Oloal (oDt (55540
G‘oufut_rwhpb({mzwbg,b‘rub_:v(w

o slgallad anagl g ol gel yi

S ,lge iy gol o ylal iyl

Autodesk Maya ja,ls

20510/ -4 o lailinad oS
A 5 Bl

o slemllad g 5 bl sal S0




PO lge Kyl

: Lb_b_.urrt_ w_..»

su-gL 5
Rende

w55t Autodesk Maya i) a5 buss b S8 5 cocal 53 s e aS oo oS Autodesk Maya ;s IS
(5 5len S nin (g5l bss - Mapping e Material G IS cgans o g glcs (0551 a5 g af b IS

wl o Gl g 53 s se alagl c oWl alalt cnParticle L LS . Paint gta oS8 Script b L€ ou S

Autodesk Maya ,a,ls

“LL_F..G.E_LM “C‘.m,v,wbﬂo,bbpr,ufro

AT =1 Cw_,w,w.L Sse
FYE S TATAR SR

O gaS #liss
FUPFENSPVRS
v

Guens by sanas —

Pt 9 OlES ( ganies elibel
sl a5 A8 b i)l S GulidolS) upd dles Latlae
(ohlS
sl 4o 5 sl Gh)sal Jia Gula IS Bea sulpale Slgs —

(o)l

VFO : cloe (i) gal caaa

aylaali gd e ou 1 lsa Glbadaiol T:B_bb

24

AS alasl 508 o spie 5 ¢ a0l 63
e Sledbl 5 (E3ls o sgde 4 Gwhr.uﬂ

JolS oMol (il pggia o ¢ bl

49 \< 0
b L

5055 e Slie pseie w1 J g

S
N
\“:

D sSaalan g (5 lKan

iy s

tola oug

LB Yl

s g ol

: daduo alaxs




b.VQLbuDu__b.ru

S, oS gidle ¢ lacus Cuxsy -
acimvorv-av oS b bl b (sl S0 gal lok anlial 5S4 n._bw_,u.tu Qu.r.rc -

“L_Mpﬁrrc_b,wwbﬂb.wb._bw_&.n
bt 1 GOt ol jae -
bu%ﬁb%hwbwb“iﬂpsvhgb -
Jlaw ¥ J8h as s ls ddales -

b sletdlad a5 (B5gel S3s anlias et doal pudi puliw -

: A IS s ol i

i) Bl b 3 sanelS L5,

e sl Vo B8 Wje o aloli = e Sl T Jlein b Senals e aloli = e (Lo VYo XA ol soe sl [ (VF XV sl gpe e AY Jilus o815 colone

| ol aliias G J5S jokiie 4 G ghl & jamma [ 03k cny JLail o 22 e [ 33,5 ol ligal als JalS il T 03l (g5 4 0l 0 (528 o |

4 blige ode g9 Jigeals e ym oYL 2Bl Ol 285 g B, oK, T el s GBS clen diged oo (55 JeT ) eaS SIS pieen 0 Culg sl

e ¥ o)Lt 251 on a1Vl il ¥ gl 4 lsd 53 Sl e plad ] 90,8 i Sl 55 B L By e 200 4 65 e e 3l sleSs,
fa /“ oo [ ol (S0 L) jeel e se LS e) 69, » Hub L Switch ¢ Rack o /20,5 Jeze Hub L Switch « Rack Jsls o Llt5 eled [ 00,8

,_/J ,ﬁLuﬂJ_fLE_rmf?n.mgQwhErAw

\% S Shilad dng 5 350l yida




............................................................................................................................................

I8 bsas ya Sdlagy 9 rast J ol Sl il g3

OF baas calud g Autodesk Maya 1380 o i el bl g3

Lt U 18 2l g3

S dos T glae (8T w52 93 (Uil 63

Mapping 4 Ly Material L ls sl g3

G 03 (bl

G ole S,ate olilgs

s S Render g3

Script L ls Ll g3

Paint sla osél L s bl ea

nParticle L ;s Ll g3

AR

(Fluid) ol slaat ol g3

vy

(Fur & Hair) 33 g g0 alaal ol g3

\Y

(ncloth) (i ga aladl bl sa

Y

2595 pladl bl g

(5 Sl a5 jonl 83



SR VATAS S S I

Autodesk Maya ;1,15 &,k 5 lustin!

