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1. [bookmark: _Toc11027894][bookmark: _Toc27869487][bookmark: _Toc40580085][bookmark: _Toc40580188][bookmark: _Toc52733077][bookmark: _Toc59967011][bookmark: _Toc479859626][bookmark: _Toc11027895][bookmark: _Toc27869488]Introduction
Graphic Design is one of the most popular area of computer sciences with the highest demand in the overall job-market. The field is of an utmost importance and is assisting individual along with employer around the globe. Moreover, on individual level one can also be certified with Graphic Designing certification which is an industry recognized credential that can get an individual to excel in design career, benefitting both individual and employer. Certification provides reliable validation of skills and knowledge and would lead to accelerated professional development, improved productivity, and enhanced credibility.
In connection with job market demand, there is a critical need to strengthen and promote productive working relationship between the training provider and industry to enhance quality of training delivery, enterprise competitiveness and access to attractive employment.
[bookmark: _Toc40580086][bookmark: _Toc40580189]For the same reason, existing National Vocational Qualification Framework (NVQF) for graphic and media design trade have been identified for review and further development of the existing levels, skills set, and industry demanded occupational competencies. Furthermore, this occupation has been developed in response to the demands of market and national priorities with the contribution of industry at key stages in the development process.
Main elements in the development of this qualification consists of competency standards, course structure, levelling, credit hours, tools, and equipment as per National Vocational Qualification Framework (NVQF) development manual using the competency-based training and assessment (CBT&A) approach.
2. [bookmark: _Toc52733078][bookmark: _Toc59967012]Purpose of the Qualification
NVQF qualifications are comprehensive packages of competency standards for defined occupations. They are developed keeping in view the demands of job market and national priorities with the contribution of industry at key stages in the development process.
The purpose of these qualifications is to standardize the competency standards fort TVET providers that will serve as key elements in enhancing quality of training and assessment.
The specific objectives of developing these qualifications are as under:
· To set high profile standard professions for the industry to generate standard outputs.
· To validate an individual skill, knowledge and understanding regarding relevant occupations.
· In a Competency Based Training (CBT), these qualifications provide overall course guidelines in relation to teaching and learning and act as the key instrument in supporting standardized formal, non-formal and informal training.
· Improve the professional competence of TVET professionals/trainers to fulfill job market demand.
· Equip the instructional staff with modern CBT&A tools, methodologies and processes as envisaged under NVQF.
· Provide flexible pathways and progressions in training and assessment field.
· Enable the TVET professional/instructional staff to perform their duties in efficient manner.
· Establish a standardized and sustainable system of training for TVET professional/instructional staff in the country.
3. [bookmark: _Toc40685072][bookmark: _Toc52733079][bookmark: _Toc59967013]Curriculum Development Committee

	Sr. No
	Name
	Designation
	Organization

	1
	Mr. Fayaz A. Soomro,
	Dy. Director
Quality Assurance 
	NAVTTC

	2
	Ms. Sadia Zafer
	Lecturer, DACUM Facilitator 
	P-TEVTA

	3
	Dr Haseeb
	Faculty 
	Institute of Media Science, Islamabad

	4
	Ihsan Qadir Hashmi
	Director
	PTV HQs, Islamabad (Industry)

	5
	Dr. Ayesha 
	Associate Professor  
	Fatima Jinnah University

	6
	Muhammad Nasir Khan
	DACUM Expert
	EX-DD, SS&C Wing-NAVTTC, Islamabad,

	7
	Mr. Amanullah Ch
	Representative from PBTE, Lahore 
	PBTE, Lahore 

	8
	Dr. Ahsan Tariq
	Representative from P-TEVTA
	P-TEVTA



4. [bookmark: _Toc40685073][bookmark: _Toc52733080][bookmark: _Toc59967014]Curriculum Review & Validation Committee.

	Sr. No
	Name
	Designation
	Organization

	1
	Dr. Muhammad Bakhsh 
	Deputy Director
	Pakistan Academy for Rural Development

	2
	Mr. Amjad Ali, Assistant 
	Professor
	GCT, SWAT

	3
	Shaikh Humayun Bashir 
	Sr. Instructor
	GCT (PGI), Lahore

	4
	Syed Shadab Ali Shah, 
	Assistant Professor
	GPI Karak

	5
	Ms. Afshan Aziz, 
	 Administrator
	GTVC Gulbahar, KP TEVTA

	6
	Ms. Uzma
	Chief Instructor (IT)
	GATC, Township, Lahore 

	7
	Mr. Amanullah, 
	Sr. Research Officer
	(PBTE), Lahore 

	8
	Fayaz A. Soomro
	Deputy Director (TE)
	NAVTTC

	9
	Muhammad Nasir Khan
	DACUM Expert
	EX-DD, SS&C Wing-NAVTTC, Islamabad,


5. [bookmark: _Toc40685075][bookmark: _Toc59967015] Entry Level of Trainees
The entry for National Diploma (DAE) level 5, in Graphics Designing Technology are 
1. A person having National Vocational Certificate level 4 in Computer Information Technology.
2. A person having Matric certificate with science subject
6. [bookmark: _Toc52733081][bookmark: _Toc59967016]Minimum Qualification for Teachers
· Master’s in Graphic Design/Multimedia Arts with 01 Year Teaching/Industry relevant Experience
· Bachelor’s in graphic design/ With 03-year Teaching/Industry relevant Experience 
· D. A. E. in Computer Technology/ Printing & Graphic Design with 07 Years teaching/Industry relevant (Unity 3D, 2D/3D, Motion Graphics, Ul/UX) experience.
· Must be able to communicate effectively. 
7. [bookmark: _Toc40685077][bookmark: _Toc52733082][bookmark: _Toc59967017]Medium of Instruction
English and Urdu.
8. [bookmark: _Toc40685078][bookmark: _Toc52733083][bookmark: _Toc59967018]Duration of the Course:
The proposed curriculum is composed of 22 modules that will be covered in  3500 Learning hours. Duration of the course is proposed to be Three years. 
Level - 2 = 6 months (Approx 800 Hrs).
Level - 3 = 6 months (Approx 800 Hrs)
Level - 4 = 1 Year (Approx 1600 Hrs)
Level - 5 = 1 Year (Approx 1600 Hrs)







9. [bookmark: _Toc59967019]CODE OF QUALIFICATION

   			The International Standard Classification of Education (ISCED) is a framework for assembling, compiling, and analyzing cross-nationally comparable statistics on education and training, ISCED codes for these qualifications as assigned as follow:

	Qualification Title
	Code

	National Vocational Qualification Level-3 in Computer Operator
	0000000000

	National Vocational Qualification Level -3 in IT Office Assistant	
	0000000000

	National Vocational Qualification Level -4 in IT Lab Assistant	
	0000000000

	National Vocational Qualification Level -5 in Assistant System Administrator
	0000000000

	National Vocational Qualification Level -5 in Assistant Network Administrator
	0000000000

	National Vocational Qualification Level -5 in Assistant Programmer	
	0000000000

	National Vocational Qualification Level -5 in Assistant Web Developer
	0000000000

	National Vocational Qualification Level -5 in Assistant Graphic Designer
	0000000000



10. [bookmark: _Toc10022857][bookmark: _Toc13234832][bookmark: _Toc59967020]PACKAGING OF QUALIFICATION
The National Vocational Qualifications are packaged as per following:
	[bookmark: _Toc59967021]                                               LEVEL-2 (core competencies)

	0000000
	Manage meetings
Operate digital media technology
Maintain professionalism in workplace
Create user documentation
Manage workforce planning
Undertake project work
Create technical documentation
Identify and communicate trends in career development
Use social media tools for collaboration and engagement
Develop entrepreneurial skills
Apply project information management and communications techniques
Apply interpersonal skills
Develop project   management plan
Work safely in an office environment

	0000000
	

	0000000
	

	0000000
	

	0000000
	

	0000000
	

	0000000
	

	0000000
	

	0000000
	

	0000000
	

	0000000
	

	0000000
	

	0000000
	

	[bookmark: _Toc59967022]LEVEL-3 (core competencies)

	0000000
	Perform graphics Designing using latest software’s

	0000000
	Develop Digital Media Design

	0000000
	Design Branding and Stationery

	0000000
	Develop Fashion Design Concepts

	[bookmark: _Toc59967023]LEVEL- 4 (core competencies)

	0000000
	Demonstrate Modern Printing Concepts

	0000000
	Apply Photo Editing and Retouching

	0000000
	Create Calligraphy and Drawing

	[bookmark: _Toc59967024]LEVEL-5 (core competencies)

	0000000
	Create Logo Design

	0000000
	Design Art & illustration

	0000000
	Develop Print Media Design

	0000000
	Design Game 

	0000000
	Develop UI Design

	0000000
	Create 2d Animation Design

	0000000
	Demonstrate Latest Video Editing Software 

	0000000
	Demonstrate Latest 3d Animation and Gaming Software 

	0000000
	Create 2d and Whiteboard Animation

	0000000
	Apply Modern Techniques in Filmmaking

	0000000
	Apply Video editing and Visual Effects 

	0000000
	Create 3d Models and Animations

	0000000
	Develop commercial photography

	0000000
	Create Digital Advertisement

	0000000
	Create 2d/3d Games





[bookmark: _Toc10022858][bookmark: _Toc13234833][bookmark: _Toc59967025]10.SUMMARY OF COMPETENCY STANDARDS
	Code
	Competency Standards
	Level
	Theory Contact Hours
	Practical Contact hours
	Total Contact Hours
	Category

	[bookmark: _Toc59967026]1st Semester

	1
	Perform graphics designing using latest software
	3
	10
	140
	150
	Technical

	2
	Create a logo design
	5
	10
	90
	100
	Technical

	3
	Design branding & stationery
	3
	10
	140
	150
	Technical

	4
	Operate digital media technology
	2
	10
	70
	80
	Technical

	5
	Manage meetings
	2
	10
	10
	20
	Generic

	6
	Maintain professionalism in workplace
	2
	10
	10
	20
	Generic

	Total
	60
	460
	520
	



	Code
	Competency Standards
	Level
	Theory Contact Hours
	Practical Contact hours
	Total Contact Hours
	Category

	[bookmark: _Toc59967027]2nd Semester

	1
	Design art & illustration
	5
	30
	120
	150
	Technical

	2
	Develop print media design
	5
	30
	120
	150
	Technical

	3
	Develop digital media design
	3
	30
	120
	150
	Technical

	4
	Create user documentation               
	2
	25
	25
	50
	Technical

	5
	Manage workforce planning               
	2
	10
	10
	20
	Generic

	6
	Undertake project work               
	2
	10
	10
	20
	Generic

	Total
	135
	405
	540
	




	Code
	Competency Standards
	Level
	Theory Contact Hours
	Practical Contact hours
	Total Contact Hours
	Category

	[bookmark: _Toc59967028]3rd Semester

	1
	Design game
	5
	20
	130
	150
	Technical

	2
	Develop UI design
	5
	20
	60
	80
	Technical

	3
	Create 2d animation design
	5
	20
	130
	150
	Technical

	4
	Demonstrate modern printing concepts
	4
	20
	60
	80
	Technical

	5
	Create technical documentation  
	2
	25
	25
	50
	Technical

	6
	Identify and communicate trends in career development
	2
	10
	10
	20
	Generic

	Total
	115
	415
	530
	




	Code
	Competency Standards
	Level
	Theory Contact Hours
	Practical Contact hours
	Total Contact Hours
	Category

