BB RBEME ( BENRERA Y BENETT

TEEEE Bt O

“iE HIEEARUREHE
Hm Sk 107961L3
FEREE EEENETTERARMBELESH  fmelfREBRREERMEAS D  SHAIREREE L
RREISMNEISERERF RS - MEENUREE S0 AR EENEF—I7 - FENEL
B EFma IR B Em - BINEERENET - IS ERRRNEE B FERERMIIIFS IR E
TIfE -
#R Al 3
25 3
BEA RIREK
1. BYEI RSB E RN
o BEEFERE  sERBIIEREEREDMMOITIEEK
o [HRAERMEENERIE - EARII R
o EREAuRESHERGTEKEREI - fIW : Maya  3ds Studio Max - Blender k&
Lightwave
o [ERNRESHITHNEMBE
2. BEIIRSE =
o MUMUTHRRKEMIFSIUMBENIESEK :
o JEH/EFBME/XKETRRB
o WMEMKNRESEY)
o JEMEVIESENIERTIE - BIFE
o EERBEORARE-#ZERFEHENEG/TEH - AW : Maya ~ 3ds Studio
Max ~ Blender X Lightwave
o EERIZEERRIEFD - BN ; EEERRE ( squash and stretch ) XFEHEENE
( anticipation )
o HEEIERFSI (animated sequence ) - B11F :
o MUFEEREMNYHER FEFGENERTKIR
o FBERAARNEM (EAREHE  BEHERIEURSE ) £HF5
o NAHBLENHEHEEKIRIBEREEZE
o BRER MAE:
o MEESERBFATNHERI  HT —RIEMREERER
o HNHZEAMNBTER BREBEEFSEH/MENEX
o HIMBEAFrE—ERMKRHLAR  LFAERLENE  WIXRHEFLARZNNE
3. BRIRE S
o ERTERENEBAERM  ERMMEENEIEEEANBS TS ATIRRE
a5 IEEENE TSGR ERNEKRS
o RNEMRBETHMEREEEXR  WEEEBFEKRPAFENMS
s EEZAEMNURIHEIM/IER RRBREFRERBUMEFEEEZF
o HE-HAFREBRURHE BEREEBEFSHMEEZKREATELE
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