S I el PRES TR JE [

S Slidlad anwgd g (o555l 20

] ol
9 M Cow i B - (e o LS 5 as Ules laie | &
o PRl b &, Oldes 5W5 8,90 Siloglreg il keslilys lgie | §
SINESE SULIY 313
b
Al ol asen ¥ ol ekl sl Sis el 5 (Bl 3 LLS s S a3t =V /Y-y JS cutlugs 5 clilia K cule ;5 Slsa ) Ry paalie b LT -AN-Y | el Jguat culey alilgd |

dardl 55t ab IS g

el s Babo prasia sl 4 LIS ala 0 Sleadd -\ /Y=Y

o oyb 4o GLS baos o aladd 5 alse (S s o b —V/Y-Y
Jarll ) s Gala

Ll B s suliied 5o J35e Jalse b bl =\/\-¥
Keyboard ; ;siols cuubia cusdge =V /A-Y-3

(e oS -\ A-Y-Y

Mouse Mat 5} soligad =V /A-¥-Y

ladinds —\/A-¥-¢

038 5 Legi VYo

o oSl b (T AN =T

L A

S stadl Jalge 5 (Siud -V A-Y=Y

LT 31 sty 0 a3 5 bl B euliind (a5l pe b SlaaT-V/A—¢
OIS il a5 bluait o)l b olusT -y /-0

S laaa ya Adlilaga




A8 1O/ F-4 1 a8

Autodesk Maya ., &, 5 st

et 2l 1 g iy e 5

S SIS anvgi g pujge] 163

olej
_d - -
o Fad = . 17 = . . o Efef o - A
2S5y b Edalojl b 215, Sllas 345 3590 laglaoy il Lelly olge | §
34 29051580 2 5 3| 4
3
Gl JolS e — v ¥ ol slassulS s Maya 15 a0 esb oo aslllas 5 3a2ad ~Y/¥-) ol slaasnlS s Maya sl i b QBT =Y\ | 05,9 oupAT el alilgs | ¥

Y gty Jale el
S5 e 53 oA g o]
Autpdesk Maya

o el sl Sl e HIE a6 5l dallbs 5 Guial VY-V
Maya 53l

Jeall; gies Gab Maya 5158 o 53 coad -¥/Y-Y

Sk Maya 1yl 255 st Screen Component L i< —v/y-v
Joadl s

Jaadl, 53wt 3ab Hot Box L L\ —v/v—5

Jasd, sis gab Graph Editor G 1€ -¥/¥-0

Bl 5iams Gilo 05558 S 05833 —Y/T-1

Jarllp gheus Gabo o g0 25503 (90S SL-Y/Y-V

Maya 158 5 ceal gl S a0 S8 caw b plisd —v-v
Maya 5i5a 55 sl J sl @l ~Y/A-Y

Maya 138 a5 sla Screen Component G IS J sual 2a bl —Y/V-Y
Main Menu Bar -v/\-v-y

Status line —y/\-y-¥

Shelf Area —v/\—y-v

Toolbox -y/\-v-¢

Time Stider and Range Slider -y/v-v—¢

Command Line ~y/y-v-1

Help Line ~v/v-t-v

Panel Menu -v/3-v-A

Panel Toolbar ~y/y-y-4

Camera Panels -v/\-y-1-

Hot Box L[S Jgeal cdlis —Y/N-¢

Graph Editor 1 5 J sl calis ~Y/V-0

85308 (S oa3d Jgeal SALLL Y\

Saae 05508 9905 Hb Jgs! walid -Y/A -

Autodesk 1381 s
Cﬂ .wa.b aatid K] Zu%ﬁ




O RT-IO P Autodesk Maya o, &, 5 lastiw! IRVRIE INEINCIR N
S SREdlad i 3 (590l s
) ole;
W b_&.b‘ et g r\wh.ww;u_ = h '1 = o . b ». e hc - . o
SINEST SULS 114
3
bl JolS g — A f Lo 5F olis gumd 5 hiat (sl s,0 50 ealllae  Gala3 —V/Y-A (algl) ool (sladl b olnd v/ Lt jis atifgs | v
Jpiizg Jelo plos — 3~k Scene Management Editors ., g ssalda-¥/Y-Y Scene Management Editors c.abii —v/\-Y
Autodesk Maya 5l i o355 )3t — Jaall 5 gieas Scene Hierarchy & il -v/\-v

