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APPENDIX A

The premiere book on getting started with Maya 2014 Whether you're
just beginning, or migrating from another 3D application, this step-by-
step guide is what you need to get a good working knowledge of
Autodesk Maya 2014. Beautifully illustrated with full-color examples

and screenshots, Autodesk Maya 2014 Essentials explains the basics of
Maya as well as modeling, texturing, animating, setting a scene, and
creating visual effects. You'll absorb important concepts and
techniques, and learn how to confidently use Maya tools the way
professionals do. Each chapter includes fun and challenging hand



