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NUYEUIIOUSYDY

Element of Competence
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fAmeddutuneunignaesdmivauLeiiu
Fu

50201
01

00ALUUFUNTINNAULUUE AR 3 TR

502010
2
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1. savLlgsusTIuE 50201

2. Fovurwaussnus as9luina 3 ﬁa5@851%%”’14@auﬁgﬂﬁuaﬂﬁm%’m’luuaﬁm%u
3. numundail 2/ 2568

4. a1yl ) Uuusge ™M

5. §1u¥uTee1Tnuasas®n (Occupational Classification)
N/A
6. AIDSUNBNUNBAUTIOUY (Description of Unit of Competency)
Lﬂué’ﬁ'mmma;ﬂnLLUUﬁwaaﬁmQ 3 DRmuAuwULTimmuslnessiituneunazdennaesfunszuIumsnannuwedudu Tnefanuunlanmulasdsis

JUMSe dnanu mstugulosmuuaziuuasiden Msinnisuuulasiaswediung (topology)
wagnsas1NLRAwsnrauiunstivaulunss U sRanLa Rt

7. AmTusTAUAAI
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8. nzj:um%w (Sector)
KUsEnouITinaugnansILAaa
9. Fooninuazsiaendnduiivuipaussauzianansalala (and)
N/A
10. %ﬂﬁ’mu&ﬁﬂ%aﬂ{]iﬂtﬁﬂﬂﬁtﬁ.ﬂ’é“l‘l’a\‘i (Licensing or Regulation Related) (813)
Tudl

' < wa . .
11. aussausyaauaznamn1sU)uaeu (Elements and Performance Criteria)

aussauzeey (Element) an%“lumstlﬁﬁ'ﬁmu (Performance Criteria) 3BnsUsziliu (Assessment)
5020101 1.1 AT UNTIINALLUY vodeuTDLTbY
neaKUUIUnsTINAULUUlAG 3 T 1.2 anlunaiinsafususuuitgUiuasdnaan WA AR
5020102 2.1 fmuadumeunisauliaaninssuaums vodouraTou
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12. mwguazﬁﬂwriawmﬁ{hLﬂ‘u (Pre-requisite Skill & Knowledge)
lufl
13, ﬁnwuazﬂ'ﬂugﬁmaen'ﬁ (Required Skills and Knowledge)
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AMNNFAUMATA UV mapping uagmainsesluaadmsuany texture

14. wiinguineenis (Evidence Guide)

Mé’ﬂgm'ﬁ'ﬁyadmi%ﬁmum%@mzﬂwLﬁ"mﬁumsﬂﬁmﬁu LLazﬂaiﬁa:‘lﬂgﬂﬁzﬂauéauﬁuﬁumm%miﬂﬁﬁamu (Performance Criteria)
Lmzﬁﬂmuﬁzmmiﬁﬁ?@ﬂms (Required Skills and Knowledge)
(n) nanguNsUHURNU (Performance Evidence)
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2. winaanau
®) Mé’ﬂgmmm;ﬁu (Knowledge Evidence)

1. nannsvadouteideu
(A) AwuzitunisUseiv

numstszdiunosnunsusndu deseurqulunnaussausUssidiuges vouum arwg waeinuedirimun
TunsdifiyFunsussdunuluasununamiiiiue. gssiiuagmeuamuisaussousilun
waglmdunisUssiilunumuanssousAgdlumuuaranunsonduinmagovanssausludnady
(1) 3BN15UsEAiY

1. gussidiudssdiuenug Tnglanisnadounisuuunadoy wazmsdunual

a wa a wa

2. myvsziunan1suJuRnuluuuunaaeuUjus uasunuaganny

15. ¥auLun (Range Statement)
(n) Atkuzn
Tudl

a a

(¥) ANBBUYTIATLREA
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1 AATIRVFUMNTIRINAULUY 18U WUUTHAW 2 37 JUnne vienmusenau iewseuduluea
2. MuHudunaumsasslieg 3 SRdsuanuuuuneu (blocking/proxy) lautawuuaziden
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STTuEUImLmaLﬁaasTumwmé’méauﬁgﬂéaq aamﬂgmﬁ‘usTuLLUUVTquﬂéwaLLasﬁﬁ

nsrdeukarU LN unalnnsmslansuasaaasTRTit e

senuuuLazdnZedlasiEss topology Immnzauiudnuasnislea wu §msu animation wie simulation
asesTuUituin (UV layout) sensiiuszansain sesfun1svi texture