Jasl 51 340e Scene Hierarchy o)l o aadllas 3 3853 -Y/v-Y
Jeall; s3ua Gab Display Layer Editor 31 sataid —v/v—¢

Display Layer Editor 3 sotanid J peat cati -v/v-¢
Transform (sla 30 b IS Jpal calis -v/V-0

Jaall; yina Proxy 5 Smooth 15 b ebuil a8 oS Jsat calis —v/A-3Y
Jeally 51 ol Combine L elul S 55 -¥/v-\¢ Combine L et S 5 J seal alil -¥/A-AY

Jeall; sices Gab Transform (sta it L I -¥/v-0 Move -Y/\-o0-\
Jaadl; sis Gable Outliner 5 sutinad —v/v—1 Rotate —¥/y-0-Y
Jaall ) giion Gab Lt (guia 05,8 —Y/Y-Y Scale ~v/y-o-v
Jeally sicus Gab Lt oa S Duplicate —y/y-A Outliner 3l aslitad Jgeal calis -V
a5, 5 Wedge 5 Poke gla 150 a5l Lo dadlas 5 Guiad —Y/V-4 Ltf (g 05,8 Jgunl malass -V/N-Y
s o1 Lat a S Duplicate J goel cabis —Y/V-A
Jeadly sis 3 Chamfer vertex 50 L IS -v/y-y- Wedge 4 Poke gla ,ini b obal-rn-4
OV aslS 5 Bridge Jinat esle dallbae 5 3a8s5 ~T/Y-1) Chamfer vertex 150 L LIS J suab-Y/A-\ -
cladl o Slas agad g Merge [l sl dallles 5 3883 =¥/V-\Y Bridge Lint L obuabr/a-yy
G—b Proxy s Smooth 15 L, el S, S-Y/Y-AY sl uShia sgad g Merge [l b otuaTor/n-vy




BaE-10/14-4) 1 a5 Autodesk Maya o,5 & ko 5 luili] Ml 3L b6 5
S Sl dagd g (phigel 285
) olej

9 )38 CSw 9! & a1 & 1S o LS - Ulg3 oylan 5
, o Askejl b 2,1 Olles 345 3,90 Slaglrog il keiUlys lgie | §

34 2,90,1580 @ 314

i}

ally JolS i — VA Y

Autodesk Maya

g Jolo plew

Ml oiag 3l =

Aol a5 5o Modeling o s—gio s ,Lss dalllons 5 3805 —£/¥-1
Maya

Joall sics 52l Modeling plosh puus s 5 sualite -4 /Y=Y
Joall ) 51 Gubs Polygon slust sleol ~£/v-v

Jardl) giens Gl POlYEON (- o Bl ya 5 ~4 /Y8

Jransforming .Polygon st Component L, j;L_<-§/v-0
Joall, sius Gab Removing 5 Adding

Jeall; sius Gae NURBS shusf slast—£/v-1

Jeadi, siws 3ub NURBS Components b i€ -4 /y-v
Gl s i (graie ol slal3ul L LS -£/¥-A

Jaall; s G el aloal sla, 13l b LIS ~£/¥-4

Joall s Gk g olans S e ~£/¥-1

eadly s Gabo o Sy (550 (St Sy (pAL1LE —E/Y-NN

Joally ies Gl psbans il s ~E/¥AY

Jaadi; s 3abs Ploygon & NURBS (sl Jaus -6 /Y-3Y

G- Subdivision Surfaces «; NURBS gLl Jaos—£/¥-4¢
Jeadl) Sy

Maya L1530 a 55 ;0 Modeling a sgie Ly ol —£/1-1
Modeling ¢l st catun -g/3-v

Polygon —¢/5v-Y-\

NURBS -¢/y-v-v

Subdivision Surfaces -&/y-y-v
Polygon (slust alast Jgal calit ~£/\-¥
Sphere —¢/v-y-y

