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Advanced 3d animation class, integrate 3d software usage and
creative production learning,
Class practice is leaded by project learning, not just software tool explain,
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creativity and technology
to produce 3d animation,
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Learning Autodesk Maya 2008; Advanced Maya Texturing and Lighting;
Maya Professional Tips and Techniques; The Game Artist's Guide to Maya;
Maya After Effect®h ZBEAH ¥,
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