	[bookmark: _Toc59967029]4th Semester

	1
	Apply photo editing & retouching
	4
	20
	130
	150
	Technical

	2
	Demonstrate latest video editing software
	5
	20
	130
	150
	Technical

	3
	Create 2d & whiteboard animation
	5
	20
	130
	150
	Technical

	4
	Apply modern techniques in filmmaking
	5
	20
	130
	150
	Technical

	5
	Use social media tools for collaboration and engagement
	2
	10
	10
	20
	Technical

	6
	Develop entrepreneurial skills
	2
	10
	10
	20
	Generic

	Total
	100
	540
	640
	



	Code
	Competency Standards
	Level
	Theory Contact Hours
	Practical Contact hours
	Total Contact Hours
	Category

	[bookmark: _Toc59967030]5th Semester

	1
	Demonstrate latest 3d animation & gaming software
	5
	20
	130
	150
	Technical

	2
	Apply video editing & visual effects
	5
	20
	130
	150
	Technical

	3
	Create 3d models & animations
	5
	20
	180
	200
	Technical

	4
	Develop commercial photography
	5
	20
	130
	150
	Technical

	5
	Apply project information management and communications techniques               
	2
	10
	10
	20
	Technical

	6
	Apply interpersonal skills
	2
	10
	10
	20
	Generic

	Total
	100
	590
	690
	



	Code
	Competency Standards
	Level
	Theory Contact Hours
	Practical Contact hours
	Total Contact Hours
	Category

	[bookmark: _Toc59967031]6th Semester

	1
	Develop fashion design concepts
	3
	20
	100
	120
	Technical

	2
	Create calligraphy & drawing
	4
	20
	100
	120
	Technical

	3
	Create digital advertisement
	5
	20
	80
	100
	Technical

	4
	Create 2d/3d games
	5
	20
	180
	200
	Technical

	5
	Develop project   management plan          
	2
	10
	10
	20
	Technical

	6
	Work safely in an office environment
	2
	10
	10
	20
	Generic

	Total
	100
	480
	580
	




11. [bookmark: _Toc52733084][bookmark: _Toc59967032]COMPETENCIES TO BE GAINED AFTER COMPLETION OF COURSE
	Detail of the modules included in qualification are given below:
[bookmark: _Toc52733085][bookmark: _Toc59967033]1.Graphics designer 
0-E&A-1    	Perform graphics designing using latest software.
0-E&A-2	Create a logo design
0-E&A-3	Design Art and Illustration	
0-E&A-4	Develop Print Media Design
0-E&A-5	Develop Digital Media Design.
0-E&A-6	Design Game
0-E&A-7	Design UI Design
0-E&A-8.	 Design Branding & Stationery
0-E&A-13     	Create Calligraphy & Drawing	
[bookmark: _Toc52733086][bookmark: _Toc59967034]2.photographer 
[bookmark: _Hlk59273347]0-E&A-1.	Perform graphics designing using latest software
0-E&A-12.	Apply Photo Editing & Retouching 
0-E&A-20	Develop Commercial Photography
[bookmark: _Toc52733087][bookmark: _Toc59967035]3.brand identity designer 
0-E&A-1.	Perform graphics designing using latest software
[bookmark: _Hlk59273370]0-E&A-2.	Create a logo design 
[bookmark: _Hlk59273422]0-E&A-4	Develop Print Media Design
[bookmark: _Hlk59273452]0-E&A-5	Develop Digital Media Design
[bookmark: _Hlk59273547]0-E&A-8.	Design Branding & Stationery
[bookmark: _Toc52733088][bookmark: _Toc59967036]4. photo editing & photoshop artist 
0-E&A-1.	Perform graphics designing using latest software
0-E&A-2.	Create a logo design
0-E&A-5        Assess Quality of Given Equipment and works
[bookmark: _Hlk59273820]0-E&A-12 	Apply Photo Editing & Retouching
[bookmark: _Hlk59273855]0-E&A-20 	Develop Commercial Photography
[bookmark: _Toc52733089][bookmark: _Toc59967037]5.creative art designer 
0-E&A-1.	Perform graphics designing using latest software
0-E&A-2	Create a logo design
[bookmark: _Hlk59273395]0-E&A-3	Design Art and Illustration
0-E&A-4	Develop Print Media Design
0-E&A-5	Develop Digital Media Design
[bookmark: _Hlk59273496]0-E&A-6	Design Game
[bookmark: _Hlk59273516]0-E&A-7	Design UI Design
0-E&A-8	Design Branding & Stationery
[bookmark: _Hlk59273572]0-E&A-13 	Create Calligraphy & Drawing
0-E&A-21	 Create Digital Advertisement

[bookmark: _Toc52733090][bookmark: _Toc59967038]6. multimedia designer 
0-E&A-14.	Demonstrate Latest Video Editing Software
0-E&A-17.	Apply Modern Techniques in Filmmaking
0-E&A-18	Apply Video Editing & Visual Effects
0-E&A-20.  	Develop Commercial Photography
[bookmark: _Hlk59276067]0-E&A-21. 	Create Digital Advertisement
[bookmark: _Toc52733091][bookmark: _Toc59967039]7.games developer 
0-E&A-15	Demonstrate Latest 3D Animation & Gaming Software
0-E&A-19.	Create 3D Models & Animations
0-E&A-22.	Create 2D/3D Games.

8. [bookmark: _Toc59967040]video & film editor 
[bookmark: _Hlk59276355]0-E&A-14.	Demonstrate Latest Video Editing Software
[bookmark: _Hlk59276379]0-E&A-17.	Apply Modern Techniques in Filmmaking.
[bookmark: _Hlk59276403]0-E&A-18	Apply Video Editing & Visual Effects
0-E&A-21.	Create Digital Advertisement
9. [bookmark: _Toc59967041]2d/3d animation 
[bookmark: _Hlk59274002]0-E&A-9	Create 2D Animation Design
[bookmark: _Hlk59276745]0-E&A-15.	Demonstrate Latest 3D Animation & Gaming Software 
0-E&A-16	Create 2D & Whiteboard Animation 
[bookmark: _Hlk59276783]0-E&A-19.	Create 3D Models & Animations
[bookmark: _Toc52733094][bookmark: _Toc59967042]10.social media manager 
0-E&A-1	Perform graphics designing using latest software
0-E&A-5	Develop Digital Media Design
0-E&A-12	Apply Photo Editing & Retouching
0-E&A-21.	Create Digital Advertisement
11. [bookmark: _Toc59967043]digital marketing expert  
0-E&A-1	Perform graphics designing using latest software
0-E&A-12	Apply Photo Editing & Retouching
0-E&A-21.	Create Digital Advertisement
12. [bookmark: _Toc59967044]calligraphy & drawing artist 
0-E&A-1	Perform graphics designing using latest software
0-E&A-12	Apply Photo Editing & Retouching
0-E&A-13.	Create Calligraphy & Drawing
13. [bookmark: _Toc59967045]d modeling for games 
0-E&A-15	Demonstrate Latest 3D Animation & Gaming Software
0-E&A-19	Create 3D Models & Animations
[bookmark: _Hlk59276833]0-E&A-22.	Create 2D/3D Games


[bookmark: _Toc59967046]Module 01: Perform graphics designing using latest software

Objective: This competency standard will provide skills and knowledge related to basic graphic designing software and its applications in different areas. The Trainee will be able to demonstrate your skills in computer graphic applications such as Adobe Photoshop, Adobe Illustrator, Adobe in Design, CorelDraw, Adobe Light room and Inpage as well as installation and troubleshooting of this software.
 Duration:  150 Hours			Theory: 12 Hours		Practice:  138Hours                  Credit Hours:  15

	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Apply Adobe Photoshop tools
	Trainee will be able to:
· Create/open/save/import/export new file using Photoshop as per requirements
· Apply different tools in tool bar using Photoshop as per requirements
· Create/merge/group layers using Photoshop as per requirements
· Perform retouching, color & adjustment layers using Photoshop as per requirements
· Design/add shapes, fills, strokes, and text using Photoshop as per requirements
· Apply filters and effects on given image using Photoshop
	Knowledge of

· creating new file
· using basic tools to create basic shapes
· layer adjustments
· filters for image treatment

Practical Activity:
Create four basic shapes using shape tool or pen tool
	Theory-2Hrs
Practical-23Hrs
Total- 25 Hrs
	· Computer system
· Adobe Photoshop software
	Computer Lab

	LU2.
Apply Adobe illustrator tools
	Trainee will be able to:
· Create/open/save/import/export new file using Illustrator as per requirements
· Apply different tools in tool bar using Illustrator as per requirements
· Create/merge/group layers using Illustrator as per requirements
· Design shapes, fills, strokes, and lines using Illustrator as per requirements
· Perform colors, gradients and patterns on shapes using Illustrator as per requirements
· Apply/create effects on shapes using
	Knowledge of

· creating new file
· basic tools to creating basic shapes
· creating shapes with gradients, fill and strokes

Practical Activity:
      Create 10 shapes and apply different color gradients

	Theory- 2 Hrs
Practical- 23 Hrs
Total- 25 Hrs
	· Computer system
· Adobe Illustrator software
	Computer Lab

	LU3.
Apply Adobe In Design tools
	· Create/open/save/import/export new file using In Design as per requirements 
· Perform different tools in tool bar using InDesign as per requirements
· Add assets and multi-page documents using InDesign as per requirements
· Apply editing techniques, colors, editing styles and effects using InDesign as per requirements
· Perform interactivity and printing/exporting using InDesign as per requirements
	Knowledge of

· creating new file
· importing files/images to InDesign
· exporting editable and printable files
Practical Activity:
      Create a 10-page booklet, import files/images, and save as PDF
	Theory- 2 Hrs
Practical- 23 Hrs
Total- 25 Hrs
	· Computer system
· Adobe InDesign software
	Computer Lab

	LU4.
Perform Adobe Light room tools
	· Import, organize and filter photos using Adobe light room as per requirements
· Perform different tools in tool bar using Adobe light room as per requirements
· Perform editing of RAW, DNG, and JPG images using Adobe light room as per requirements
· Apply internal and external plugging on photos using Adobe light room as per requirements
· Apply Presets on photos using Adobe light room as per requirements
· Apply saving and exporting of photos using Adobe light room as per requirements
	Knowledge of

· import RAW images
· tools and filter
· light setting and color correction

Practical Activity:
      Edit a RAW image using various filters/functions

	Theory- 2 Hrs
Practical- 23 Hrs
Total- 25 Hrs
	· Computer system
· Adobe Light room
software
	Computer Lab

	LU5.
Apply Corel draw tools
	· Create/open/save/import/export new file in Corel Draw as per requirements
· Perform different tools in tool bar
· Design shapes, fills, strokes and lines 
· Perform colors, gradient and patterns on shapes
· Apply/create effects on shapes
· Import Urdu/Arabic writing in Corel Draw as per requirements
	Knowledge of

· creating new file
· basic tools to create basic shapes
· creating shapes with gradients, fill and strokes
Practical Activity:
      Design a balanced composition with the help of shapes
	Theory- 2 Hrs
Practical- 23 Hrs
Total- 25 Hrs
	· Computer system
· Corel draw
software
	Computer Lab

	LU6.
Apply In page tools
	· Create/open/save/import/export new file in page as per requirements
· Perform different tools in tool bar
· Set/create keyboard setting
· Perform index by table, forms, book layout and general layouts
· Add, use and format new fonts
	Knowledge of

· creating new file
· Urdu typography
· typeface 

Practical Activity:
      Type a sentence in Urdu typography and export file.


	Theory- 2 Hrs
Practical- 23 Hrs
Total- 25 Hrs
	· Computer system
· In page
software
	Computer Lab



[bookmark: _Toc59967047]Module 2: CREATE A LOGO DESIGN
Objective: This competency standard will provide skills and knowledge related to Logo Designing. The Trainee will be able to demonstrate structuring, coloring, font and create different types of logos. 
 Duration:  100 Hours			Theory:  10 Hours		Practice:  90 Hours                  Credit Hours:  10
	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Develop Structure for Logo
	Trainee will be able to:

· Search on internet for inspirations 
· Design concept on paper as per given requirements
· Create design as given on paper using graphic software
	Knowledge of:

· logo
· research for inspirations 
· generating concept on paper and final production on a design software
Practical Activity:
Generate a logo concept on paper.