Anwlassasanedniadmiunisasislaiea Organic LU Uywe d07 WAt inauus
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FuzUlanaa Organic sensgnresisdnaiu vastden uavaNuaonnaesfiunandals

16. wwANITIAULIIM (Ad)
lud
17. 9AEUNTINTI/NGUDITNTIM (013)
lud
18. S198IBUANTZUIUNTTUALAGN15USEIEY (Assessment Description and Procedure)
FWBnsUszdfiuanansaduunlamuaussausgey fadl
1. aussoureey 5020101 neawuugUnssInauLuuglueg 3 7 naaeulnglyvedeunaaeulaglvveasurellvy veapuUuf Ha1sanNUNLAZENTY
2. aussnureay 5020102 Anliun1sTuliea 3 dfnua1su workflow negeulaelyvadauvaiiey veaeuUfuR N INWILATauLIIY
3. dUTIOUZEOY 5020103 dAL38aUUTBIlATIATN (topology) kag szuuumILnUY U wag V (UV Coordinate) Tumungandunistseulusuneiudu
nogeulnelyveanuve ey veaeuUfUR Wansunuliasaua

4. aussnureay 5020104 as13liaa 3 HAkUUeesuNlin (Organic) munanfalsuazdnaiuniginaneaeulagluveasuufUn Harsanainuitasandu
5. dussauzEey 5020105 a3sluea 3 ARNuAD (Hard surface modeling) nagaulnglyvaaouu iR frsanatnuiueasaue
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1. sWavulLaussauL 50202

2. Yovuawaussaue asituin (Texture) dmsulina 3 T

3. umunadei N/A

4. andlus ™M RNIEN ]

5. §1u¥uTee1Tnuasas®n (Occupational Classification)
N/A

6. AIDSUNBNUNBAUTIOUY (Description of Unit of Competency)

wugianansaasauazasiiuiiy (Texture) vulua 3 TRlaesnsidriutuneu lnsanunsanuny denmadauaziaioslofiuuiyay

avduazlaseazidunlnasnanosiudnvueing sufaunsaussiuanumnzanvesduasiuiiniuensun W uazdlnavesnuuieliudy

7. AmTusTAUAAI
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8. NquaTW (Sector)
KUsEnouIninaugnaTnssuAaa
9. Fooninuazsiiaendnduiivuisaussauzianunsalala (and)
N/A
10. %aﬁ”muﬂw‘%angiﬂLﬁﬂUﬁLﬁﬂﬂTﬁq (Licensing or Regulation Related) (813)
Tudl

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

v 7 wa . . a a
au3Iauzyay (Element) nanlun1sujjunenu (Performance Criteria) ABn1sUsliu (Assessment)
5020201 1.1 MUUAGIAUTUADUAIANITIIUNLINDINTASE  |vodeuvaldeu

HanIsNIsuazALEuNTaTINURY (texture) Wasau  [1.2 doniasesiauavimalinfitnunsas

5020202 1.1 asdlyauasvisemnvauiualag
asduarlasreazidenuulung Yoo RUTUSTDITLU
1.2 laswazidoaiuinlunssudnvueing

AsasaNIsUSURNU

5020203 3.1 Jpsennsludainauiuuifionanuuy
nonwuuNsleditethlugn1sass texture 3.2 asdves Texture lamugUiuudnivun
33

