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This class will help students to know the base and foundation of
animation,and knowing well the tools usage for 3d animation
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2 132?32?5? modeling tools (polygon)
3 132?32?3? modeling tools (polygon)
4 132?322? modeling tools (polygon)
5 132?322? modeling tools (nurbs)
6 132?32?;? modeling tools (nurbs)
7 132?22?2; uv & texture mapping
8 132?21??? uv & texture mapping
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