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1. SWaRUIBENTTOUL 50301

2. Yovuazaussaus Wisuannuasinninassdmsunueindy
3. umunadei 2/ 2568

4. a1yl ) Uuusge ™M

5. §1u¥uTee1Tnuasas®n (Occupational Classification)
N/A
6. AIDSUNBNUNBAUTIOUY (Description of Unit of Competency)
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LLazﬁﬂmLLazmm%ﬁﬁmmﬁ (Required Skills and Knowledge)
(n) nanguMsUHURNU (Performance Evidence)
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15. ¥auLun (Range Statement)
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34A5789 Shot Breakdown w38 Storyboard Lﬁa'ﬁwmﬂ fazas LLa%ﬁﬂéﬁJmamSiﬁ
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aw&gmnganﬁmmsauﬁ'm’%aﬂsn YU Wide Shot, Over-the-shoulder, Close-up
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1. sWavulLaussauL 50302

2. Yovuawaussaue asnmadeulnm

3. nunIuASe 2/ 2568

4. andlus ) RNIEN ™M

5. §1%5UY001TNUALHER1TN (Occupational Classification)

N/A

6. AIDSUNBNUNBAUTIOUY (Description of Unit of Competency)
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9. Y1 TINLATINaRNTNIUNMURBaNssaus a1 salyla (a1d)

N/A

10. variuuavzangssileuiliiedvas (Licensing or Regulation Related) (a13i)
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K s .. .
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13. ﬁnwzuazmwgﬁﬂmmi (Required Skills and Knowledge)
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inwglumsiiasien acting waw reference Wieludsznounsasnse animation
wwrlunsudaesuaisasasiduninig (cesture) Mdaiay

vinwzlunns pose dnuaae breakdown dmsuasdamziin
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vinwelunslay graph editor Usuaulvauareuasideavesmsindoulm
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asnalalundn animation oy 1w 12 principles of animation
mmgﬁmﬁ’umﬁmw key pose, in-between, breakdown oI
anulalunislana Anags thwin wagdmnelunsasisensuel
anﬁUﬂ’li‘L‘;J’Lﬂ%iaﬂﬁa animation software L Maya, Blender
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Aulanis sync movement Auldeaiiiolyly dialogue animation

naNgUNABINTS (Evidence Guide)

winguiinesmsnztmustouushifsfumsUssiiu wasesiarlaussnousiufufunamnisujdinu (Performance Criteria) wag
ﬁﬂml,l,azmmgﬁﬁymmi (Required Skills and Knowledge)
(n) minguNsUURIY (Performance Evidence)
1. KAAINNISVAFDUTBAOUUFTR
2. wivawanay
() Mé"ﬂgmmmiz (Knowledge Evidence)
1. HAINNVRABUTBAEUTRITEY
(A) AuuzitunsUszdiy
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(9) AnsUTBdIY
1. miﬂmﬁumamsﬂﬁﬂamumﬂLLUUMmaaU%aaaUﬂﬁﬁ’a uazuliazaNY
2. ;;Uszl,iuﬂizl,ﬁummgimﬂ% KAYINLUUYARDUTBAOUTDLTBY

YauLun (Range Statement)
(n) AUz
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AaTenunkazLEuNMNITIAGeUlN (acting plan / beat sheet) \iaseydamemeensua
wlamsunivesiiazasidunimalaelandn gesture Auanioansensdniau

Fane reference WU Jntansuand o lathmin feme wagnsedeulmvedsnaniey
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1
2
3
4. 229 pose wﬁﬂﬂLﬂuqméwﬁmmmiLLam \¥U extreme pose 138 contact pose
5. AIUAY timing el keyframe uavdanng breakdown sensiisamy

6. USuimewassnameludusiusiu wu vvns Asve e uasuuwnansn

7. U$U curve lu graph editor titelnnsindeulmaulvauasiihuin
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16. wuIwENTIAULIIY (@15)
laid
17. qﬂamnsim%’m/néum%wﬁm (f;']ﬁ)
laid
18. 51982IBYANTZUIUNNTUAZIGN15UTEIEY (Assessment Description and Procedure)
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2. As3OULERY 5030202 dsensdeylmidemu (Blocking) maauiml%ﬂuaaawﬁﬁa fsananuiiazauay
3. AW530ULERE 5030203 %’mﬂmswasLﬁaml,aw?ﬂﬁ;l,l,aﬁm%’uauymj (Polish & Finalise) nazeulnglatoreutaidou fgaaawﬁﬁ’a
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