U5z duAIANNEENTDIENDNTUMLAYINUTD 19U

ngasaNIsUS TR
UrlNETEUNRTY

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

13, ﬁnumasmmgﬁammi (Required Skills and Knowledge)
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) AUABINITIANUTINGE
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TN luNNTIN N UTUADUNNTETI AL AN UR

o & ¥ ~ A A A 9 <
Jinwrlunsdentumaiauasiasedlefmunyauivalnavesau
nvelunsasduazlasneavidenluinnuaussasomuisauiuiuimefal
inwglunsiasgvnislvdanaunuuiveilvuszenaleduluee
sinwelunsdnvi texture map usesfunsihlulaauass

JinwelunsUsENA NI AUURELA TN URIAU LS D LAY 1 TUMNABINNTHD

A e R

) mmﬁaqmﬁﬁwumm%
mm%ﬁlmﬁ’unﬁzmumﬁaﬁywLmzfi’]’mmiﬁuﬁaﬁw%’uhma 3 4R
mm%ﬁmﬁ’uﬂﬁzmw%a& texture L°U"u diffuse, bump, specular, normal map
aailslunslediiteananeslnu ensunl wazalnavesnu
mm%ﬁmﬁ’ui’aﬂ i uazdnuaziomzesing 1 lave wn Tar
mmglumﬂ%%w&n%a%q texture LU Substance Painter, Photoshop “1a

A

AMalaAeIiun1s mapping WuRlugnaeanuszuy UV layout

14. wiing1uina@enis (Evidence Guide)

wﬁngmﬁ'ﬁymmiﬁ]zﬁwum%aLLuzﬁﬁLﬁmeﬂmﬁUizLﬁu LLﬁxmiﬁﬂﬂ%ﬂﬁzﬂauﬁmﬁ’uﬁ’umm%miﬂﬁﬁamu (Performance Criteria)
LLazﬁﬂmLLazmm%ﬁﬁmmﬁ (Required Skills and Knowledge)
(n) vang unsUURU (Performance Evidence)
1. wannIaFeuUfURNU
2. unvazauy
) Mé’ﬂimmmg (Knowledge Evidence)
1. waamnnsnadoutaidou
(A) Auuztlunsuseidu
NL‘IJ’]?Uﬂ’]ﬁ‘UiuLlJUG]@im’]ur]’]ﬁ‘ﬂiumu finsounqulunnaussousUsziiiuges voulun ﬂil’llﬁ uazvinwEditmue
I‘LIﬂim‘VlNi‘Uﬂﬁ‘Ui‘”LlJ‘LJN’]UllIﬂiUG]’mLﬂm%‘ﬂﬂ’mu@ mﬂi~Luuﬁ]vmaumwmaammuvwlmmu
LLaﬂmwmﬁﬂimuulwumuamiauwsmlmmuu,axmmmnaumwmaauammuﬂwaﬂﬂﬁ&
(1) FBN15UsEAiv
L. éﬂimﬁuﬂﬁzLﬁumm%Ima“l%mimaam;’;au:uwmaau
2. mﬁﬂﬁxLﬁumaﬂﬁﬂﬁﬁﬁmul%uuumaauﬂﬁﬁﬁ MATLAA ALY

15. ¥auLun (Range Statement)
(n  Auzi
Tudl

Mesuesvazidun

—_

NHUEFUTUREUNSASITURY KauAnSLARELLUY mﬁmswﬁgﬂm IUaudensasd
Bonniedlouarmaiialunisasns texture Wnwnzaufudnvavodunauaralnavesiny
adlmmnyanfumLanT i edlnantun 1wy Realistic, Stylized w30 NPR
TasrwasiBonvesituiiy lwu sesdnuiu mnuiiuln avnany wiesessesnislaay
A1A51291nsIUEIINAULUY WU ey AWana Wae reference model 1iothunasns texture
asdlvaenAanIfuTEUUALAYIAUIENOUNM WU Hue, Saturation, Contrast

