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8. ANYAIIYTINTILABIVDY (Related Professional Qualifications)
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0011 TANIUTRUIMNTIN

1055 Wanaieaiions LﬁaaﬁuaqummﬁmLmJ(Scripting Solution Tools for Game Production)
3017 sonuuu lausiiviewniasile (Libraries/Tools)

3018 WuuaY (Publish) inueend MUY
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ANANYILYDINANTTRBUF (Characteristics of Outcomes)
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3018 WuUaY (Publish) teensviune

ANTIULNURSULEASUIT
1. MITIUEAIRUTA 1
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M1979 1 : FUNCTIONAL MAP ugnd KEY PURPOSE , KEY ROLES , KEY FUNCTION

AYINYIVINEVEN unummEn wundivdn
Key Purpose Key Roles Key Function
A1a5UNY Vi YLETRE Vi YLETRE
ﬂ’@umv?i’namwmamﬂmﬂﬂumﬁmmiwmﬂﬁm 00 ﬂﬁﬁ’amuﬁmmﬁﬁmiﬁmm 001 ﬂﬁﬁﬁmuﬁ?ﬂumﬁmmﬁﬁmiﬁu
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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

¥ Ardune ¥ AasuIe ¥ Ardune
001 |[UftRnumumsianisuimsiia 0011  [damsviseusmsiu 00111 |weuvsnesnilaunasndnluiiy
00112 [z
00113 [InAnuguazaeentine
00114 [Famusuiveunelnaundnludiy
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Technical Artist) L‘ﬁlaaﬁfuaqumm'ﬁmLﬂm(Scripting Solution
Tools for Game Production)
301 [UfoRmsaunisimunng 3017 [eonuuu lausivdeindadle 30171 |52y laus13videirdesile (Libraries/Tools)
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30172 |ponuuuiiiandy lausivideindasile
(Libraries/Tools) il
30173 |unluniseenuuu lausiviaindesile
(Libraries/Tools) 1a
3018 |Wuuav (Publish) inseensimuie 30181 [Teswnuazdently Game Platform gy
30182 [vhmsienwesn (Export)
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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
wazannsavglnduugihdmsunmaundymunandnluisla asnsadeudeenuguasinusiitifionevonunandnluity
waginnumauiveumnglutuandnlufiuaunudise

7. AmTusTAUAAI
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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
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00112 nuuzii3nen 1.
pswrenuAndiuresaudnneluiiuvdeaudnluiiu
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2. wglumsinaulaunledyminunaudnluii

00113 Iwmmguasmwamﬁﬂwz 1. L%‘EJUL%Bﬂﬂ??ugLLa%ﬁﬂH%ﬁmﬁL‘lJ’]i’\N’]EJ

2. FoansAnuguaevinueNiludaundnluiiy
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12. mmguazﬁnwriawu'lﬁﬁﬂLﬁu (Pre-requisite Skill & Knowledge)

finuguagiinwglunisdnviinavientseonuuuinuiduesnsd iauamsalunisdeasuazaievenniiug inve uazUszaunism
AReANsEIIAUSNY LTI NaTIALNgaUla annsanasunsyhaulniuiiulagiamunsihnuesaundnluii

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

1. Tunsujanulnenddivwinuwensuimsiiuau Insdaassaulngnivailasdiafsinveuasanugvosunasau
1n199UR UM IIIUAVINgaUlag TS TNANUFTUSTEMINTEAUYDIN T2 TAANNAILNTAYRITINNIL UagTyagIa1vineI
= 9 ! v a 7 a = E ! 7 A4 9 V¥ ¥
flwosmeiuisanudymesradussuuuasdadumeaugfsssy Sanuaunsalunmsieasesnadutunsudiolmyiaala
wazapunululsuiiuiasdsln uarlinnuannsalunsdesiuazunTywiangvunle