	Theory-2 Hrs
Practical-22.5 Hrs
Total-24.5 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop / Adobe illustrator)
	Computer Lab

	LU2.
Apply  Color Theory to design  LOGO

	Trainee will be able to:
· Search for color patterns
· Perform color creations by using color selection tools
	Knowledge of:

· colors according to brand philosophy
· Selection of color code for the final design

Practical Activity:
Create color scheme for the logo.
	Theory-2.5 Hrs
Practical-22.5 Hrs
Total-25 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop / Adobe illustrator)
	Computer Lab

	LU3.
Perform Fonts Selection

	Trainee will be able to:
· Search on internet for inspirations 
· Design concept on paper as per given requirements
· Create design as given on paper using graphic software
· Perform font installation and selection
· Design typography-based logos
· Format text with different fonts to create typography
	Knowledge of:

· fonts installation
· typography logos
· combing fonts to create typography

Practical Activity:
Create a typography-based logo

	Theory-2.5 Hrs
Practical-22.5 Hrs
Total-25 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop / Adobe illustrator)
	Computer Lab

	LU4.
Create different Type of logos

	Trainee will be able to:
· Create Versatile logo using graphic software as per given requirement 
· Create Minimal/ flat logo using graphic software as per given requirement 
· Create Hand Drawn logo using graphic software as per given requirement
· Create Games logo using graphic software as per given requirement
· Create Vintage/retro logo using graphic software as per given requirement
· Create Signature logo using graphic software as per given requirement
	Knowledge of:

· Knowledge of logo design on software 
· Font selection with logo design
· Design logos in various art styles

Practical Activity:
Design a flat vector logo including an icon and typography

	Theory-3 Hrs
Practical-22.5 Hrs
Total-25.5 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop / Adobe illustrator)
	Computer Lab



[bookmark: _Toc59967048]Module 3: DESIGN ART & ILLUSTRATION
Objective: This competency standard will provide skills and knowledge related to design art & illustration. The Trainee will be able to draw Lines, Shapes, illustration, Pattern, and digital art using different graphic software. The Trainee can demonstrate your skills to create and modify design art & illustration.
 Duration:  150 Hours			Theory:  30 Hours		Practice:  120 Hours                  Credit Hours:  15
	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Draw lines using graphics software   
	Trainee will be able to:

· Draw straight lines to create the required shape by using graphics software 
· Draw, edit and smoothen shapes with pen and line tools
· Draw shapes with brushes
· Create and import new brushes
	Knowledge of 
· draw, edit different shapes with pen and line tools
· create and import new brushes.
Practical Activity:
Draw a basic shapes by using line tool or brush tool.
	Theory- 10 Hrs
Practical- 25 Hrs
Total- 35 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop illustrator)
	Computer Lab

	LU2.
Draw Shapes using graphic software 
	Trainee will be able to:
· Create and edit shapes by using shape tools
· Import shapes from different files
· Perform image tracing to create shapes and art
	Knowledge of 
· draw, edit different shapes with pen and line tools
· create and import new brushes, create and edit shapes by using shape tools
Practical Activity:
Draw a composition using different shape tools.
	Theory- 10 Hrs
Practical- 30 Hrs
Total- 40 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop illustrator)
	Computer Lab

	LU3.
Design A Pattern 
	Trainee will be able to:
· Create lines and shapes to create an illustration
· Add color from color library in an illustration
· Import shapes from different files
	Knowledge of 
· draw, edit different shapes with pen and line tools
· create and edit shapes by using shape tools
Practical Activity:
Draw a geometrical pattern with shape tools and add color to it.

	Theory- 5 Hrs
Practical- 30 Hrs
Total- 35 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop illustrator)
	Computer Lab

	LU4.
Design A Digital Art 
	Trainee will be able to:
· Design shapes and art 
· Use design and art to create patterns
· Create text-based patterns 
· Create Vintage/retro logo using graphic software as per given requirement
· Create Signature logo using graphic software as per given requirement
	Knowledge of 
· logo 
· Draw, edit different shapes with pen and line tools
· Create and edit shapes by using shape tools
· Import shapes from different files
· Perform image tracing to create shapes and art
· Create lines and shapes to create an illustration.
Practical Activity:
Create/trace an illustration using line and shape tools.
	Theory- 5 Hrs
Practical- 35 Hrs
Total- 40 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop illustrator)
	Computer Lab


[bookmark: _Toc59967049]Module 4: Develop Print Media Design
Objective: This competency standard will provide skills and knowledge related to print media design. The Trainee will be able to design flyers, trifold brochures, magazine, banners, labels, and packaging.
 Duration: 150 Hours			Theory: 30 Hours		Practice: 120 Hours                  Credit Hours:  15
	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Develop print media design
	Trainee will be able to:

· Perform art board, Margins, grids, and layers using graphics software as per requirements
· Apply color, gradients, fonts, styles and effects using graphic software as per requirements
· Perform import, export and print setting of files using graphic software as per requirement

	Knowledge of 
· Client expectation and need 
· Print media design. 
· Differentiation between Basic design flyers, trifold, brochures and magazine 
· Differentiation between banners, labels and packaging
· 
Practical Activity:
Design a flyer for book fair using software tools.
	Theory- 10 Hrs
Practical- 30 Hrs
Total- 40 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop illustrator)
	Computer Lab

	LU2.
Design flyers, trifold, brochures and magazine
	Trainee will be able to:
· Create shapes and select images using graphics software as per requirements
· Design a flayer as per requirements using graphics software
· Design trifold as per requirements using graphic software
· Design brochures as per requirements using graphic software
· Design magazine as per requirements using graphic software
	Knowledge of 
· Create and import new brushes, create and edit shapes by using shape tools
· Print media design. 
· Differentiation between Basic design flyers, brochures and magazine 
· Differentiation between banners, labels and packaging.
Practical Activity:
Design a brochure for any brand or organization by using software.
	Theory- 10 Hrs
Practical- 40 Hrs
Total- 50 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop illustrator)
	Computer Lab

	LU3.
Design banners, labels and packaging
	Trainee will be able to:
· Create shapes and select images using graphics software as per requirements
· Design a banner as per requirements using graphics software
· Design a label as per requirements using graphics software
· Design a packaging as per requirements using graphics software
	Knowledge of 
· Color schemes.
· Differentiation between basic design flyers, brochures and magazine banners, labels and packaging. 
· Different types of packaging.
· Different type of packaging materials.
· Understanding of mockups.
Practical Activity:
Design a package for food item and create a mockup by using software.
	Theory- 10 Hrs
Practical- 50 Hrs
Total- 60 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop illustrator)
	Computer Lab


[bookmark: _Toc59967050]Module 5: Develop Print Media Design

Objective: This competency standard will provide skills and knowledge about fundamentals of digital media designs, design e-book, e-magazine cover, social media banners and Info graphics. 
 Duration: 150 Hours			Theory: 30 Hours		Practice: 120 Hours                  Credit Hours:  15
	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Design Fundamentals
	Trainee will be able to:

· Perform art board, margins, grids, and layers using graphics software as per requirements
· Apply color, gradients, fonts, styles and effects using graphic software as per requirements
· Perform import, export and print setting of files using graphic software as per requirement

	Knowledge of 
· Terms and concepts, shapes and images selection for Magazine, Poster, Social media channel and Info graphics
· Fundamental of dimensions
Practical Activity:
Create multiple artboards of different sizes by setting specific margins and grids.
	Theory- 20 Hrs
Practical- 18 Hrs
Total- 38 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop illustrator)
	Computer Lab

	LU2.
Design book and magazine cover
	Trainee will be able to:
· Create shapes and select images using graphics software as per requirements
· Design book cover as per requirements using graphics software
· Design magazine as per requirements using graphics software
· Design poster as per requirements using graphics software
	Knowledge of 
· Terms and concepts, shapes and images selection for Magazine, Poster, and, print media.
· Composition and layouts.
· Color theories according to organizations.
Practical Activity:
Design a fashion magazine cover using different shapes and graphics. 
	Theory- 5 Hrs
Practical- 27 Hrs
Total- 32 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop illustrator)
	Computer Lab

	LU3.
Design social media banners
	Trainee will be able to:
· Create shapes and select images using graphics software as per requirements
· Perform social media channel selection and sizing using graphics software as per requirements

	Knowledge of 
· Terms and concepts, shapes and images selection for digital media (Magazine, Poster etc.)
· Social media channel
· Info graphics.
· Fundamental of dimensions
Practical Activity:
Design a social media banner for a clothing brand as per requirements.
	Theory- 5 Hrs
Practical- 35 Hrs
Total- 40 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop illustrator)
	Computer Lab

	LU4.
Design info graphics

	Trainee will be able to:
· Perform research and data collection using online, offline research as per requirements
· Create shapes and select images using graphics software as per requirements
· Create info graphics by combing data, designs and images using graphics software as per requirements

	Knowledge of 
· Terms and concepts, shapes and images selection for Magazine, Poster, Social media channel and Info graphics.

· Design concept of using graphics and info graphics.
Practical Activity:
Design info graphic for classroom.
	Theory- 5 Hrs
Practical- 35 Hrs
Total- 40 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop illustrator)
	




[bookmark: _Toc59967051]Module 6: DESIGN GAME.

Objective: This competency standard will provide skills and knowledge about fundamentals of game design, create elements, scenes, levels, and environment. The trainee will be able to Design and modify simple games to meet specific targets according to job requirements.
 Duration:  150 Hours			Theory:  20 Hours		Practice:  130 Hours                  Credit Hours:  15

	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Design fundamentals

	Trainee will be able to:
· Perform game platform selection to create graphics as per requirements
· Perform selection of reference images and story design as per requirements
· Perform selection of elements, scenes, levels, and environment in graphics designing software as per requirements

	· Understanding about characters, game story, environment, and element is in game (UI)
· Perspective of games Levels and Scenes for game (UI)
Practical Activity:
Design environment screen for game (UI)

	Theory- 9 Hrs
Practical- 42 Hrs
Total- 51 Hrs
	· Computer system 
· Graphics Card or (VGA) card
· Graphics Software
	Class Room
Computer Lab

	LU2.
Design artwork and characters
	Trainee will be able to:
·  Design elements as per game requirement using graphics designing software 
· Design characters as per game requirement using graphics designing software
· Design environments and levels as per game requirement using graphics designing software
· Design artwork as per game requirement using graphics designing software

	
· Understanding about Games User Interface (UI) and its attributes.
· Knowledge about games screens (Splash, Main, Level Selection, Next level etc.) as per game requirements for game (UI).
Practical Activity:
Design game (UI) by using characters with element’s according to story on environment screen.