Cube -¢/y-v-¥

Prism —¢/\~-v-¥

Pyramid —¢/y-v-¢

Pipe Helix -¢/v-v-0

Soccer Ball -¢/v-y-1

Platonic Solid —¢/v-v-v

Polygon £ slacs ol sy Jpual bz —¢/8-¢
Combine ~£/\-¢~\

Separate ~£/V-¢-Y

Booleans ~¢/y-¢-¥

Nonlinear -¢/\—¢-¢

Deformers —¢/v-¢-o0

Construction History —£/3-¢-

L Component L JIS | snt calis ~£/V-0
Polygon -¢/v-0-y

Transforming -¢/v-o-Y

Adding -¢/\-o-v

Removing ~£/\~e-¢

sy 2Ll ot
$aas dun g glas

0909




- SR TATAR SR

Autodesk Maya »,5 &l > lastw!

SR IREJ POF SN TER T

65 SRS anngd 5 (el S

olej
9 b_wb_ S o~ 90! S il b .5 A o | Ula e ey
5 8 eab (35 o BElejI L (26,5 Slles 3 3,90 Slaglrag (Ll kesllys plgie | 5
BT S 113
o]
&by JolS i — Y Y OV wa,lS 5 Material s 5liu 3a3a3 5 daltlea —0/Y-\

Autodesk Mayd

W gty Jolo s

A5 ois ot

Jaall; sieus 5ab Materials Editor ) 5 saabine —o/v-¥

la o1 walS 5 Material gl o jbps 38a5 5 wallhs —o/Y-Y
Jasdl gieun 3abs La Material (g 5.8 1K ~0 /¢

Jaadl; gis Gabe (guas o sla Map 31 solind ~o/Y-0

UV Mapping oL, 348a5 5 4allbe ~0/7-1

UV Mapping (sts S5 150 a5l 50 3a8a3 5 aallhe —a/Y-V
Jaall; sicas 5ab Texture Editor U i< —o/v-A

S5,LS 5 Le Mental Ray Material » ;L0 31855 5 4altlha —0/¥-4
(PN}

Jaadl; s b e Mental Ray Material S ,185 —o/v-A -

oV o,tS y Material G lisi—o/v-y

Materials Editor L T -0/v-¥

Material g1l L  pLad—o/3-Y

La Material (5,8, Jpunl malid—o/V—¢

@2 99 glaMap 3 astised J peal mabis -o/V-0

UV Mapping a p4ie b olozf-o/3-1

UV Mapping sla <G gl b olual —o/y-v

Planar ~o/y—v-\

Cylindrical —o/\-v-¥

Spherical ~o/y-v~v

Automatic -o/\-V-¢

Texture Editor U L€ J pual cdlic —0/V-A

L 5T s,,8 5 ta Mental Ray Material b oGl —of/v-—4
La Mental Ray Material 5 S, J sl ol —o/3-\-

La Material U jls aliiga

Mapping 4




DS VOVF-4) a8

Autodesk Maya ,5,I5 & ko 5 laibiw!

IS TN PRSI YE S PN

SR Ghidled arwgi g (el s

| olj
—o 3 &E a3 w - P P 5. EQaf o g
el L v PRkl b 2,6 Oldes 3k 2590 Sloglrog (pudild LUl ylane 3
349 290,138 0 5 314
]
ably JolS s — | \ OF caaal y (55h 50555 05k, aalllae 5 3aie3 /Y- of caand 5 (63l b sl =14 ERUNERTIE LR

gty Jolo gl —
Autodesk Maya ,l3p,5 o5 31 —

S 080 G Jsmal 5 ael S aslss0 aallles 5 GSas -1/
Lo o1 (staasslS 5 usi gt el 5o aallba 5 Faliss ~1/Y-T
Jaadl ) sius Gaba Halo 5 Glow (sla =Sl L SIS /v

Joall; sicus Gab Physical sun and sky =il L LIS —/y-o

g o5 G Useal 5 02l 8 L bl -y

Lo 5T slaa iS5 558 el b alsT-N-y

Ambient —1/4-v-\

Directional —/\-y-Y

Point —1/y-y-v

Spot —/\-v~¢

Area —\/y-Y-o

Volume -1/y-v-1

Halo 5 Glow (sla oSl G LIS J peal calis —1/V-£
Physical sun and sky =Sl b LK J gual calic -1/v-0