(%) Meduneseazdun

1. nsdeans (Communication) nefs nszuIunsdmiuLANUABUATS JULUUBENINBYBIENT fip i]uc‘lENE‘N’\]'IﬂNﬁﬂﬁ’liMiE]E)‘UﬂiiUL‘U'liMﬂ
thmumwsaaUﬂimaamwa p19oglugUuuuraamvnednydnual e 1segluzULUUTINW miaamimmmﬂmmmmmwﬂuﬂvawamamﬂu
mmm«nmmmJmﬁaamﬁmamLLunlwmwmwg

2. mstaassiidnu Job assignment) mngfanszuiunsueumnenuiifimnslnnasypealsjiinumuaruadavesmmedvlamnitan

3, mslwduuzthuine (Counselling) mneils msfuiadaymuazlnddinu
iué’mmaamsv‘hmuﬁumsﬁﬁwﬂ%’ﬂmamwmasmﬁﬂmﬁhsfh;%ﬂﬂim%ﬁﬂﬂi@uﬂmﬂmimﬂ wazmsiniuuzilunsundmeane sgnadutuneu

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)
N/A

17. 9AEUNTINTIV/NGUDITNTI (013)

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

1. Wuunageulsiy
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. SEvuIgaNTIaUY 1055

. YBNUIYENTIAUL NauaIestlontey ieatiuayunsuannu(Scripting Solution Tools for Game Production)
Y 4

. NUNIUAIIN -/-

. d@v19lnn ™M Uuusge O

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

yaraTiuaussouzinouduyfianunsodinsevuar Ussfliuveri munresnuiioaswasimunaiosflodmiulsnuais

= * 4 A da Y 4 9% . . . = ¥ = A a a oA ¥ A A Y o ¥
Wi@LLﬂlﬁULﬂﬁaﬂﬂJaWNQQLLa']LWaELsUI‘u Production Plpetme i'JlIfNmaﬂllﬂ’]ﬁﬂﬂ‘tﬂLWﬂIuIﬁEJLWlILWlILW@ﬁ?WQLﬂﬁ@ﬂll@(ﬂ’]ll‘ﬂaﬂ']wuﬂiﬂ

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

. NYUAITIN (Sector)
dnaanuuuAalziny (Game Technical Artist)
a a o a A4 o ° & MY Yo
. YepInuazsvidenInduiivulsdussauzianansalyla (a1d)
N/A
10. variuuavzangssileuiliiedvas (Licensing or Regulation Related) (a13i)
N/A

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

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

12. anuguaziineznaununfidndu (Pre-requisite Skill & Knowledge)
mmguasﬁ’ﬂmLﬁmﬁum*@aaﬂLLUUﬁaUsLﬂﬂumemaq Tunwsm ‘nmﬁammgmumiﬁmuﬂﬂilemmmmxmmgmimﬂ%mmau%u
13. ﬁnwzuazmwgﬁmmmi (Required Skills and Knowledge)

1) AUABINIIATUTINGE

—~

) ﬁ’ﬂmmﬁmiwﬁ%ﬁ]ga

YinwrAuRnasIsasSA
vinweAnwunaluladiteiuduiiteasaueiediofimunyau
vinwznsanaesdiodfiudulmnueuiy
finwznsunludesdievesnuousuluigu

N O ~AVWN -

_iinwgmqpunnsesesiatesioveaneuiu

() mmoﬁuaamsﬁvmmm;;

1. anugfieatunseenuuuiaUzinuluuvuemeg lunimsa

2, mm;ﬁvﬁmﬂﬁﬂé Renfuisesussuaznsiadeulm

3. anugAgmaidoulusunsuiufslmnuieuiu

a. arugAgatumslaaunueuduiieavesetii Unity Unreal Engine tumu

14. wingunineen1s (Evidence Guide)
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15.