	Theory- 11 Hrs
Practical- 88 Hrs
Total- 99 Hrs
	· Computer system 
· Graphics Card or (VGA) card
· Graphics Software 
	Class Room
Computer Lab


[bookmark: _Toc59967052]Module 7: Develop UI Design.
Objective: This competency standard will provide skills and knowledge related to wireframe,  perform Colors, fonts, objects, and images selection for UI. The Trainee will be able to create colors platters, objects, Design multiple pages and Export for visual presentation. 
Duration:  80 Hour              Theory:  20 Hours	 	          Practice:  60 Hours                                Credit Hours:  8
	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Create wireframe for UI 
	Trainee will be able to:
· Perform selection of wireframe making software as per UI requirement for web, software, mobile games/applications.
· Create wireframe as per UI requirement on paper and using graphics software.
	· Understanding about different types of UI Design. 
· Understanding about Wireframe and its attributes.
· Knowledge to draw wireframe on paper and software.
· Understanding about artboards sizes for different UI (Software, Website, Mobile games/applications)
Practical Activity:
Design wireframe for  UI (Software, Website, Mobile games/applications)
	Theory- 6 Hrs
Practical- 15 Hrs
Total- 21 Hrs
	· Computer System 
· Graphic software
	Class Room
Computer Lab

	LU2.
Perform colors,fonts, objects and images selection for UI
	Trainee will be able to:
· Create colors palette using graphics software as per requirements
· Search fonts and images for UI 
· Create objects for UI using graphics software as per requirements
	
· Understanding of color codes, color gradients and color scheme according to the UI
· Understanding about fonts
· Font Variants 
· Types of fonts 
· Font installation
· Knowledge of UI requirements for images and objects selection.  
Practical Activity:
For designed wireframe: choose color scheme, Images, Fonts as per UI requirements. 
	Theory- 8 Hrs
Practical- 15 Hrs
Total- 23 Hrs
	· Computer System 
· Graphic software
	Class Room
Computer Lab

	LU3.
Design UI
	· Design UI as per requirements by using colors, fonts and objects
· Design multiple pages for UI using graphics software as per requirements
· Export and save UI screens for visual presentation as per requirements using graphics software
	· Understand about flow of UI for multiple screens.
· Knowledge to save and export UI from software.
Practical Activity:
Design multiple screens according to UI requirements with images, color scheme, fonts and save the extension file and export screens for Presentation.
	Theory- 6 Hrs
Practical- 30 Hrs
Total- 36 Hrs
	· Computer System 
· Graphic software
	Class Room
Computer Lab



[bookmark: _Toc59967053]Module 8: DESIGN BRANDING & STATIONERY
Objective: 
This competency standard will provide skills and knowledge related to branding. Candidate will be able to set over all branding, applying margins and exporting artwork for printing.

 Duration:  150 Hours		Theory:  10 Hours	Practice:  140 Hours                  Credit Hours:  15
	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Create brand style guide
	Trainee will be able to:

1. Perform art boards, pages and layout as per requirements
1. Apply color, gradients, fonts, styles and effects using graphics software as per requirements
1. Perform import, export and print setting of files using graphic software as per requirement
	Knowledge of:

1. creating brand style guide
1. creating look and feel of brand
1. typography and color selection for imagery

Practical Activity:
Suggest a house color and typeface for any brand.

	Theory-4 Hrs
Practical-60Hrs
Total-64 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop / Adobe illustrator)
	Computer Lab

	LU2.
Perform stationery document settings 
	Trainee will be able to:
1. Perform art board, margins, grids, and layers using graphics software as per requirements
1. Apply color, gradients, fonts, styles and effects using graphics software as per requirements
· Perform import, export and print setting of files using graphic software as per requirement
	Knowledge of:

· creative ideas for stationery
· using different tools to  apply various effects

Practical Activity:

Identify and enlist various stationery elements and set their dimensions on software
	Theory-3 Hrs
Practical-40 Hrs
Total-43 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop / Adobe illustrator)
	Computer Lab

	LU3.
Design business cards and Letterhead 
	Trainee will be able to:
1. Create shapes and select images using graphics software as per requirements
1. Design business card as per requirements using graphics software
1. Design letterhead as per requirements using graphics software
1. Design multiple stationery elements as per requirements using graphics software

	Knowledge of:

· basic requirements of business card
· basic requirements of letterhead
· icons/vectors
· various stationery elements

Practical Activity:
Design a high resolution printable business card or Letterhead with all required information.

	Theory-3 Hrs
Practical-40 Hrs
Total-43 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop / Adobe illustrator)
	Computer Lab



[bookmark: _Toc59967054]Module 9: CREATE 2D ANIMATION DESIGN
Objective: This competency standard will provide skills and knowledge related to 2D animation design. The Trainee will be able to design art animation, elements, and characters. The Trainee can demonstrate your skills to create and modify game environment, game elements, objects, sketches, icons, and menus.
 Duration:  150 Hours			Theory: 20 Hours		Practice:  130 Hours                  Credit Hours:  15

	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Design fundamentals
	Trainee will be able to:
1. Perform art board, margins, grids, and layers using graphics software as per requirements
1. Apply color, gradients, fonts, styles and effects using graphics software as per requirements
1. Perform import, export and print setting of files using graphic software as per requirements

	Knowledge of:

· creating new file, margins and grids
· creating text animation
· using shapes to create a character

Practical Activity:
Animate your name by applying preinstalled effects
	Theory- 6 Hrs
Practical- 40 Hrs
Total- 46 Hrs
	· Computer system
· Adobe After Effects
	Computer Lab

	LU2.
Design art animation
	Trainee will be able to:
1. Illustrate from sketch using graphics software as per requirements
1. Use graphic software to create artwork
1. Design environment using graphics software as per requirements
1. Perform art and environment merge using graphics software as per requirements

	Knowledge of:

· importing vector files to animation software
· animation for landscape/objects
Practical Activity:
      Create a landscape and animate a few elements of background


	Theory- 6 Hrs
Practical- 40 Hrs
Total- 46 Hrs
	· Computer system
· Adobe After Effects
	Computer Lab

	LU3.
Design elements and characters
	1. Design characters from sketch using graphics software as per requirements
1. Design game elements using graphics software as per requirements
1. Design objects for game using graphics software as per requirements
1. Design icons and menus using graphics software as per requirements
	Knowledge of:

· character designing
· graphic elements for game
· UI

Practical Activity:
      Create a 2D character animation interacting with environment 

	Theory- 8 Hrs
Practical- 50 Hrs
Total- 58 Hrs
	· Computer system
· Adobe After Effects
	Computer Lab



[bookmark: _Toc59967055]Module 10: DEMONSTRATE MODERN PRINTING CONCEPTS

Objective: This competency standard will provide skills and knowledge related modern printing. The Trainee can demonstrate your skills to print digital plan, flexography plan, offset printing and screen printing.
 Duration: 80 Hours			Theory: 20 Hours		Practice: 60 Hours                  Credit Hours:  8
	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Perform Printing fundamentals
	Trainee will be able to:

· Select printing fundamentals as per requirements 
· Finalize designs, art and photos as per requirements
· Perform format conversion designs, art and photos as per requirements 
	Knowledge of
· Different types of printing machines
· Different designing software
· Printing fundamentals.
· Different formats
· File resolutions
· Color modes
Practical Activity:
Design a poster for a shoe company for printing purpose.
	Theory- 4 Hrs
Practical- 20 Hrs
Total- 24 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop illustrator)

	Computer Lab
Printing Lab

	LU2.
Perform digital printing
	Trainee will be able to:
· Perform printer setting as per user manual
· Perform print setting as per requirements
· Perform print quality check-up as per requirements
	Knowledge of
· Different types of digital printing machines
· Different designing software
· Different formats
· File resolutions.
· Color modes
Practical Activity:
Set your design according to printing requirements given by instructor.  
	Theory- 4 Hrs
Practical- 10 Hrs
Total- 14 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop illustrator)
Digital printer
Inkjet printer
	Computer Lab
Printing Lab

	LU3.
Perform Flexography
	Trainee will be able to:
· Perform printer setting as per user manual
· Perform print setting as per requirements
· Perform print quality check-up as per requirements 
	Knowledge of
· Different types of flexography printing machines
· Different formats
· File resolutions
· Color modes
Practical Activity:
Set your design according to printing requirements given by instructor.
	Theory- 4 Hrs
Practical- 10 Hrs
Total- 14 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop illustrator)
Flexography printer
	Computer Lab
Printing Lab

	LU4.
Set printing  offset 
	Trainee will be able to:
· Perform printer setting as per user manual
· Perform print setting as per requirements
· Perform print quality check-up as per requirements 
	Knowledge of
· Different types of offset printing machines
· Different designing software.
Practical Activity:
Select a template for mug, print and paste it on mug.

	Theory- 4 Hrs
Practical- 10 Hrs
Total- 14 Hrs
	· Computer system

· Graphic Software
(Adobe Photoshop illustrator)
Off set printer
	Computer Lab
Printing Lab

	LU5.
Perform “Screen printing” activity
	Trainee will be able to:
· Perform printer setting as per user manual
· Perform print setting as per requirements
· Perform print quality check-up as per requirements
	Knowledge of
· Different types of screen-printing machines.
· Manual and digital techniques 
· Different designing software.
· Mesh count
Practical Activity:
Create a floral screen design for screen printing.
	Theory- 4 Hrs
Practical- 10 Hrs
Total- 14 Hrs
	· Computer system
· Graphic Software
· (Adobe Photoshop illustrator)
· Screen printer
· Screens 
· Screen printing colors
· Spatulas 
· Screens frames.
· Printer roller
· Chemicals
· Emulsion
· Film & Output Inks
· Heat Transfers
· Plastisol Inks
· Screens & Mesh
· Software & Clipart
· Squeegees
· Tape
· Tools & Accessories
· Water Based Inks
	Printing Lab



[bookmark: _Toc59967056]Module:11 . Develop Fashion Design Concepts
Objective: This competency standard will provide skills and knowledge related to develop fashion designing concept. The Trainee will be able to perform forecasting and trend research, fashion design sketching, design patterns, design illustration and art.
 Duration: 120 Hours			Theory: 20 Hours		Practice:  100 Hours                  Credit Hours:  12
	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Forecasting and trend research
	Trainee will be able to:
· Sift out target customers and market using online research
· Perform identified market and target customer plan using online research
· Perform tools and equipment collection as per requirement
	· Knowledge of on- line search techniques.
· Trend method required of forecasting
· Enlist three types of forecasting  
· Practical Activity:
Plan a story board for brand launch  

	Theory-5 Hrs
Practical- 25 Hrs
Total- 30 Hrs
	· Computer system
· internet

	Computer lab

	LU2.
Perform fashion design sketching
	Trainee will be able to:
· Perform drawing techniques for the key body elements on paper as per requirements
· Draw male and female fashion model sketch on paper as per requirements
· Draw children figures and poses on paper as per requirements
· Perform fashion poses with garments on paper as per requirements
· Draw paper figures using graphics software as per reference images
	· Knowledge of the proportions of the human head, face and body
· Types of fashion drawing for clothes 
Practical Activity:
Draw children fashion poses  using graphic software 

	Theory 7Hrs
Practical- 40 Hrs
Total-47 Hrs
	· Computer system
· internet
· graphic software’s

	Computer lab

	LU3. 
Design illustration and art

	Trainee will be able to:
· Design illustration on paper as per requirement
· Design artwork on paper as per requirement
· Draw illustration and artwork using graphics software as per reference images
· Convert illustration and artwork into patterns using graphics software as per requirements
	· Know about constructive /realistic drawing
· Drawing from memory and imagination
· Knowledge  of art material and skillful use
· Difference between fashion designer and illustrator 
Practical Activity:
Illustrate a floral pattern for a shirt using computer software 

	Theory- 8Hrs
Practical- 35 Hrs
Total- 43 Hrs
	· Computer system
· internet

	Computer lab


[bookmark: _Toc59967057]Module:12  Apply Photo Editing & Retouching
Objective: This competency standard will provide skills and knowledge related to photo editing and retouching. The Trainee will be able to perform photo editing, photo manipulation and saving/exporting photos. Candidates will be able to demonstrate skills to perform different photo editing and manipulation technique on images.
 Duration: 150 Hours		Theory:  20 Hours		Practice:  130 Hours                 15 Credit Hours:  
	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Photo editing.  
	Trainee will be able to:
· Perform import, organize, and filter photos using photo editing software as per requirements
· Fix white balance, crop and exposure using photo editing software as per requirements
· Perform hue, saturation and luminance adjustments using photo editing software as per requirements
· Perform sharpening, noise reduction, grain and lens correction using photo editing software as per requirements
· Perform edits in raw photo using photo editing software as per requirements. 
	· Use of photo editing software 
· Define filtering and importing picture   
· Define picture formatting 
· Define Image Editing  

Practical Activity:
Edit the imported picture by performing the following actions.
· Adjust white balance
· Apply filter
· Set exposure 
· Remove noise  

 
	Theory- 05Hrs
Practical- 30 Hrs
Total- 35Hrs
	· Computer System
· VGA card
· Photo editing 
software


	Classroom
/Computer Lab

	LU2.
Photo manipulation.