PN SY. VIR s Autodesk Maya 0,5 &,ko > lustiw! Vsl 3L, g S8 & f 59
S0 Gllad anwgd g 55l b
oo ol
«a] ". “. ﬂ ) ) .
m. 7 L e Pl b (25,5 Olles 54 2,90 Cloghreg il LUl olgxe | §
34 2,590,150 @53 EE

Autodesk Maya

by JolS otp
oy Jolo planes —

My gy cnSl —

\»

—

Animation K ael 8 5 Jseal s b0 dalllas 5 52823 -V/¥-\

s Range . Frame rate paabie sl jo 4alllas 5 320a5-V/Y-Y
Setting keys

Animation gl o bje aadlas 5 3adas -V/Y-Y

Jaally gt Gaka Animation gt sl 53 -V/v-¢

Jaall; s 3ae Task view editor L i< -v/v—o

St asa,\S 5 Graph editor st s dalllae 5 3a323-V/¥-1

Joall, siw 3ubs Graph editor L 1< -v/Y-V

G—sb L_s Animation controller ., 5 sual_ie —V/Y-A
Jasdl; gres

Hierarchy s b0 4allas 5 3u8a5-V/¥-4

Jaall, g3y 34l s Hierarchy Object L I -v/v-1-

G—ab Hypograph 3feslés o L, Hierarchy saal . -v/v-\y
Jaall; s

OV 18 9018 5 Oy gs sk dallle 5 GaSad —V/Y-\Y
Jaadf 5 5is Gulo La Sass g aland —V/¥-AY

Jordls s Gubo o Gaay 5 lih g -VIT-NE

eall) s Gabe s 53 (S5l 59 Cae maaa fubs HLE-VIY-VO
s Storyboard (5es s sla S5 65U 0 dallbe 5 3a853 -V/Y-A
Cinema grahic

La Kinematic s ,L s watlas 3 32853 -V/Y-\Y

Jaadly gius 5ab La Deformer 5 estind -V/Y-1A

Jaadl swa 3abs La Constraint 5b sstas d —v/¥-\4

ST asulS s TK o4bss dalllas 5 52845 ~V/¥-Y-

Joall sias Gab 1K Handler stel —v/¥-vy

Jaalt; sius ab TK System o il e a S 4 guse —V/Y-YY

Animation K ael g8 5 Joal b ozl -v/A

Animation s 4y maalia by oLET-V-Y

Frame rate -v/\-v-\

Range -v/\-v-Y

Setting keys -v/y-v-v

Animation g5 b bl -v/\-y

Path ~v/y-v-3

Key frame -v/\-v-v

Nonlinear -v/\-Y-v

Animation ¢153 o 55 J ol il -V/\-¢

Task view editor L I J gl maliz —V/\-0

OV as,lS 5 Graph editor U SLaf -v/v-1

Graph editor L i J yal etz -v/A-v

La Animation controller caliz -v/\-A

Hierarchy a spie b ol -v/\-4

s Hierarchy Object U I8 J suol malid -V/V -3
Hypograph 3 salisd U Hierarchy saalin J sl cdlid -v/A-3
ST sl aslS 5 s L (BaT -y -y

La g0 alan! J el cali -VA -3

Lo Gy il g Joswet o2 lis-V/A-0 g

Orsosd sale 59 Boa puaia Hobs HE Joal 2 lid -V/A-Vo
Cinema graphic  Storyboard ;s sl Sass b bzl -v/A-1
La Kinematic L sbal-v/y-3v