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

YauLYn (Range Statement)
YoULNBBUIETwaUATRINMIUH TR Larannwinaendus viseanun1sudug Niinansenunensvinny siudiaaiesile gunsa walulad

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

1. lumsufuRnulvddafiainwenisnisiam
Uiudguasunluasesienvlunuewivlunmislasnis@eulusunsuiiindsamnsalylavansnvisuiuegfuinueuiunidenty

(%) Meduneseazdun

1. \ueudY (Game Engine) mneds Tusunsuneuinmesifielrasainlewny eTfﬂiJiLmsmméwf‘jgﬂLGTJau%ummﬂmwmamﬁaLmaaﬁfamS] 279 C, C++,
JAVA usy inendusuaiiouduindosiielsasiuaiumag vessruuing Suaumanil azgninludszneuiimetu
LLazgﬂwmaauiwmmiaﬁwméwf‘ﬁ’uiﬁuaemlﬁﬁﬁigm masls?amwmo]gauﬁgﬂﬁwuﬂﬁ Lﬂuﬂﬁzmumﬂumia;ﬂamﬂ%@aﬂmaugﬁzﬁ
thimunusuunnlanuewdulumsasanudmiunioa fofe aaenaursuinmesnimnsianuvennueudy Ussnoume
mssuaesnsiin 2 R 3 87 nsrsandeunsTLsTULEEY waasUn wollwdu ﬂmmwﬂssﬁwﬁ syuuLInadsA nsaesu Msdansuagau
MssesdunTiuta naonuszULBLY Bnannung

2. Waneiedle et msanusedefudulnnueuduiielninesnuuuAadzinuannsavhaulanety wu
msasaededladielnAneraussmeliuuuiiddlieetuney ve
SUTMNsTUILUMSYaeTuneuTithesnuuuAaUzinurewiuUsslnsu b lurdesdieiomdeaunsadenluiissnssuaunsifioafiaunsasila

3. Production Pipeline #u18fie NSUIUNITNAR Y30E18NITHARNLAILARUIUTUATZUIUNIT

16. BUIBANTIAULIIN (213)

N/A

17. 9ASUNTINTIV/NGUDITNTIM (013)

N/A

18. S19AIBUANTZUIUNNTUALIGN15UTEIEY (Assessment Description and Procedure)

1. uuunaaeuUTily
2. wuunegeuNMAUUR
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1. SRARUIYANTTOUS 3017
2. YaNULANTIAUL

3. NUNIUATIN -/-

4. gsslvia ™M

ponuuU lausisuseiniasile (Libraries/Tools)

USuusge ]

5. §1%5UY001TNUALHER1TN (Occupational Classification)

21NN TUSLATULAY

6. AIDSUNBNUNBAUTIOUY (Description of Unit of Competency)

o T v > > P
uﬂﬂawmuamiauw%mmummgmmmﬂﬁ] Iuﬂ’]ﬁﬂaﬂLL‘U‘U lamﬁ'maLﬂﬁmm(bbranesﬁools)

7. AmTusTAUAAI

]

1

2

3

4 5 6

]

]

)

0 ) ~

8. NqualW (Sector)

guf TR UM sTnlUsunTIN ¥3eduq MiAgIYes

9. Y1 TINLaTINaRNINIUNVUIBaNssauslawnsalyla (a1d)

N/A

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

N/A

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

dussauzeae (Element)

K s .. .
nanlun1sujjunenu (Performance Criteria)

35n15Us2U (Assessment)

30171 sey laus13viseinsesile (Libraries/Tools) fisley

1. mmmixu‘[maaﬁywmmL%'auimsw*m
lausavdewrdesile (Libraries /Tools) avan

2. wanuasszylausi3videriesile (Libraries/Tools)
LANZNNg

3. WANUAIIEY Functions M99 uazAaieulely
Library/Tool 1aw1gn13

30172 sanuuuLiisiu lausisuseinsasiie
(Libraries/Tools) Ly

1. snuuu lausuiewnsesile (Libraries /Tools)
AANAs (Requirement)