	Trainee will be able to:
·  Perform remove, edit and change background of a photo using photo editing software as per requirements
· Blend multiple images and shapes in single photo using photo editing software as per requirements
· Perform shadows, light source, light reflection and motion in manipulated photo using photo editing software as per requirements

	· Understand background 
· Define blending 
· Understand different shapes available in photo editing software 
· Understand shadows
Practical Activity:
Edit image by removing the background, adding shadows, adding shapes, setting light reflection and blend multiple images. 

	Theory- 8 Hrs
Practical- 51 Hrs
Total- 59Hrs
	· Computer System
· VGA card
· Photo editing 
software
	Classroom
/Computer Lab

	LU3.
Saving and exporting photos 

	Trainee will be able to:
· Add copyrights information and watermarks in photos using photo editing software as per requirements
· Export photos in different formats using photo editing software as per requirements

	· Understand copyrights and watermarks 
· Understand different photo formats  

Practical Activity:
Save photo using different file formats and check for copyright information and water mark  



	Theory- 7 Hrs
Practical- 49 Hrs
Total- 56Hr
	· Computer System
· VGA card
· Photo editing 
software
	Classroom
Computer Lab


[bookmark: _Toc59967058]Module:13 CREATE CALLIGRAPHY & DRAWING.
Objective: This competency standard will provide skills and knowledge related to calligraphy and drawing. Candidate will be able to draw language calligraphy, sketching and drawing to digital art. The trainee will be able to demonstrate skills to perform different sketching technique, tracing, re-sketching using digital pen, strokes, shapes and letters
 Duration:  120 Hours			Theory:  20 Hours		Practice:  100 Hours                 12 Credit Hours:  
	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Work with different tools and supplies
	Trainee will be able to:
· Select pens, ink and paper to work on light or dark guides as per requirements

· Select graphics software and hardware for calligraphy as per requirements




	· Understand different calligraphic pens
· Understand different fonts 
· Understand types of calligraphic   ink and paper.
· Understand light and dark guides
· Understand  graphic software’s features 
· Understand hardware requirement for graphic designing software 
Practical Activity:
Write calligraphy on paper Explore and select graphic designing software as per requirement 
	Theory- 06Hrs
Practical- 33 Hrs
Total- 39 Hrs
	· Computer system
· Drawing and calligraphy tools
· Graphics software
· Drawing tablets
	Classroom
/Training Workshop

	LU2.
Drawing and Sketching

	Trainee will be able to:
· Draw different types of lines using pen and pencil as per requirements
· Draw different type of elements and shapes using pen and pencil as per requirements
· Perform sketch of characters, environment and art using pen and pencil as per requirements 
· 
	· Understand different types of calligraphy
· Understand different types of lines
· Understand different types of shapes 
· Understand sketching of different characters, environment, and art.
Practical Activity:
Sketch a tree 
	Theory- 7 Hrs
Practical- 33 Hrs
Total- 40 Hrs
	
· Computer system
· Drawing and calligraphy tools
· Graphics software
· Drawing tablets
	Classroom
/Training Workshop


	LU3.
Convert calligraphy and drawing to digital art
	· Perform image trace from paper design to digital design using graphics software
· Perform tablet image re-sketching using digital pen and graphics software
· Perform retouch on traced image using graphics software as per requirements
	· Understand selection tools 
· Understand different tablet specifications and its related software
Practical Activity 
Convert tree to digital art 
	Theory- 7 Hrs
Practical- 34 Hrs
Total- 41 Hrs
	· Computer system
· Drawing and calligraphy tools
· Graphics software
· Drawing tablets
	Classroom/ Computer Lab 



[bookmark: _Toc59967059]14: DEMONSTRATE LATEST VIDEO EDITING SOFTWARE
Objective: This competency standard will provide skills and knowledge related to video editing software. The Trainee will be able to edit video using different editing software like Adobe After Effects, Adobe Premier Pro and Final Cut Pro. The Trainee can demonstrate your skills to perform different visual/audio technique using latest software.
 Duration: 150 Hours			Theory: 20 Hours		Practice:  130 Hours                  Credit Hours:  15
	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Apply Adobe After Effects tools

	Trainee will be able to:
· Create new project using Adobe After Effects as per requirements
· Perform different tools in tool bar using Adobe After Effects as per requirements
· Create shapes, text, camera, layers and lights using Adobe After Effects as per requirements
· Import data including videos, images, animations and audio into project window using Adobe After Effects as per requirements 
· Perform animations, effects and presets on layers using Adobe After Effects as per requirements
· Install different plugins to generate effects using Adobe After Effects as per requirements
	· Knowledge  of pixels and camera angles 
· Knowledge of  Adobe  After Effects
· Knowledge of  Adobe  After Effects 
Extensions
· Knowledge of  Different illustration extensions in after effects 
· Basic understanding of timeline by editing visual effects  and timing manners
· Identify  layers panel
· Presets and their application
· Identify  tools in After Effects to create  animations
· Select plug-ins loaded in After Effects

Practical Activity:
Create a desktop size art board intro add few pre-sets 

	Theory- 6Hrs
Practical-  40 Hrs
Total- 46 Hrs
	· Computer system
· Internet
· VGA Card
· Video editing software
· Video recording equipment

	Computer lab

	LU2.
Apply Adobe Premier Pro tools

	Trainee will be able to:
· Create, open, save, import and export new project using Adobe premiere pro as per requirements
· Perform different tools in tool bar using Adobe premiere pro as per requirements
· Import data including videos, images, animations and audio into project window using Adobe premiere pro as per requirements 
· Perform video transitions, audio transitions, titles, color correction, grading using Adobe After Effects as per requirements
· Apply visual and audio effects using Adobe After Effects as per requirements

	· Knowledge  of creating art board
· Basic knowledge of Short cut keys
· Knowledge  of guides
· Basic knowledge of tool panel 
· Know how to use video/image  transitions and effects

Practical Activity:
Download a footage and add multiple presets add a precise audio according to the footage
	Theory-  7Hrs
Practical-  46 Hrs
Total-53 Hrs
	· Computer system
· Internet
· VGA Card
· Video editing software
· Video recording equipment

	Computer lab

	LU3. 
Apply Final Cut Pro tools
	Trainee will be able to:
· Create, open, save, import and export new project using final cut pro as per requirements
· Perform Final Cut Pro tools, preferences, hot keys and timeline as per requirements
· Add music, titles, transitions, effects on video using Final Cut Pro as per requirements
· Perform color grading, luts and plug-in installation using Final Cut Pro as per requirements
	· Basic understanding of timeline by editing visual effects  and timing manners
· Knowledge of copy rights  rules for audio /video
· Identify  layers panel
· Presets and their application
· Identify  tools in final cut pro to create  animations
· Select plug-ins loaded in final cut pro

Practical Activity:
Create a company logo intro with animations
and add background 
music according to logo vision 
	Theory-7 Hrs
Practical-  44 Hrs
Total- 51Hrs
	· Computer system
· Internet
· VGA Card
· Video editing software
· Video recording equipment

	Computer lab


[bookmark: _Toc59967060]Module 15. DEMONSTRATE LATEST 3D ANIMATION & GAMING SOFTWARE
Objective: This competency standard will provide skills and knowledge to demonstrate latest 3Danimation and gaming software. The Trainee will be able to design game and apply 3D animation on game using animation software like Maya 3D, Studio Max, Unity 3D and Build Box. 
 Duration: 150 Hours			Theory: 20 Hours		Practice:  130 Hours                  Credit Hours:  15 Hours

	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Apply Maya 3D tools
	Trainee will be able to:
· Create, open, save, import and export new project using MAYA 3D as per requirements
· Perform MAYA 3D tools, preferences, hot keys and timeline as per requirements
· Perform 3D modeling of characters, objects using MAYA 3D as per requirements
· Perform UV, shading, texturing and lighting on 3D models using MAYA 3D as per requirements
· Perform rigging and animation on models using MAYA 3D as per requirements
	· Knowledge of
· MAYA 3D tools
· Rigging  in 3D
· Application of 3D 
· Maya construction  and  animation
· Import /export  of objects
· Angles of camera and lights in all modes

Practical Activity:
Create a advance characters, and dazzling effects with Maya 3D
· Bring believable characters to life with engaging animation tools.
· Shape 3D objects and scenes with intuitive modeling tools in Maya 3D
· Create realistic effects—from explosions to cloth simulation
	Theory- 5 Hrs
Practical- 
32 Hrs
Total-  37 Hrs
	· Computer system
· Internet
· VGA Cards
· 3D Modeling & game making software

	Well-equipped Computer Lab

	LU2.
Apply Studio Max tools
	Trainee will be able to:
· Create, open, save, import and export new project using 3D Studio Max as per requirements
· Perform 3D Studio Max tools, preferences, hot keys and timeline as per requirements
· Perform 3D modeling of characters, objects using 3D Studio Max as per requirements
· Perform UV, shading, texturing and lighting on 3D models using 3D Studio Max as per requirements
· Perform rigging and animation on models using 3D Studio Max as per requirements
	Knowledge of 
· 3DS Max and its tools
· Create 3D models and objects using 3DS Max
· Create textures, skins and observe  light environment  in 3DS Max
· Rig a 3D object 


Practical Activity:
Create fantasy 3D
characters for a game 
using 3DS Max
	Theory- 5 Hrs
Practical- 32 Hrs
Total- 37 Hrs
	· Computer system
· Internet
· VGA Cards
· 3D Modeling & game making software

	Well-equipped Computer Lab

	LU3.
Apply Unity 3D tools
	Trainee will be able to:
· Create, open, save, import and export new project using Unity 3D as per requirements
· Perform Unity3D tools, preferences, hot keys and project environment as per requirements
· Perform 2D/3D game project setup with players, environment, and animations using Unity 3D as per requirements
· Perform environment building using Unity 3D as per requirements
· Perform basic codes of C# using Unity 3D as per requirements
· Perform lights, cinematics and animations using Unity 3d as per requirements
· Build game for different platforms using Unity 3d as per requirements
	Knowledge of
· Unity  and its  uses
· Components make a game environment
· Code can be used in Unity to create complex functions and characters
· Different lights will create different effects on the environment/objects

Practical Activity:
Build a 3D “Roll-a-Ball” or “Ball Runner” game in Unity 3D.
	Theory- 5 Hrs
Practical- 33 Hrs
Total- 38 Hrs
	· Computer system
· Internet
· VGA Cards
· 3D Modeling & game making software

	Well-equipped Computer Lab

	LU4.
Apply Build Box tools
	Trainee will be able to:
· Create, open, save, import and export new project using Build Box as per requirements
· Perform Build box tools, preferences, hot keys as per requirements
· Perform scene building, game play setting and advertisement setting using Build Box as per requirements
· Create assets for object and characters using Build Box as per requirements
· Create menus, buttons, paths, effects, lights and power up assets using Build Box as per requirements
· Build game for different platforms using Build Box as per requirements
	Knowledge of

· Create a game using  Build box 
· Apply Build box tools
· Import assets for game
· Camera angles 
· Export game build for compatible devices 


Practical Activity:
Build a “Police Race” game by applying Build Box tools. 
· Create custom backgrounds and characters for the game
· Design custom menus, buttons and paths
· Export game build after completion 

	Theory- 5 Hrs
Practical- 33 Hrs
Total- 38 Hrs
	· Computer system
· Internet
· VGA Cards
· 3D Modeling & game making software

	Well-equipped Computer Lab



[bookmark: _Toc59967061][bookmark: _Toc10022875][bookmark: _Toc13234850]Module 16.  CREATE 2D & WHITEBOARD ANIMATION
Objective: This competency standard will provide skills and knowledge to Demonstrate 2d and Whiteboard Animation. The Trainee will be able to design elements for 2d Animation, Motion Graphics, Create Whiteboard and Animated Explainers.