La Deformer 3 sul@idd Jseal cabis -V/V-\A

La Constraint 31 saliicd Jswal odlid -v/V-14

$5le S yale lilgd | v




o

S VATAR S RIS

Autodesk Maya 5,5 &, 5 laiti

LS I WA PRE T ST JUIA EY

S0 SR armgi g pdjgal S0

] olej
9 41381 CSuw 900 s . . . e e e 2
A bl b 5,15 Ollas 35 5,90 Gloghrag il keillys olsie | §
BT Bl 304
k)
aibly JolS e — gk IK System & (gl Animation S sl ~V/Y-¥Y ST o€ S IK L bl vy, ¥ alil g3 skl
iy Jolo place — Jeall; sieus IK Handler slaut J guot cddid —v/3-vy
Autodesk Maya sl o 023 — IK System & oim S 4 game Jual calis -V/\-YY
| K System < 51, Animation & afsh Jsnl calis —v/A-YY
i
£ Y o905 Render sl 0 aallas 5 5a8a5-A/Y-3 oS Render 4 5480 b SLusT-A/ A= oa s Render liga [ A

Joall s seus 3ol Render Layer Editor oo s 5 saaline ~A/Y-Y
Lo ol sla ol y Render gl it o )b 5o 4allias 5 3aind ~A/Y-Y
Joadt; g3y Bk 05550 9,8 Render —Afy-¢

Render Layer Editor G ol -A/A-y
Render g1 L otisi-an-y

Software Rendering —A/v-Y-\
Hardware Rendering -A/yv-v-¥

Vector Renering —A/v-v-Y

Mental Ray Rendering -A/y-v~¢

Final Gather ~A/A~y—o

High Dynamic Range Image -A/\-Y—1
Physical Sun and Sky ~A/A-v-v

s5500 OuoS Render Jpoat calic -A/A=¢




- S YAVAL SX R Y

Autodesk Maya ,,5 & ,le > Justiwl

Mt aladf g o 8 @yl

S Slidled axwgi g (390 S5

+| > Orb.
9 I Cow Higel B I Ly Uleg deie | 2
] L PRl b a6 Olles b 2590 Siloglrog pidls kaoslly oylee 3
3 2,590,158 2 3 1] 3
)
wbly Jals' ot — Ve Y Maya s Script b ejbs 4althe 5 Gaas -4/¥-) Maya ,s Seript ;) b bzl -a/v= Seript L yls g3 | 4

Spkiag Jole s —
Autodesk Maya Jlay 05,9 oot —

MEL s &by st 85,0 4alllas 5 30885 ~4/Y=Y

Jasdl st Gub MEL @y gimas a S ol =4/¥=Y

Joeall,y sius Gak Script History ssabie —4/7-¢

Jaalls s Babo ol st 51 eotiied b Ll (il s —4/Y-0

G Ll (5L s i o Sl S saliied —4/Y-1
Joadly 5iens

Joall sieus Guls Script History ¢S s 5sad -4/v-V

Joadly st Gals MEL u (sla uaie 5l soliied -4/Y-A

Jaally gicns Gab MEL &l sicus b e Dynamic slasf -4/Y-4
Jeadl st 3ab User interface stal -4/¥-y-

Jaall gieus Gabo Lo Sl alond 4/¥=1Y

Jeadl s Gabs La Script o S s pad —4/Y-1Y

Jaalhy st Gabe Saved Script ol 5l aslined -4/¥-1Y

Jaall) g3y 3ab Maya o Python 51 sotiid -4/v-1¢

G—b Maya 5o python o) i (o S 8l -4/¥-Vo
Joadls sy

L o7 uouolS 5 La Flag e,l,e datllas 5 34803 -4/¥-31

Jeadl; sty e Python s taFlag 5 sslaif -4/v-1v

Joadl; sicun Gl Python s Edit Flag 51 salaied -4/¥-\A
Jeal, sicas s MEL 5 Python o bLs,l alogd ~4/7-14

MEL i ol 550 b G.x.gx. =A/\-Y

MEL o) i GaS a0y Jgeal calid -4/4-Y

Script History sualine Jseol calis -4/3-¢

s 5 soliied b Lasd (il s Jpend alis —4/3—0

Lol (slgaS50 5 5uadd Lo b sices 31 suliid Jseal caliis -4/3-1
Script History ;a8 s 5uad J el cabis —4/V-Y

MEL s (st uite 5 suliied J sl cblid =4/ VA

MEL &) sis b ta Dynamic stsal J seal calis -4/3-4
User interface slad! Jgua) calisn~4/4-Y-

La Ji aloal Jseal malis —4/3-1)