2. wut lausiviendesile (Libraries /Tools)
fisenuuuiuaugesiiionszatsaume

3. 1y Design Document
dmdumsieansiunuiinesnsuoumng

30173 uwnlwnseanuuu laus1snsernsesile
(Libraries/Tools) la

1. unlamseonuuu lausaviewrsesile
(Libraries/Tools) a4 Requirement

2. wuanumsunte lausavdewrdosie
(Libraries/Tools)
finosnsunludugugesiitensyansnu

12. ﬂ'a’lugl,l,azﬁnwzfiauwmﬁﬁﬁu‘ju (Pre-requisite Skill & Knowledge)

fanuaunsalunisesnwuu lausiivsewnsedile (Libraries/Tools)

13, ﬁnumasmmgﬁammi (Required Skills and Knowledge)
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AVIVANGAEVNTTUATIIR

o

(n) AURBINSIUTNYE

1. inwraunsesnuuy lausiiviewndeddle (Libraries/Tools)

2. finwznsuussunsunle lausiindeieddle (Libraries/Tools) finasnisunluduaiugesiitonsyangny
3. inwgn9iliu Design Document dmsumsdeansiivauiinenisieunaig

() mmﬁaqmﬁﬁwmm%

1. fmugieatulessarsenuidenlsssevng lavsivieiniesile (Libraries/Tools)

2. fanugineaiulauiviersesile (Libraries/Tools) awgnng

14. wiinguine@enis (Evidence Guide)

15.

mé’ngwuﬁﬁ]mymﬁmum%@u‘uzﬁwLﬁlmﬁ’umimxLﬁuu,axmiﬁﬁ]ﬂ%ﬂiznaui’mﬁuﬁ’umm%mﬁﬂﬁﬁﬁmu (Performance Criteria)
LLazﬁﬂmLLazmm%ﬁﬁmmi (Required Skill and Knowledge)
(n) néng UYL TR (Performance Evidence)
1. lutudinnansmageun1aufun
) wé’ﬂgmmmg (Knowledge Evidence)
1. nansaeuULUUNAaeUUsTY
(A) AuuzTtun1sUsEdiy
1. Wwwiniireunmalssdiundngulnefinnsanansessesvdnguiiisies vadnguauufReusasvdnguaiuang
(1) 3BN15UsEAfiv
1. wuunage Uy
2. WUUNAARUNAULUR

YauLYn (Range Statement)

v
a wa

YoULNEBUIBTaUATRINMIUH TR Lazanmuinaendus iseanun1sadug Niansenuremainusiuiuaiosdle gunsas wealulad

o o ¥ a ¥ o a a o ¥
ninensilensevefundus AR
(n) AUz

1. TumsujiRnulndidaduineanwuulausisviewniadie (Libraries/Tools) aauuiniavzelangvenuilasy

HTgNIUANTIOUL InDeiAINIIaNIEN1ERIAUAR Graphic Artificial Intelligent (Al) 38 Physic
(@) MedueUazLdun

1. neudn (Game Engine) vaneda Tusunsuneufanesifielvaseimon ei‘fﬂﬂmnsmméﬁfjgﬂL%muﬁ??ummﬂmm»ﬁmmﬁaLm%mﬁqS] 9 C, C++,
JAVA usy inuendusuatiouduindosiielsassiuaiumag vessruuing Suaiumanil azgninludszneuiimetu
LLazgﬂwmaauiwmmmﬁmuéwﬁui@iuaemlﬁﬁﬂagm ma’LaTamwmﬂgauﬁQﬂﬁwuﬂﬁ Lﬂuﬂszmumﬂumﬁa;ﬂqmﬂﬁaaﬂmaugﬁzﬁ
Shiannusuaunnlnnseudulumsananudmiueionau defe nronunsufmesnnmnsYeuMLeuIY Ussneume
msisuaesnsiin 2 §R 3 87 nsmsindeunsTLsTULEEY AwaasUn wollwdu ﬂmmwﬂssﬁwﬁ syuuLindsA nsaesu Msdansuagau
mMssesfumMwfiuta maensuszULBUY Bnannuny

