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""If you're just beginning to dive into the world of 3D, this is the book
for you.""-Animation Magazine Alias' Academy Award winning Maya 3D
animation and effects software leads the industry in technological
innovation. Film and video artists, computer game developers, and
design professionals rely on Maya to create brilliant digital imagery,
animation, and visual effects. Now you can enter this exciting,
imaginative world and learn to build, render, and animate your own
digital characters and scenes. Brought to you by Maya Press, a
publishing partnership between Sybex and Alias