 Duration: 150 Hours			Theory: 20 Hours		Practice:  130 Hours                  Credit Hours:  15 Hours

	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Design elements for 2D animations
	Trainee will be able to:
· Design 2D graphics and elements in graphics software as per requirements 
· Design environment as per animation requirement in graphics software
· Perform fonts, colors and element selection as per animation project
	Knowledge of 
· 2D Animation 
· various elements of graphic software  for 2D animations
· import and export of elements in the project
· fonts, colors and gradients
· different environments in graphic software 

Practical Activity
using the provided poem create   lyrics (subtitle ) on the video and  add simple effects to the text  when they pop up on the screen
	Theory- 7 Hrs
Practical- 
40 Hrs
Total-  47 Hrs
	· Computer system
· Internet
· Animation/Graphics  software
	Well-equipped Computer Lab

	LU2.
Design motion graphics

	Trainee will be able to:
· Create animations as per animation scene environment in animation making software
· Combine different animation to make a scene as per scene requirements in animation making software
· Perform video editing of animated videos as per requirements in video editing software
	Knowledge of 

· Motion graphics
· Story line
· Video editing 
· V video editing tools
· Video editing software
· Pre designed elements editing 
· various elements of 2D animation
Practical Activity:

Use a pre designed  human character and add  an animal  character  to combine both in a single file and perform realistic movement
	Theory- 7 Hrs
Practical- 45 Hrs
Total- 52 Hrs
	· Computer system
· Internet
· Animation/Graphics  software

	Well-equipped Computer Lab

	LU3.
Create whiteboard and animated explainers
	Trainee will be able to:
· Create whiteboard explainer animation as per requirements in animation making software
· Create explainer animation as per requirements in animation making software
· Perform fonts, colors and element selection as per animation project
· Create explainer animation as per requirements in animation making software
	Knowledge of 

· Explainer  Animations
· 2D white board
· Creating an animation project
· Fonts and color for whiteboard animation

Practical Activity:

Design an explainer  captivative 2D white board video 
Topic:  
Ceaser Cipher (Algorithm encryption/decryption)
	Theory- 6 Hrs
Practical- 45 Hrs
Total- 51 Hrs
	· Computer system
· Internet
· Animation/Graphics  software
	Well-equipped Computer Lab


[bookmark: _Toc10022874][bookmark: _Toc13234849]
[bookmark: _Toc59967062]Module 17: APPLY MODERN TECHNIQUES IN FILMMAKING.
Objective: This competency standard will provide skills and knowledge to apply modern techniques in filmmaking. The Trainee will be able to perform pre-production, filming, postproduction and finalize film project. The Trainee can demonstrate your skills to calculate film budget, performing cameras, light and equipment setup and music and sound effects.
 Duration: 150 Hours		Theory:     20 Hours		Practice:    130 Hours                  Credit Hours:  15
	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Perform pre-production
	Trainee will be able to:
1. Perform equipment, location and budget selection as per requirements
1. Perform characters, storyboard and script selection as per requirements
1. Perform shot list, makeup and scene costume as per requirements

	1. Knowledge of equipment and tools
1. Understand interior and exterior locations.
1. Define budget as disclosure document.
1. Budget coverage report
1. Knowledge of working and reworking of budget.
1. Define vision in action
1. Understand internal and external conflicts of character.
1. Written and visual story telling. 
1. Define shot list
1. Understanding of shot elements.
1. Important aspects of makeup and costume
Practical Activity:
Create Several pre-production documents for a video project including shot list, project proposal.

	Theory- 4Hrs
Practical- 30Hrs
Total- 34Hrs
	· Computer system
· Filmmaking equipment
· Video editing software
	Class Room
Field Visit

	LU2.
Perform filming
















---------------------------
LU3.
Perform Postproduction
















	Trainee will be able to:
1. Perform cameras, lights, and equipment setup for filming as per requirements.
1. Perform filming on locations with makeup and costumes using camera as per requirements
1. Perform paper edit and pick-up shots as per requirements









-------------------------------------
  Trainee will be able to:
1. Perform edits on videos in video editing software as per requirements
1. Perform music and sound effects with audio recording as per requirements.
1. Perform film poster design, ticket design and artwork as per requirements












	Knowledge of: 
· cameras, lights, and equipment setup.
1. standard Act-structure
Define: 
· aim, objectives
Problem statement, and significance 
· integral part of costumes.
1. Establish shot 
1. Understand the concept of pick-up shot
Practical Activity:
Create a short video of 2-3 minutes from pickup shots.
-------------------------------
1. Knowledge of editing pictures for postproduction
1. Knowledge of editing content 
1. Understanding of sound editing
1. Understand the need of visual effects
1. Understand sound mixing process
1. Knowledge of color grading 
1. Understand the color consistency
1. Simplicity of understanding poster.
1. Establish an efficient way to promote.
Practical Activity:
Create a video of 2-3 minutes add visual and sound mixing effects.



	Theory- 5Hrs
Practical- 39Hrs
Total- 44Hrs














---------------

Theory- 6Hrs
Practical- 39Hrs
Total- 45Hrs















	· Computer system
· Filmmaking equipment
· Video editing software














-------------------














· Computer system
· Filmmaking equipment
· Video editing software






























	Class Room
Field Visit
















--------------
Class Room
Field Visit

















	LU4.
Finalize Film project


	Trainee will be able to:
· Perform promotion and publicity of film as per requirements
· Perform invitation, tickets, poster distribution as per requirements

	1. Knowledge of modern promotions.
1. Understand your audience
1. Perform test screening
1. Sneak peek screening pre-release screening  
1. Understanding the ways of publicity.
Practical Activity:
Enlist the steps of finalizing film and design a creative poster for the previous given activity

	Theory- 5Hrs
Practical- 22Hrs
Total- 27Hrs

	· Computer system
· Filmmaking equipment
· Video editing software
· 
	Class Room
Field Visit



[bookmark: _Toc59967063]Module 18: APPLY VIDEO EDITING & VISUAL EFFECTS.
Objective: This competency standard will provide skills and knowledge to apply video editing and visual effects. The Trainee will be able to perform color correction and grading, video and audio editing, visual effects on videos. The Trainee can demonstrate your skills to perform color correction and grading, video and audio editing from story line and visual effect with plugging and Presets.

 Duration: 150 Hours			Theory:     20 Hours		Practice:    130 Hours                  Credit Hours:  15
	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Perform tools demonstration for video editing
	Trainee will be able to:
1. Perform create, open, import, export files in project library as per requirements in video editing software
1. Perform tools selection as per tasks from tool bar in video editing software
	1. Knowledge of tools used for video editing.
1. Understanding of import, export and creation of file according to the artboard.
1. Knowledge of videos formats.
Practical Activity:
Download a footage and save the file in different formats with different dimensions also add intro and outro in the footage.
	Theory- 4Hrs
Practical- 30Hrs
Total- 34Hrs
	· Computer system
· VGA card
· Video editing and visual effects software
	Class Room
Computer lab 

	LU2.
Apply Color Correction and Grading













LU3.
 Perform Video and Audio Editing 

	Trainee will be able to:
· Perform color correction and grading as per video in video editing software
· Perform color correction and grading from presets in video editing software









Trainee will be able to:
· Perform import, export of videos and audio files as per project in video editing software
· Perform video and audio editing from story line as per project in in video editing software

	1. Knowledge to enhance  
Color grading.
1. Import presets/plugin 
1. Knowledge to use presets/plugin.
Practical Activity:
Create a desktop size artboard add a footage 
· apply different filters 
· export file with highest resolution with minimum file size.  



1. Precise understanding of import/export with different tools.
1. Knowledge to form storyline of video.
1. Knowledge of scene specific, audio editing 
Practical Activity:
 Download a custom footage add light effects with different sounds.
	Theory- 5Hrs
Practical- 30Hrs
Total- 35Hrs












Theory- 6Hrs
Practical- 30Hrs
Total- 45Hrs








	· Computer system
· VGA card
Video editing and visual effects software 











· Computer system
· VGA card
Video editing and visual effects software 




















	Class Room
Computer lab 













Class Room
Computer lab 












	LU4.
Apply Visual Effects in Videos

	Trainee will be able to:
· Perform visual effect on videos as per requirements in video editing software
· Perform visual effect with plugin and presets as per requirements in video editing software
	1. Knowledge to create visual effects manually.
1. Research friendly use plug-in
1. Knowledge to use plug-in 
1. Knowledge to use presets. 
Practical Activity:
Create an ad for brand promotion
· add intro, 
· visual effect plugin, 
· a well-defined preset, 
· sound mixing 
· export extension file with different formats 
· Including high resolution video with minimum file size. 
	Theory- 5Hrs
Practical- 40Hrs
Total- 27Hrs

	· Computer system
· VGA card
· Video editing and visual effects software 
	Class Room
Computer lab 



[bookmark: _Toc10022878][bookmark: _Toc13234853][bookmark: _Toc59967064]Module 19.  CREATE 3D MODELS & ANIMATIONS
Objective: This competency standard will provide skills and knowledge to create 3D models and animations. The Trainee will be able to create 3Dmodels and environments, 3Dcharacter design and modeling and animation for 3Dmodels. The Trainee can demonstrate your skills to perform 3D modeling, 3D environment, character design, 3D modeling of character and 3D animations.
 Duration: 200 Hours			Theory: 20 Hours		Practice:  180 Hours                  Credit Hours:  20 Hours
	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Create 3D models & environments
	Trainee will be able to:
· Create 3D models and 3D elements as per reference in 3D modeling software
· Create 3D environment by using 3D models and elements in 3D modeling software as per requirements
	Knowledge of
· 3D environment
· Vertices 
· 3D models
· 3D elements
· 3D Modeling software 
· CGI
· Shading modes

Practical Activity:
Create a 3D electric machine Model
	Theory- 7 Hrs
Practical- 
60 Hrs
Total-  67 Hrs
	· Computer system
· Internet
· Animation/Graphics  software
· 3D Modeling software
	Well-equipped Computer Lab

	LU2.
Perform 3d Character Design and Modeling 
	Trainee will be able to:
· Perform character design on graphics designing software
· Perform 3D modeling of character with reference design in graphics designing software
	Knowledge of
· 3D character design
·  3-D tools for creating a character
· Human anatomy

Practical Activity:
Create a 3D National Hero Model
	Theory- 7 Hrs
Practical- 60 Hrs
Total- 67 Hrs
	· Computer system
· Internet
· Animation/Graphics  software
· 3D Modeling software

	Well-equipped Computer Lab

	LU3.
Create Animation for 3d Models
	Trainee will be able to:
· Create animations for 3D models in 3D modeling software
· Export short 3D animations from 3D models in 3D modeling software
· Perform video editing of animations in video editing software
	Knowledge of
· Placement and movement of camera and  light
· Story line 
· Material and textures
· Video editing in 3-D graphic
· importing 3-D models
Practical Activity:
Design a 3D model of a table and apply wooden material
	Theory- 6 Hrs
Practical- 60 Hrs
Total- 66 Hrs
	· Computer system
· Internet
· Animation/Graphics  software
· 3D Modeling software
	Well-equipped Computer Lab