2. laus"3 (Library/Tool) vianefis adsTusunsa wie Tumsineinisneufianes Aeaiufisausunssuiuns (process) wagisnduges (subroutine) A14¢
Feenmazsaustanuatu (source code) Idunaslalunsidougeniaus wie Irlunisvieuwedusunsumils Library/Tool
Aienfunmstannuiinninevaresiiaw Graphic Artificial Intelligent (Al) wag Physic wuau

3. 19NE190NWUU (Design Document %38 Software Design Document) #an8i
lnansmssenuuugerawasdumesuneiidumednuasnusvemandunvenawisithesnuuurennwsdsuionduuzilnesuun e
WowasigafuandnensumedasEsesennus
ﬁﬂazmwgamﬁ’ulmazLmimmﬁmmsmawéLLﬁLﬁassqiwaazLé'EJmamé’ﬂwmzsuaa%ué’susuawaw&l,l,a%ﬁﬁ?uﬁﬂ6’]

Yoalassasaannwstiielminiaunverawsauisasuanuiududiule

16. WuIEANIIAULIIY (And)

12



AUINANGANNTTUATIIR

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

1. wuunage Uy
2. WUUNARUNAULUR

13



AUINANGANNTTUATIIR

1. SRARUIYANTTOUS
2. YaNULANTIAUL

3. NUNIUATIN

4. aselny

3018

WuUaY (Publish) Lhueandnwung

-/ -

™M

USuusge ]

5. §1%5UY001TNUALHER1TN (Occupational Classification)

21NN TUSLATULAY

6. AIDSUNBNUNBAUTIOUY (Description of Unit of Competency)

e PR v % . .
uﬂﬂa'ﬂm’]uﬁﬂiiﬂu%u%%ﬂQﬂuﬂ’J’]NEﬂ’J’lMLﬂJ’ﬂﬁ]ﬂ’]ﬁ Publish thuaanatnuy

7. AmTusTAUAAI

]

1

2

3

4 5 6

]

]

)

0 ) ~

8. NqualW (Sector)

guf TR UM sTnlUsunTIN ¥3eduq MiAgIYes

9. Y1 TINLaTINaRNINIUNVUIBaNssauslawnsalyla (a1d)

N/A

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

N/A

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

dussauzeae (Element)

K s .. .
nanlun1sujjunenu (Performance Criteria)

35n15Us2U (Assessment)

30181 FiAs1enuazidonlys Game Platform A

1. ixq%ﬁ]ﬁuax“l}lﬁ)ﬁ%m Game Platform fivannviang
2. ssyeshinuag e MuAves Game Platform
fivannvang

3. 3¥YI8n15 Monetize Tu Game Platform fiviannviane
4. szylausi3uteiaiesile (Libraries/Tools)
ﬁgﬂﬁaﬂumﬁmﬁ’muﬁm%’u Game Platform
fivannvang

ANTEUNTE

30182 ¥nsienwesa (Export)

wndlmsngiuunannesy (Platform)
Adenluienuudy (Publish) 1ny

1. \deniedosiiiignaadluns Lanwesn (Export) 1N

2. tonwosn (Export) insllansmervunvasumanvlos
(Platform)

3. WuUAY (Publish) inuuuuwanylasy (Platform)
fidonly

ANTEUNTE

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

fanuanunsalunis Publish inyaandviune

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

14




o

AVIVANGAEVNTTUATIIR

(n) ANABINIIALTINYE

1. Viwensienmese (Export) wnallamuvarmuaas Platform

2. Finwzmswuude (Publish) 1y Platform denly

(4) ATWABINTIAILAIING

1. fmnugieatureussvaidsvesnuunaniosy (Game Platform)

2, ﬁﬂ’J’m%Lﬁ'EJ’JﬁIUﬂT@iTWqu(ﬂLLﬁx‘ﬂy@ﬁﬂﬂ‘u@‘Ua\‘iLﬂuLLWﬁWW@%&J (Game Platform)

