A
18. 519AIBUANTZUIUNTTUALIGN15UTEIEY (Assessment Description and Procedure)

1. Wuunageulsiy

17



AUINANGANNTTUATIIR

1. SRARUIYANTTOUS 3022
2. YaNULANTIAUL

3. NUNIUATIN -/-

4. gsslvia ™M

USuusge J

5. §1%5UY001TNUALHER1TN (Occupational Classification)

21NN TUSLATULAY

6. AIDSUNBNUNBAUTIOUY (Description of Unit of Competency)

TwsruudniunsidsuwdasiiatulnalunisWmmny (Version Control) Tusesu Server

A & v Ao = da o K o . o ¥
yanaTN AN TIauziagaesansnlynuszuuidaiumslisuulasiiaiulnalunisiaiuing (Version Control) lusgdusgua Server

7. AmTusTAUAAI

]

1 2 3

4 5 6

) 0 )

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)

30221
P Y < Sa X oo i
AnnauazauaszuuIniiunmsivdsulUasiiinduiulia

YU Server (Manage Version Control on Server)

1.

a & o & = da X o ¢
AnfauazguaszuudniunsiudsulUasiiinduiulia
YU Server (Manage Version Control on Server)

2. Yuumsszuudmiumsidsunlasiiiaduiulvauu

Server (Customizing Version Control)

30222
YSuunaszuudaiunisiasusdasiinduivlvavuy

Server (Customizing Version Control)

1. YSuumssruudaifiunisiddsundasvadlnanusds
(Version Control Configuration)
2. YFuumaszuudaiuniswasuwdasiinduiulnavy

Server (Customizing Version Control)

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

fanuaunsalvszuudafunsiasunlasiiiintulnaluniswmuiny (Version Control) i Server

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

(N) MNURDINITAUIINYE
N/A
(V) ANUABINTITAUAING

1. fanmgngufvesssuuidafunmsitdsuiuaiiiadulnadiiisifuuazunly (Version Control) uu Server

14. nanguineen1s (Evidence Guide)
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AUINANGANNTTUATIIR

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. lutufinnauuunaaeudunual
) wé’ﬂgmmmg (Knowledge Evidence)
1. AN ULUUNAGDUUTY
(@) Atuzihlunsuseidiu
1. L%ﬁuﬁwﬁaaumwﬂixLﬁwﬁngwuimﬂﬁmmwmn%awawﬁngmﬁLr"im%aa ﬁgwﬁngwuﬁymfdﬁﬁﬁmuuawé’ngmﬁmmm%
(9) Wnsusziliu
1. WUUNAdUUIHEY
2. WuunAdRUdunYAl

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)
Tngznageuanyszuudniunsiuasuwasiiindiula Git wilu wazszdunismeaeuinuenislynu Git Tussduygua 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 TuszAuyaua Server

MREENTIaULIIN (013)

N/A

17. gAEWINTINTIN/NQUDITNTI (A1)

N/A

18. 519821BUANTTUIUNNSUAZIGN15USEIEY (Assessment Description and Procedure)

1. wuunageulsiy
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