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T R T R T




After Effects CS3 g J-EE3 ]

4. Brainstorm tool

After Effects CS3iAf93E4>#71) Brainstorm tool, ‘B A] AR BT 6810 S 50AE shim I
HATRIH . F 9 IR 2 sh7SAS B AR AL SR, tr] DABUNIELE AR, AR4E TR B8 A s 15 it
frife—284k, WE 1-7 FiR.

5. 3Z#%F Photoshop K EEFER
After Effects CS33Z#;PhotoshopiEERER (Layer Styles), 3% £:Photoshop CS3
Extended B SiiAER, (Video Layers) PAJ{#if Photoshop HJjE %<& (Vanishing Point)

TRGIVER 3D %, i 1-8 B,

ErHo(pcElapsS g 007

6. Clip NotesZhfE

After Effects CS3#Hfill—>Premiere Prof Clip NotesZhgE, BRI PAEBhAIZ &
RIH FEE I B shE IR P LR

7. 5 Flash CS3fxX%&

After Effects CS3 7] PA5 Flash CS3'E%5&E AL, =3t &M dmiEsE 2 7E Flash Player 4
W shiE, BEIE FLV XF, 7EARE Alpha BRSO FRF SWF XHE R RES A,



g 7 Z After Effects CS3#9ETHR

8. YN RBEERE
HAbAfter Effects CS3FERRM A% K HI B FAR TR AKHJEHE , After Effects CS3

HITERER T KIEREE AR &, UHARBITE 2 A HRER AN 2 4% sl b, PR R BRAE W] [ Bl %o} 28 it g A7
{EY, After Effects CS3 X%} HDV #1 MPEG ¥ thA T BT, After Effects
CS3W BB EMAREINIT T —EWTAE AR T/EX (Color workspaces) HJ3Z#,
P AT {5 380 AR iE (Output Standards) FK 41K (Film Stocks) . 45378 5 A 574
LIef#E After Effects CS3 WPEREE MtEfk, DHREEMNGREK,

1.3 After Effects CS3 47 it flr fid

B IKITFF After Effects CS3, REIZELHEIH—4
[Tip of the Dayl X#EHE, WA 1-9 iR,

R A EFEGIKITFF After Effects CS3HT#H HlX A
¥R, ATABUNA¥E “Show Tips at Startup” Hi%HE.
i Next Tip ### 7] AEE T —4&KF8xR, B OK &4
W) 5 PR AHERE .,

=0

%7 Tip of the Day R& X )5, 4o RB A RIr A, TVAL 3 F L Help | Tip of the Day
b kAT,

After Effects CS3f 7 FE 3£ 8 Tool (T H )#% Project(3i H ) itk . Composition
(&) TR, Timeline (BJIAIZK) HEtk AKAMIEIARZ D RERIARAL A, H A Project (i H )
it . Composition (£ L) THARF Timeline (BFIAIZR) TR H FEAERMERAR ., XFF
M 11 e AT ATEAT B 8 SCJREE, B 1-10 i /2 After Effects CS3 BRAKI AR .




(e T ior Erracis Co PPN

El 1-10 frn R R —FEE AR X, Bl TSI, R R
45 b Workspace [ FHrFZ H 4% All Panels, 2B RIGHEN. A THEE AL, %
Mt R BRHARE, i 1-11 BiR,

W RAEKE | After Effects CS3 BRINRFRUER TS 2, AT ATER M AE 4 b
Workspace ) T $i251| 3% # i Standard,, 7 SN I F- 7 fm A FAs 8l 7T PAM Workspace
B Fhr%)FE P 1E#E Reset “Standard”, W& 1-12 Fiz,

=1 B 1-12

d 1.4 After Effects CS3 1 Zirpe

After Effects CS3 BEZEE M A Project (3 H) WMk, Timeline (AJJE]ZR) THHFI
Composition (&) EM, Rtz sMEAE Info (f58). Time Controls (HF[EI#EH]) %k
Z/N—SE R THIAR, 7 E A AT DARB B 52 7R B R PRIX ST AR . X B e AR AT R A, A
(RIHRETE 5 b i K 0 REVE TR 4H T 1.

1. Project (WiH) Mtk

Project (JiH) Mtk EZEH KX EM G RFEITERE, ITES5 6 EMELFE
FAZ| After Effects CS3#)Project (WiH) HtkH, )5 A BHAT F—HH A mH/E,
1-13 Fi7n.

2. Composition (&A%) TR

Composition (&) HtRZ After Effects CS3 YRR AL AL, MR LESER 2] & i
Ve — ks, BEEARMRA5E R, #RATLATE Composition (&%) HiHR - A& B H %,
A A — M ERER AR, ol AT UERER, WE 1-14 Fix,

3. Timeline (Bf[A]£R) MR

Timeline (H}A]4R) HitikiE After Effects CS3 #EAT&BURITERI F B4 /7, Project (I
H) MRS ETA M EM T ERES Timeline (BHAIZ) Wk, FREEIFHS 5 HIE,