3. fianugifeaiunsanenela (Monetize) Tu Game Platform

4. farugiioatulausidneirdesiio (Libraries/Tools) fignaedlunisasunudmsunuunaniesy Game Platform)

14. wiinguin@enis (Evidence Guide)

mé’ngwuﬁﬁ]mymﬁmum%@u‘uzﬁwLﬁlmﬁ’umimxLﬁuu,axmiﬁﬁ]ﬂ%ﬂiznaui’mﬁuﬁ’umm%mﬁﬂﬁﬁﬁmu (Performance Criteria)
LLazﬁﬂmLLazmm%ﬁﬁmmi (Required Skill and Knowledge)
(n) néng MU TR (Performance Evidence)
1. luUssiuwuunedeudunivel
) wé’ﬂgmmmg (Knowledge Evidence)
1. AN ULUUNAADUUTY
(A) Auuztlunsuszdu
1. Lﬁ?ﬁuﬁwﬁaaumwﬂﬁzLﬁwé’ngwu‘lmﬁﬁmmmn%awawﬁngmﬁtﬁm%m ﬁwﬁngwuﬁymfdﬁﬁﬁmuuawé’ngmﬁwmmg
(9) WnsUsziliu
1. WUUNAdaUUIHEY
2. WuunAdRUdunYal

15. ¥auLun (Range Statement)

v
a wa

YoULNEBUIBTwaUATRINMIUH TR Laranmuinaendus seanun1sndug Nikansenuremainusiuiuaiosdle gunsas wealulad

w%fwmmﬁl%ﬁa%aﬁwumﬁuﬂ Aievos
(n) Atkuzn

N/A
(@) AMedueTLazLBn

1. nueudu (Game Engine) vaneds Tusunsuneufanesifielvaseimleins GTfahJiLmsmméﬁﬁgﬂL%u%ummﬂmmmmﬁma%o*m6‘] 99 C, C++,
JAVA Wuay inseuduSeuadiouduedoiiolyassduaiuman vessruuina Sudiumani %Qﬂﬁﬂﬂﬂisﬂauﬁwﬁwﬁu
wazgnvndeuannIavhusiilaeslufidym melsanmunasuiignimualy Wunssuaunslumsasanslvesnsnauysol
hiannusuaunnlsnseudulumsananudmiuieionau defe naontuneufamesnnmINMITOIYBNMLEUIY Usynaume
mssuaesns1iin 2 §R 3 87 nImsedeunsTLsTULEEY nwnaasUn wolwdu ﬂiyiywﬂixﬁwé syUULIndsA Msantu MsdansmuagauE
mMssesfunmufiuta maenIuszuLBUY Bnannune

2. inaunanviesy (Game Platform) vngfs szuuiisesiunsuevennsiilananuanesiouy fodle Vulen wnumeulea uay Aoufiames 1w App Store
¥ Xbox iluAu

3. Export Game mhgfis maeneuazlviniesievennueuiulunsassaiivenzautunuunanrlesuiinesnisioonsmung
\nuunanrlesuunaviadirunesnisinaiiuanasiuoenly ﬁ’ﬂwxmmgﬂﬁ Export
ABWITIUALLANANLAY N TEMATRASB s IMnyaL S UINLNanTsyTinB IS

4. Publish Game wwedls msthlnaunuiiiiunis Export mLLgaﬁﬁulﬂaz’;_uiuuuwamwg%uﬁ@iyaqmﬂﬁ@ﬁmﬁmﬂw 113 Publish Game
UuLLwam‘WagmLwiawﬁm(?Taﬂsgmms:l,l,azﬁﬂmﬁLmﬂsﬁﬁu sudundesdiofiuanmatiu

5. Monetize Munede 38n15a51958laannudedivatsrateisivun n15u1eu1a 1150 MsnSuaviglawun e nstunSuaziinisvevaslunuduny

16. WuREANIIAULIIM (A1)
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AUINANGANNTTUATIIR

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

1. wuunageulsie
2. WUUNAERUAUN W
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