La SCript 5o 58 8,133 Jgent odlis —4/V 1Y

Saved Script s 51 asliied Jses) calis-4/A-AY

Maya ,u Python 3l sotitad Jgea! oalic -4/4-3¢

Maya s python o, s Ha,S sty Jsal malis -4/3-Vo
La T s, 5y aFlag L bl -a/3-\1

Python s taFlag 3 suliiad sl calis —4/3-\V

Python ,s Edit Flag 3} soliied J puol oibis —4/A=\A

MEL | Python ¢ bl slanl J gl cdlidi-4/3-14




DS VO VP-4 a8

Autodesk Maya 5,5 &,k 5 luitil

ool 3L5 1 g K ,8 o f g

S il angi 9 30l s

ol
9 138 Sovw o jgol 5 oa iy ~ . . g e o
AT AEiule;l b A, Slles 3L 5,590 Ologleg Ll keililes lse | §
3 290,158 050 104
3
aihly JolS i — 1 Y Paint (sla =Sl 5,0 50 dalllae 5 3825 -1+ /Y- Paint gla oot G oBaT -V N | sl assb Ly Hls olfgs | 10
Mgty Jols s — Jealls sty Babs gans gu 808 L Paint sla oSGl 51 soliid -3 /Y=y i g 215 s Paint la oSG 5 salined J gpeal cabid -y - /A Paint
Autodesk Maya l3le s o559 o231~ Jaall ) piens Galo (s w185 o PNt sla 2631 ulind -\ < Y—Y (S e 305 o Paint gla il 3 eulitad Jseal calid -y /Ay
sty sins Baba sl (5.9, La Texture au; =\ /¥t poba s L TeXtUre p) Jpunl @2t -V /48
WY ¥ OV auelS y Particle o b s aalibs 5 3u8a5 ~11/Y

Jeall; 53w Gab Particle System atadl -y1/v-Y

Jardl) sians (i baaaa L LanParticle o555 50 stast =3\ /Y-Y

Jeally st 3abs La Particle claks alasl -V V/Y-£

Jeal; sicus 3abs La Particle ;0 < Render -yv/y-o

Gsb Loa Field 3 sutinof Uy La Particle 5350w S, ot —14/Y-1
Jasll; st

Lightning . Fire Works . Smoke . Fire sba o Sal alayl —Vy/¥Y-Y
Jeall, iy e Surface Flow .Curve Flow Shatter

Jeally siws 3k LanParticle slool =V V/Y-A

Jaadl; sies Gabs nParticle Attribute editor L LIS -vy/v-4

Jad siesn Gk Nucleusy tab G i< -yy/v=y .

ol a5 Particle b olial-vy/v-y

Particle System slag) Jsot matis —-Vy/A-Y

base L LanParticle 5,53 s olasd J gl alit —V 4 /41

La Particle olalis alad) J peal calid -V V/A-£

Sebe 5 &, =V VA~

Collision Attribute ~\\/y\-¢-v

La Particle 5o S Render ) psl iz —3y/A-0

La Field 3t asliind U ta Particle 3ta S pale Jpot malis -4 141
Lo =S8l slad Jgeal ALt YV /A=Y

Fire =y y/a-v-y
Smoke -V1/y-V-¥

Fire Works -yv/y-v-v

Lightning -y v/v-v-¢

Shatter -\1/\-V-o

Curve Flow -1v/y-v-1

Surface Flow -yy/\-v-v

La nParticle stanl Jpual malis —V AV -A

nParticle Attribute editor L i< J gl calis -31/1-4

Nucleusy tab G IS J pat caliz —11/3-3-

nParticle L is g3




AaE- A0/ -4y s 8 Autodesk Maya ., &yl o luslw! YRRt G,.,:.w
Sr8 Shidld axwgi g g0l 8o
ol

1538] Cbenw 5900 _ - _ . -
A I s TR JRRCRTItIN 3 3,90 Sloghang Lellilss olyie | 4

34 2)90,1580 o 5 314

3
ably Jolf grap — W v Maya s Sl o)l ,0 dallbe g Ga8a% -1 Y/¥-4 Maya o S o pgie b oB2T-A¥/V-Y oYl slagb alibgs |4y

