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oo Learn the core theories and practical techniques required for creating 3D
e game animations using 3ds Max.
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t= CAT, 7]=dd ofydold, A 7HHE, 24 A&, AY 2219
719 = 3ds Max, 3D Game Animation, Character Animation, Rigging, Biped, CAT
JZ2 (Character Animation Toolkit), Keyframe Animation, Game Character, Motion
Production, Game Graphics
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