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OS
Windows: XP SP2 or later; Mac OS X:
Intel CPU & "Leopard” 10.5 or later.

Graphics card

with 64 MB of VRAM and pixelshaders
or 4 texture units. Any card made in this
millennium should work.

Therest only depends on the
complexity of your projects
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Disadvantages

- Real programming needed,;

- Middleware dependent

- Prototyping is not that fast.
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- Free version has much to offer:

- Active community;

- Pro version is affordable.
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Programming
C#, Javascript, Booscript;
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Compatibility
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Visuals
Supports most image formats;

Maya friendly;
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Version Control System
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