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* How To Draw Comics The Marvel Way - Stan Lee and John Buscema
. ISBN-13: 978-0671530778

Chapter 02 : the secretes of Form

Chapter 03 : The power of Perspective

Chapter 04 :Let's study the Figures

Chapter 05 :Let's draw the Figures

Chapter 06 :The name of the Game is Action

Chapter 07 :Foreshortening

Chapter 08 :Drawing the Human Head



http://www.amazon.com/Stan-Lee/e/B000APCF62/ref=dp_byline_cont_book_1
http://www.amazon.com/John-Buscema/e/B000APCFB2/ref=dp_byline_cont_book_2
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% Autodesk Maya 2015 Basic Guides — Kelly L. Murdock
. Chapter 01 : Learning Maya Interface
. Chapter 03 : Working with objects
. Chapter 06 : Creating and Editing Polygon Objects
. Chapter 07 : Assigning Materials and Texture
. Chapter 09 : Using cameras and Lights
. Chapter 13 : Rendering a scene
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Text Books & References:
« Compositing Visual Effects: Essentials for the Aspiring Artist:
o Chapter 01: Visual Effect today
o Chapter 02: Digital Images
o Chapter 03: Compositing CG
o Chapter 04: Blue Screen
o Chapter 05: Creating Masks
o Chapter 06: Rotoscoping
o Chapter 07: Image Blending
o Chapter 09: The Art of Compositing
o Chapter 13: Rendering a scene
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¢ The Animator's Survival Kit: A Manual of Methods, Principles and

Formulas for Classical, Computer, Games, Stop Motion and Internet
Animators — Richard Williams

+* Character Animation in 3D — Steve Robers

Chapter 05 : Human walks and runs

12
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¢ Getting Started in 3D with Maya: Create a Project from Start to Finish -
Model, Texture, Rig, Animate, and Render in Maya

Chapter 3 : Architectural Modeling

Chapter 5 : UVs and UV layouts

Chapter 6 : Material creation and Texture painting

Chapter 7 : Lighting and Rendering
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¢ Chopine, A. (2011) 3D Art Essentials: The Fundamentals of 3D Modeling,

Texturing, and Animation. Oxford: Focal Press

s White, T. (2006) Animation from Pencils to Pixels: Classical Techniques
for the Digital Animator. Burlington: Focal Press.
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¢ Getting started in 3D with Maya _ Create a Project from Start to Finish -
Model, Texture, Rig, Animate, and Render in Maya - Adam Watkins
¢ Chapters :
Chapter 04: Organic Modeling
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¢ The Animator's Survival Kit: A Manual of Methods, Principles and
Formulas for Classical, Computer, Games, Stop Motion and Internet
Animators — Richard Williams

% Cartoon Animation:

Chapter 01: Character Development
Chapter 02: Character Movement
Chapter 03: Animation

Chapter 04: Dialogue

Chapter 05: Technical

O O O O O
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+» Advanced Maya Texturing and Lighting — Lee Lanier

O O O O O O

(@)

Passes

Chapter0O1 : Understanding lighting and color

Chapter(02 : Applying the Correct Maya Light Type

Chapter 03 : Creating High-Quality Shadow

Chapter 04 :Applying The Correct Material and 2D texture
Chapter 11: Rey-tracing, mental Ray, and effects Rendering
Chapter 12:Working with Mental Ray Shaders, Global
[llumination, and Final Gathering

Chapter 13:Color Management ,HDRI workflow and Render
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Learning Autodesk Maya 2009 The special effects Handbook — Official
Autodesk Training Guide

Maya Studio Projects Dynamics —Todd Palamar

ISBN-13: 978-0470487761
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chapterO1 : Exploring particle
Chapter 02 : Fluid Mechanics
Chapter 06 : Playing with fire
Chapter 07 : Explosions

ISBN-13: 978-1897177501
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¢ Mastering Maya
o Chapter 013: Fur
o Chapter 014: nHair
o Chapter 015: nCloth
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e Chopine, A. (2011) 3D Art Essentials: The Fundamentals of 3D Modeling,
Texturing, and Animation. Oxford: Focal Press.

e Levy, D.B. (2009) Animation development: from pitch to production. New
York: Allworth Press.
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% Acting for Animator

e Chapters

o Chapter 01: Seven Essential Action Concepts

Chapter 02: The Audience
Chapter 03: Character
Chapter 04: The Scene
Chapter 05: Movement and Body Language
Chapter 06: Speech
Chapter 07: The Camera
Chapter 08: Technique
Chapter 09: The Form
Chapter 10: The Medium
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¢ Body Language
o Chapter 01: Rigging that’s right
Chapter 02: Torso Rigging
Chapter 03: Arms of Mass Deformation
Chapter 04: Getting a Leg up on the competition
Chapter 05: Hand that’s grab your attention
Chapter 06: A Head above the rest
Chapter 07: Realistic Eye
Chapter 08: Show your teeth
Chapter 09: Deforming and organizing your Rig

O O O O O O O O
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¢ Digital Sculpting with Mudbox: Essential Tools and Techniques for Artists —
Mike de la Flor and Bridgette Mongeon
o Chapter 05: Painting Sculptures
o Chapter 06: Creating Displacement Map
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