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The Definitive Resource for Up-and-Coming 3D Game Artists Alias'
award-winning Maya 3D animation and effects software continues to
lead the industry in technological innovation and is being adopted by
more and more console and computer game developers. The Game
Artist's Guide to Maya is an official introduction to creating 3D game
art and animations with Maya, brought to you by Maya Press, a
publishing partnership between Alias and Sybex. Written by a
production artist at a prominent game company, this detailed book
focuses on the skills real game artists use daily to create st