[bookmark: _Toc10022879][bookmark: _Toc13234854][bookmark: _Toc59967065]Module 20.    DEVELOP COMMERCIAL PHOTOGRAPHY
Objective: This competency standard will provide skills and knowledge to develop commercial photography. The trainee will be able to apply photography color grading, retouching and editing, Events photography, product photography, food photography, drone photography and architecture photography.
  Duration: 150 Hours			Theory:     20 Hours		Practice:    130 Hours                  Credit Hours:  15
	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Apply photography color grading, retouching and editing
	Trainee will be able to:
1. Perform create, open, import, export files in project library as per requirements in video editing software
1. Perform tools selection as per tasks from tool bar in video editing software
	1. Understanding of digital photography.
1. Knowledge of camera adjustment.
1. Knowledge of different tools presets.
1. Understanding of filters in detail  
1. Knowledge to create portraits 
1. understanding of converting portraits into video editing.
1. Composition
Practical Activity:
Capture photos with different angles and apply different color grading.
	Theory- 2Hrs
Practical- 20Hrs
Total- 22Hrs
	· Computer system
· Graphics Card or (VGA) card
· Photography equipment
	Class Room
Field work 
Computer lab

	LU2.
Perform events photography 












	Trainee will be able to:
· Perform selection of equipment and photos as per event
· Perform edits and retouching as per event in photo editing software 









	Understanding of: 
· gears for different photography event.
1. Photography moments.
1. Client expectation and needs.
1. detailed knowledge of shot list.
1. Differentiate between portrait and corporate photography
1. Knowledge to apply modern photo restoration techniques.
Practical Activity:
Perform a photography session
· in different light modes 
· also retouch the photos with modern techniques.
	Theory- 3Hrs
Practical- 20Hrs
Total- 23Hrs















	· Computer system
· Graphics Card or (VGA) card
Photography equipment 




























	Class Room
Field work 
Computer lab











	LU3.
Perform product photography 
	Trainee will be able to:
· Perform selection of equipment and photos as per product and environment
· Perform edits and retouching as per product and environment in photo editing software
	1. Understanding about product key elements of photography. 
1. Key elements of branding
1. Knowledge about post production photography
1. Working on all applications to retouch photos

Practical Activity:
Perform a photo session of provided product and make them visually attractive.
	Theory- 4Hrs
Practical- 20Hrs
Total- 23Hrs

	· Computer system
· Graphics Card or (VGA) card
· Photography equipment
	Class Room
Field work

Computer lab

	LU4.
Perform food photography
	Trainee will be able to:
· Perform selection of equipment and photos as per food item and environment
· Perform edits and retouching as per food item and environment in photo editing software
	· Knowledge of different camera lens for food items photoshoot.
· Manage  light and contrast balance. 
· Knowledge to Balance Depth of Field, Shutter Speed and ISO
· Understanding of  Shoot Tethered
· Understand the environment as well as detailed understanding of angles with light. 

Practical Activity:
Download Raw photos of food products and make them visually attractive by adding different presets and filters. 
	Theory- 3Hrs
Practical- 20Hrs
Total- 23Hrs

	· Computer system
· Graphics Card or (VGA) card
· Photography equipment
	Class Room
Field work
Computer lab

	LU5.
Perform drone photography
	Trainee will be able to:
· Perform selection of equipment and photos as per location and environment
· Perform edits and retouching as per location and environment in photo editing software
	· Knowledge of different drones and their applications.
· Understanding of selecting location from drone.
· plan to shoot an incredibly powerful aerial image
· plan and shoot stunning panoramic images
· Usage of filter with your drone
· Knowledge of composition grid.

Practical Activity:
Take multiple shoots by using drone 
· understand the environment. 
· Note down the allowed flying height 
· use filters in different environment to understand the contrast and light effect on landscape.  
	Theory- 4Hrs
Practical- 30Hrs
Total- 33Hrs

	· Computer system
· Graphics Card or (VGA) card
· Photography equipment
· 4K HDR Drone Camera
	Class Room
Field work
Computer lab

	LU6.
Perform architecture photography
	Trainee will be able to:
· Perform selection of equipment and photos as per architecture and environment
· Perform edits and retouching as per architecture and environment in photo editing software
	· Knowledge of tools for architectural photography.
· Understanding of post processing.
· knowledge to recreate three-dimensional building on a limited two-dimensional media.
· Understanding of sculptural properties especially in modern era buildings.
· Build an accurate depiction of the place
Practical Activity:
Perform an  architectural  photo session 
· retouch photos by understanding contrast and light balance 
· remove noise if required 
· submit those photos 
	Theory- 4Hrs
Practical- 20Hrs
Total- 23Hrs

	· Computer system
· Graphics Card or (VGA) card
· Photography equipment
	Class Room
Field work
Computer lab



[bookmark: _Toc59967066]Module: 21       CREATE DIGITAL ADVERTISEMENT
This competency standard will provide skills and knowledge to create digital advertisement. The Trainee will be able to create 3Dshort videos Ads, Animated commercials, Intros & Outros, promo videos and spokesperson videos. The Trainee can demonstrate your skills to shoot videos with cameras, video ads for social media, collect 2D/3D graphics models for animation, Export/import animation files in animation, intros and outros animation video, animated slideshows, app & website previews promos in animation and green screen video with camera.


 Duration: 100 Hours			Theory:     20 Hours		Practice:    80 Hours                  Credit Hours:  10
	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Create short video ads.

	Trainee will be able to:
· Shoot videos with cameras as per requirements.
· Select stock videos to purchase as per requirements.
· Export, import video files in video editing software as per requirements 
· Create video ads for social media channels as per requirements
· Perform video edits and audio, visual effects in video editing software’s as per requirements
	· Understanding of Shooting Tools and Equipment.
· Knowledge about the  video editing software 
· Understanding to get free footage stock videos.
· An understanding of Audio Video mixing by using different Tools.
· Basic Knowledge of Social media Dimension sizes.
· Basic information regarding Import and Export of footage in different formats.
· Knowledge about video formats.
Practical Activity:
Create a social media video add for clothing or home accessories.
	Theory- 02 hrs.
Practical- 09 hrs.
Total- 11 Hrs.
	

· Computer system.
· VGA card.
· Video editing software.
· Animation software.
	

Computer Lab

	LU2. 
Create animated commercials

	Trainee will be able to:
1.  Design and collect 2D/3D graphics, models for animation project as per requirements 
1. Create 2D/3D animations in animation software as per requirements
1. Perform video editing and audio, visual effects for animation in video editing software as per requirements 
1. Create 2D/3D animated ads for social media channels as per requirements.
· Export/import animation files in animation software as per requirements

	1. Knowledge of story boarding.
1. Applying visual effects   in an animation. 
1. Know the difference between various social media platforms.
1. Knowledge about 2D/3D animated S/W
1. Understanding of Different Social Media Ads Dimension.
Practical Activity:
Prepare an Ad for your institute’s promotion.

	Theory- 03Hrs
Practical- 24 hrs.
Total- 27 hrs.
	

· Computer system.
· VGA card.
· Video editing software.
· Animation software.
	

Computer Lab

	LU3. 
Create intros &outros

	Trainee will be able to:
1.  Perform fonts, colors, elements and audio, visual effect selection as per requirements in video editing software
1. Create intros and outros animation video in video editing software as per requirements
· Create logo animation in animation software as per requirements

	1. Differentiate between audio and video effects.
1. Detailed Knowledge of Visual Effect and Sound effect Mixing.
1. Basic Knowledge of Different software’s required for intro animations.
1. Understanding of Target Market.
1. Vision of the animated Video.
1. Knowledge of Script before Creating animation.
1. Differentiate between monogram and logo 
Practical Activity:
Create an animation of company   logo .

	Theory- 4 Hrs.
Practical-24 Hrs.
Total-28 Hrs.
	
· Computer system.
· VGA card.
· Video editing software.
· Animation software.
	

Computer Lab

	LU4.
Create promo videos
	Trainee will be able to:
1.  Perform animation, videos and audio, visual effect selection as per requirements in video editing software
1. Create video animated slideshows in animation software as per requirements
1. Create app & website previews promos in animation software as per requirements
· Create industry and business promos in animation or video editing software as per requirements
· 
	1. Difference between animation and slide show. 
1. Knowledge of  visual effect section 
1. Understanding of promos at Client’s end.
1. Knowledge of Apps and Websites screening slide Show.
1. Differentiate between industry and corporate promos.
Practical Activity:
Choose custom Brand or Product and create its promotional video .
	Theory-4 Hrs.
Practical- 13 Hrs.
Total- 17 Hrs.
	

· Computer system.
· VGA card.
· Video editing software.
· Animation software.
	

Computer Lab

	LU5.
 Create spokesperson videos

	Trainee will be able to:
1.   Shoot green screen video with camera as per requirements
1. Create green animation with animation software as per requirements 
· Perform audio, visual effect in video editing software as per requirements.

	· Knowledge of green screen
·  Knowledge of tools used for green screen.
· Enlist tools to create animated videos and real-life Visual Effects.
Understanding of 
· different visual background.
· audio creation according to visual effects.
Practical Activity:
Create a spokesperson video ad for business. 

	Theory- 3Hrs
Practical-   12Hrs
Total- 15 Hrs.
	

· Computer system.
· VGA card.
· Video editing software.
· Animation software.
	

Computer Lab


[bookmark: _Toc59967067]Module: 22                 CREATE 2D/3DGAMES
Objective: 
This competency standard will provide skills and knowledge to Create 2D/3Dgames. The Trainee will be able to create and collect elements for 2D games, develop 2Dgame, collect elements for 3D games, develop 3D game and build final package for different platforms
 Duration: 200 Hours.      Theory:     20 Hours.		Practice:    180 Hours.                  Credit Hours:  20
	Learning Unit
	Learning Outcomes
	Learning Elements
	Duration
	Materials 
Required 
	Learning 
Place 

	LU1.
Game development fundamentals. 
	Trainee will be able to:
· Select single or multiple software for 2D or 3D game development for different platforms as per requirements
· Perform file, project, scenes, levels, and gameplay setup in game development software as per requirement
	
· Knowledge of basic structure for developing a game.
· Knowledge of Ad’s Placement during development.
· Define the  “Pixel Art”
· Define the Cloud gaming.
· Difference between 2d and 3d games.
· Knowledge about the use game engine.
· Benefits of 2d and3d game development.
· Define the stages of game development
· Knowledge of the essential elements of a game.
· Enlist the Basic components that make up a game.
· Knowledge of CGI
Practical Activity:
Download any background as per your game requirement insert your graphics and implement 2D animations on the graphic. 
	Theory- 2 Hrs.
Practical-10 Hrs. 
Total- 12 Hrs.
	

· Computer system.
· VGA card/Graphics card.
· 2D/3Dgames software.
	

Computer Lab

	LU2. 
Create and collect elements for 2d games 
	Trainee will be able to:
· Create 2D game elements in graphics software as per requirements
· Collect readymade 2D game elements as per requirements
· Create game animation with graphics element for 2D games as per requirements
	· Understand how to make fully functional video games.
· Knowledge about how to search Elements.
· Enlist the steps to create a Unity game engine and assets for 2D games.
Practical Activity:
Add movement to a pre designed character. 
	Theory- 4 Hrs.
Practical- 30Hrs.     
Total-  34Hrs.
	

· Computer system.
· Graphics card / VGA card.
· 2D/3Dgames software.
	

Computer Lab

	LU3. 
Develop 2Dgame 
	Trainee will be able to:
· Create 2Dgame environments by using graphical elements and animations in 2D game development software as per a game story.
· Perform player setup for objects, characters, and first-person view in 2D game development software
· Create UI and Menus from graphics elements in 2D game development software
· Perform enemy, attack, and reactions of gameplay in 2D game development software
· Perform power-up and levels setup in 2D game development software
· Preform sounds, audio, and VFX in 2D game development software
· Build 2D game to make it install/play ready in 2D game development software.
	· Enlist steps to involve how to make a 2D Video Game with Unity.
· Knowledge about to make a 2D character for a game.
· Understanding to place  Game(UI). 
· Knowledge about how to use license or copyright free Audio.
· How to build APK by using Software.