V jgizg Jolo prss —

Autodesk Maya

Jley g ol =

Jhis ola S8 L0 aalllas y Gaad —VY/¥=Y

Jeall siems Gab ¥l sha oS8 L K-V Y/Y-Y

Jaadl, 53w 3 Fluid Containers L i€ -y y/y—¢

Jeall; sieen Gak Emittor s La Fluid Container stsut —1Y/Y-o
Jaadl; s Gaba La Container L oYl (sla =Sl ae; -V YY1
Joadl, siews 3abe Fluid Components L IS -y y/y-v

Jhaes sla =il b bl -y y/a-y

SVl gla oSl L LIS peal calis ~\ YA -T

Open water =\ v/v-v-3

Dynamic -\yy/\-y~Y

Non-Dynamic -1 v/3-v-y

Fluid Containers L (< J seab mdlis -\ Y/\ ¢

Attribute of Fluid Shap —yvy/\-¢-y

Contents Method ~\y/y~£-Y

Dynamic Simulation —yv/\-¢~v

Emittor L ta Fluid Container slout J sual milis -\ Y/V -0
La Container b o ¥l sba aSil o Jpent a iz -\ YA
Fluid Components L K J yool calis -VY/V-Y

Ocean —\Y/\-v-3

Pond ~\vy/v-v-y

(Fluid)




2

Dad-VO/VE-0 a8

Autodesk Maya ., &,k 5 lailiw!

oMl L3, g il

S0 Slaillad angl g ph90] 1280

) olej
93¢ i Kbl L 25,5 Glles 3l b wils Ulgd y1ax )
L (23] o ( BOwlojl b (25,0 ol 3 3,90 Sloglreg (oo kedllsS (ylge | 3
BT Sl 114
g
ably ol (o — £ Y Maya ju 33 5 30 6,0 5o aalllaey 3a8a3 -V Y/Y-\ Maya J138l a5 50 53 5 pe b (bl -3¥/A- g gealaat alilgd | VY
Yiigtizg Jole piens = Maya Fur s ls aallls 5 3:8a3 ~AY/Y-Y Maya Fur & otusi-vw/y-y (Fur & Hair)
Autodesk Mayal e 5,5 231 = Janlly gt b o oS S il AT/YY s 9N Sy il S il VYA T
Jeall ) siins Gab 5o 4 falo ol -V T/Y-E oo Solo cdls el cdlid -V Y/N-E
Y- £ Maya Lo Giadgs o5l 4adlas 5 3823 -18/Y-) Maya o Ghdigs pogie b QBATVEN-Y | Ghibign olaad  alifgd | ve
Iaiwd b ncloth & alsol -\ 6 /Y=Y ncloth oo oled) Jsal caliz -VE/N-Y (ncloth)
Jally s G ol ol
Joall; sicns 34 nCloth Collision slast ~Vve /v~y nCloth Collision slayl Jswe! cidliz —ve/\-Y
Jeall; g3 3ab nCloth Constraint stauf -v¢/v-¢ nCloth Constraint steul Jyes! calus -VE/A-¢
Jandl s Babe bl (515 Lulad lodd =1 /Y0 oleit gl Lulal ota) J pesl eilii —\§/A-0
|
_ Gl aehyd 5 Jomel S cle s b JolS 0550 So pladl -Vo/Y¥- o500z pladl Jpeal calidi —Vo/A - 058y paal alilgd [ 1o

Joaadl y siius




P s ge AL T 5 (A8 IS Ol jagad

)

slaas

oladidia S8 aa o s

i

CPU v GHz (Intell or AMD), RAM ¢ Gb, H.D.D vv. GB , DVD-writer, VGA \ MB , Mouse
vButtons , Keyboard, Monitor yv”, Mouse Mat, Modem, Lan card

Fomels \

Cb,.w;bb(cp\uum(wb:w\/.x//\. Lrﬂw_f buerwbﬁm{vwb ¥

Ol s BlasS  Foa G e |
Headset | ¢
Sl N

. . 3 3 aubie
G&w%}bLQCLIGgQwFGQFOC.C‘MD ERFE 9 B 2 £




”Qruuzwb;_.hbhq.uhrobg_v..o_ w&..r.t.:&ﬁ

rnWLL/u