091N texture map Tymseunanishueanu wu base color, roughness, metallic, normal

© N o kR v

Uszifiupumnyauvesiuiilaz@infulnuses 15un kaguSunvesduanunsely

16. BUQBANTIAULIIN (a3)

gl
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17. 9ASUNTINTI/NGUDITNTIM (013)
lud
18. S19AIBUANTZUIUNTTUALIGN15UTEIEY (Assessment Description and Procedure)

FFsUszliuaunsasunlaauaussauzuee fadl
1. @USI0ULYRY 5020201 L@onISN1suasmiunisas ey (texture) Wenu nadeulnglyvedauvalisy AnsanNuINaTaLeY
2. dussauzeay 5020202 avduazlanuasdenuuliea nageulaglyveasulfun Rarsananuiliasaunuy

a va a

3. AusIOUrERY 5020203 nenuuunislydiiedilugnisas texture naaeulnglyveasureldy voapUUfUR Nansannuitasauny
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1. savLlgsusTIuE 50203

2. Fovurwaussnus #angUdnal (Look development) dwisulalunundngss
3. MUNIUASST N/A

4. andlus ™M RNIEN O

5. §1u¥uTee1Tnuasas®n (Occupational Classification)
N/A
6. AIDSUNBNUNBAUTIOUY (Description of Unit of Competency)

Yo o a o o < ¥ ¥ ) A o o = A Yo ¥
wugtanansannaunusazalunsiwunguanve (Look Dev) luaennassiuguuuunuiidvun neriladensidonlytan was naeq
waznsUsTInaran e lamdauaNIswseddleaenemuweIniedUsiang Nakkarasnsdeansuaaranunsardmsulvuluaensuanase

7. AmTusTAUAAI

]

1 2 3 4 5 6 7 8

) 0 ) ~ ) 0 ) 0

8. nzj::um%w (Sector)
KUsEnouIninaugnaTnssuAaa
9. Fooninuazsiiaendnduiivuisaussauzianunsalala (and)
N/A
10. %ﬂﬁ’mu&ﬁﬂ%aﬂ{]iﬂtﬁﬂﬂﬁtﬁ.ﬂ’é“l‘l’a\‘i (Licensing or Regulation Related) (813)
Tudl

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

v 7 wa . . a a
au3Iauzyay (Element) nanlun1sujjunenu (Performance Criteria) ABn1sUsliu (Assessment)

5020301 1.1 Ainsgnaunein1svedlusianaiiefimuawuinig (vedeuvellou

Wondsmslumswaun  Look Dev Look Dev msasan1su iR
InaeanaasiugULuUNY 1.2 Mauaunslodan wa LasuEuNITUTEINARANIN | WHNETANNAII

(Render) Tz AUNMAULUULAZILUIAR

5020302 2.1 Nuaslrmneiue1sumvean SLELIBIRAN

WonlyTan dauaduay render 22 nsasansU iR
TngiiteuansnadnsvegUuanuvesing 3 IR umnaesuaziadlinmanssvisedennaasiuanyne [untazaunadu

vosgudnuauvesing 3 {if Mnainis
2.3 Usgaianann (Render) TnaLitowanauiy was
wagian

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

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

14.

15.

16.

17.

) AUABINITIANUTINGE

—~

Tinwrlumalinsednuasauuasiumseslusianaiioriufivun Look Dev
stnwrluneausumslyian uas nass uazns render Tumanzay
vinwrlunadonuasyumuesiasiuiialunsetununesnis
vinurlunsdnuaniiolnAndia ewdn wieorsuaivesnmiinesns

winwrluns render nmiftonansgudnunivasingluanmuasiiidle
ﬁ’ﬂﬂﬂumﬂ%ﬁaﬂéwﬁ Look Development L“ljlu Maya, Blender, Arnold, Redshift &=

A e R

%) AUABINITATUATI]

mm%ﬁlmﬁ’umié'?qﬂ'ﬁ’a@Lﬁ'ammuﬂmﬁnwmxﬁﬁm

Anugnunslouas naes wasssmedlunisasanwiideansensual

A lalunszuaums render wazuaun1sdanislnaninlunisuaunisndn
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