Practical Activity:
Create your hearthstone provides visual and audio feedback with each click.

	Theory- 5 Hrs.
Practical- 50Hrs.
 Total- 55 Hrs.
	
· Computer system.
· VGA card/Graphics card.
· 2D/3Dgames software
	

Computer Lab

	LU4.
Create and collect elements for 3D games
	Trainee will be able to:
1.   Create 3D game elements in 3D modeling software as per requirements.
1. Collect readymade 3D game elements as per requirements.
· Create game animation with graphics element for 3D games as per requirements.
	· Enlist 3D modeling software.
· Knowledge about how to download free 3D Elements for 3D game. 
Practical Activity:
Create your characters of the game and apply 3-D animations to them also export your character in different formats with different camera angles.

	Theory- 3 Hrs.
Practical-30 Hrs.
Total- 33 Hrs.
	

· Computer system.
· VGA card/Graphics card.
· 2D/3Dgames software
	

Computer Lab

	LU5.
  Develop 3D game  

	Trainee will be able to:
1.   Create 3D game environments by using graphics elements and animations in 3D game development software as per game story.
1. Perform player setup for objects, characters and first-person view in 3D game development software
1. Create UI and Menus from graphics elements in 3D game development software
1. Perform enemy, attack and reactions of game play in 3D game development software
1. Perform power up and levels setup in 3D game development software
1. Preform sounds, audio and VFX in 3D game development software
· Build 3D game to make it install/play ready in 2D game development software
	· Define First Person View
· User Interface Design
· Understanding of button for UI.
· Knowledge to find different 3D objects and their use in project.
· Enlist audio tools to make the game sound great.
· Knowledge of handling different 3D environment in a single file.
· Knowledge to create VFX realistic effects and their use in 3D.
Practical Activity:
· Create a Main Menu in Unity 3D using UI Canvas.
· Create a simple star power-up.
	Theory- 3 Hrs.
Practical-30 Hrs.
Total-33 Hrs.
	

· Computer system.
· VGA card/Graphics card.
· 2D/3Dgames software


	

Computer Lab

	LU6.
Build final package for different platforms 
	Trainee will be able to:
1.   Build and export the game package for iOS upload ready in game development software
1. Build and export the game package for android upload ready in game development software.
1. Build and export the game package as per requirements in game development software.

	· How to make the mobile game. 
· Knowledge of Unity’s IOS and android targets differ.
· Enlist best game design software 
Practical Activity:
Design your own 3-D game that should be based on changes in the time and the needs of the gamer.  
	Theory- 3 Hrs.
Practical- 30Hrs
Total-33  Hrs.
	

· Computer system.
· VGA card/Graphics card.
· 2D/3Dgames software
	

Computer Lab











12. [bookmark: _Toc59967068]Digital Skills 

[bookmark: _Toc59967069]Operate digital media technology

[bookmark: _Toc59967070]Create user documentation

[bookmark: _Toc59967071]Create technical documentation

[bookmark: _Toc59967072]Use social media tools for collaboration and engagement


13. [bookmark: _Toc59967073]Soft Skills 

[bookmark: _Toc59967074]Mange Meetings 

[bookmark: _Toc59967075]Manage workforce planning

[bookmark: _Toc59967076]Undertake project work

[bookmark: _Toc59967077]Identify and communicate trends in career development

[bookmark: _Toc59967078]Apply interpersonal skills

[bookmark: _Toc59967079]Work safely in an office environment

[bookmark: _Toc59967080]Maintain professionalism in the workplace

14. [bookmark: _Toc59967081]Entrepreneurial Skills 

[bookmark: _Toc40623959][bookmark: _Toc40685044][bookmark: _Toc40685250]
[bookmark: _Toc40685251][bookmark: _Toc59967082]Investigate Microbusiness Opportunities

[bookmark: _Toc40685252][bookmark: _Toc59967083]Develop A Micro Business Proposal


[bookmark: _Toc40685253][bookmark: _Toc59967084]Develop A marketing Plan


[bookmark: _Toc40685254][bookmark: _Toc59967085]Develop And Review A Business Plan


[bookmark: _Toc40685255][bookmark: _Toc59967086]Organize Finances For The Micro Business


[bookmark: _Toc40685256][bookmark: _Toc59967087]Manage Human Resources



[bookmark: _Toc40685257][bookmark: _Toc59967088]Market Products And Services


[bookmark: _Toc40685258][bookmark: _Toc59967089]Monitor And Review Business Performance


[bookmark: _Toc40685259][bookmark: _Toc59967090]Negotiate For Resolving Business Issues


[bookmark: _Toc40685260][bookmark: _Toc59967091]Manage Personal Finances


[bookmark: _Toc40685261][bookmark: _Toc59967092]Coordinate A Work Team


[bookmark: _Toc40685262][bookmark: _Toc59967093]Lead Small Teams


15. [bookmark: _Toc30602395][bookmark: _Toc40685263][bookmark: _Toc59967094]List of Personal Protective Equipment
(FOR A CLASS OF 25 STUDENTS)
	Name of Trade 
	Graphic Designing Technology Level 5

	Duration of Course 
	36 Months

	Sr. #
	Description
	Quantity

	1.
	Fire extinguishers, 
	5

	5.
	First aid kits
	5


	
16. [bookmark: _Toc30602396][bookmark: _Toc40685264][bookmark: _Toc59967095]Complete List of Tools, Equipment, Machines and Consumables
1. [bookmark: _Toc40617984][bookmark: _Toc40618159][bookmark: _Toc40623974][bookmark: _Toc40685059][bookmark: _Toc40685265][bookmark: _Toc59966234][bookmark: _Toc59966744][bookmark: _Toc59967096]
1. [bookmark: _Toc40617985][bookmark: _Toc40618160][bookmark: _Toc40623975][bookmark: _Toc40685060][bookmark: _Toc40685266][bookmark: _Toc59966235][bookmark: _Toc59966745][bookmark: _Toc59967097]
1. [bookmark: _Toc40617986][bookmark: _Toc40618161][bookmark: _Toc40623976][bookmark: _Toc40685061][bookmark: _Toc40685267][bookmark: _Toc59966236][bookmark: _Toc59966746][bookmark: _Toc59967098]
1. [bookmark: _Toc40617987][bookmark: _Toc40618162][bookmark: _Toc40623977][bookmark: _Toc40685062][bookmark: _Toc40685268][bookmark: _Toc59966237][bookmark: _Toc59966747][bookmark: _Toc59967099]
[bookmark: _Toc40685269][bookmark: _Toc59967100] Tools and Machines

	S#
	Description
	Quantity

	1. 
	White Board
	4

	1. 
	Computer System
(minimum requirements: Core i7, 10th Generation, 32 GB RAM, 500 GB SSD, 500 GB HDD, 8 GB NVIDIA Graphic Card)
	25

	1. 
	Digital Pen Tablets (4"x6")
	25

	1. 
	Wooden Donkey Bench
	25

	1. 
	DSLR Camera
	5

	1. 
	18-135mm f/3.5-5.6 IS STM Lens
	5

	1. 
	18-55mm f/3.5-5.6 IS II Lens
	5

	1. 
	Digital Printer
	2

	1. 
	Inkjet Printer
	2

	1. 
	Flexography Printer
	1

	1. 
	Off-set Printer
	2

	1. 
	Screen printer (screens)
	25

	1. 
	Data Traveller (USB) 32 GB
	10

	1. 
	Scanner
	2

	1. 
	Drawing Board
	25

	1. 
	Calligraphy Pens (Qalam)
	25

	1. 
	Calligraphy Ink
	25

	1. 
	Drone Camera 48MP/ 4K-HDR
	01





17. [bookmark: _Toc59967101]Equipment

	S#
	Description/Software 
	Quantity

	1. 
	Adobe Creative suite
	As per requirement

	1. 
	Corel Draw
	As per requirement

	1. 
	InPage
	As per requirement

	1. 
	ZBrush
	As per requirement

	1. 
	Autodesk Maya
	As per requirement

	1. 
	Autodesk Mudbox
	As per requirement

	1. 
	Autodesk 3Ds Max
	As per requirement

	1. 
	Unity 2D
	As per requirement

	1. 
	Unity 3D
	As per requirement

	1. 
	Build Box
	As per requirement

	1. 
	Blender
	As per requirement

	1. 
	Sony Vegas
	As per requirement

	1. 
	Filmora
	As per requirement

	1. 
	Final Cut Pro
	As per requirement



1. [bookmark: _Toc40685272][bookmark: _Toc59967102]Consumable

	S#
	Description
	Quantity

	1. 
	Screens 

	As required according to Practical

	1. 
	Screen printing colors
	As required according to Practical

	1. 
	Spatulas
	As required according to Practical

	1. 
	Screens frames
	As required according to Practical

	1. 
	Printer roller
	As required according to Practical

	1. 
	Chemicals
	As required according to Practical

	1. 
	Emulsion
	As required according to Practical

	1. 
	Film & Output Inks
	As required according to Practical

	1. 
	Heat Transfers
	As required according to Practical

	1. 
	Plastisol Inks
	As required according to Practical

	1. 
	Screens & Mesh
	As required according to Practical

	1. 
	Software & Clipart
	As required according to Practical

	1. 
	Squeegees
	As required according to Practical

	1. 
	Art Card
	As required according to Practical

	1. 
	Water Based Ink
	As required according to Practical

	1. 
	Tools & Accessories
	As required according to Practical

	1. 
	Tape
	As required according to Practical





1. [bookmark: _Toc40685273][bookmark: _Toc59967103]List of STATIONARIES for 3 Years

	S#
	Description
	Quantity

	1. 
	Handbooks
	25

	1. 
	Sketch books
	75

	1. 
	Sketch Pencils	
	300 (box)

	1. 
	Rubber
	300

	1. 
	Sharpeners
	300

	1. 
	Paper Cutter
	50

	1. 
	Pair of Scissor
	25

	1. 
	Marker Colors
	150 (box)

	1. 
	Pencil Colors
	50 (box)

	1. 
	White charts
	50

	1. 
	White board markers
	15 (dozen)

	1. 
	Permanent markers
	3 (dozen)

	1. 
	File cover and files
	50

	1. 
	A4 Paper 
	150 (Rim)











1. [bookmark: _Toc59967104]Curriculum Development Committee

	Sr. No
	Name
	Designation
	Organization

	1
	Mr. Muhammad Yasir
	Deputy Director SS&C
	NAVTTC

	2
	Ms. Saadia Syed
	  DACUM Facilitator
	P-TEVTA

	3
	Engr. Tayyaba Amin
	Sr. Instructor 
	GCT (PGA), Lahore

	4
	Syed Shadab Ali Shah
	Assistant Professor 
	GPI (Karak) KP TEVTA

	5
	Ms. Ayesha Attiya
	Lecturer, Freelancer
	Industry 

	6
	Ms. Rahat Jabeen 
	Lecturer, Freelancer 
	UoE, Lahore 

	7
	Ms. Samar Jan Siddiqui
	Jr. Instructor 
	
GCTW, Lahore, P-TEVTA


	8
	Syed Mehdi Jawad Abdi
	Senior Visualizer 
	Bramerz Digital Agency, Lahore

	9
	Mr. Mubashar Chishtee
	Lecturer, 
CEO
	LSFD, Lahore 
Coding Phoenix

	10 
	Mr Mohsin Siddiqui 
	UI/UX Developer 
	Bank Al Islami HQ Islamabad 

	11
	Engr Awais Ali
	Web Designer  
	[bookmark: _GoBack]Telenor Pakistan, Islamabad

	12
	Mr. Hamza Javed
	Senior Visual Director
	Fission Monster, Lahore 

	13
	Mr. Hassan Mehdi Kazmi
	Instructor 
	GCT, Lahore 
P-TEVTA
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