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| have been a storyboard artist in the SF bay area for the last 12 years working
on projects such as Pixar's Cars, Dreamworks Shrek 2 and Wild Brain's Higgley
Town Hero's to name a few. | have also worked in the game industry as concept
artist and storyboard artist for commercials and advertisments. It is a pleasure
for me to be able to share the knowledge andf:ont';ant of this book to you.

s

It's written by one of my very own students who showed me the shared passion
she has for animation. In this business of 3D animation, you must have the
desire for self expression, life and love of acting to get through the more
technical hurdles of animation. Jenny has always been that dynamic student
who would display this understanding of passion for what she does even when
she didn't have the technical aspects down. Now as mentor, educator and 3D
professional she has proven that all it takes to grasp the contents of this book
is a dedication of love for animation to become a successful story teller through
movement.

| have traveled to China as a guest judge in the Xiamen Animation Film Festival
in 2011 and have toured the mainland giving lectures as well as animation
consulting. It is my pleasure to present this book to whomever shares in the life
long love of animation. It's designed for you to improve upon your technical skills
in 3D animation as well as foster your love of performance within animation to
allow the characters you create to come to life. | thank you Jenny for making
it this far and sharing the knowledge you've mastered along the way, with the
future Jenny's to come.

Motion Designer / Story Artist
Dalton Grant Jr
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By the rapid development of computer graphics software, the animation industry
has been changed to the digital animation production from the traditional
way that artists draw with hand. Since Maya was first announced in 1998, it
was developed so much and become heavy software with a lot of functions.
However, learning Maya menus and functions is not the most important thing to
make a good and natural animation. The most important thing is to understand
the fundamental knowledge of traditional animation and make your own
animation based on that knowledge with using Maya as just only a tool.

Jenny Liu and | met each other as international students in San Francisco at
1998 spring. After that, Jenny choose the path to become a Professor, and |
went to VFX industry. | built up my experience at ILM, Weta Digital, Blizzard
Entertainment and other companies with 18 Hollywood films and 5 games as
a technical director or supervisor. Even our paths are different, we still keep
in touch and | saw Jenny's Maya book which make me to decide to write a
foreword.

This book is not just only Maya tool introduction. | believe this book can help
reader to learn the traditional knowledge for animation and poses and to make a
natural high quality animation with using Maya as a tool. | hope this book can be
widely read for long time to the people who want to make a good animation.

y VFX Supervisor / GiantStep
Jae Wook Park
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