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A beautifully-packaged, advanced reference on the very latest version
of Maya If you already know the basics of Maya, the latest version of
this authoritative book takes you to the next level. From modeling,
texturing, animation, and visual effects to high-level techniques for
film, television, games, and more, this book provides professional-level
Maya instruction. With pages of scenarios and examples from some of
the leading professionals in the industry, this book will help you master
the entire CG production pipeline. Provides professional-level
instruction on Maya, the



