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(Abstract)

Nowdays many people using and learning 3D Software.
However, like artists drawing by brush, that most of
designers misunderstood that 3D Software is cover
everything as a tool.

This sort of situation, change of 3D Software will come to
the front very seriously.

It can be result about lack of understanding 3D in general
and some kind of illusion about3D Software.

These were changing fike trining school that was teaching
only function for technique.

Therefore, to prevent above things, this research paper will
be based on a conception, that compare with 3D which
called cyber space and the real world. That is explanation
of construction about 3D Software generally, that will basis
how does people think about the world.

If function of 3D Software will take concrete shape
gradually, which is after general description and
understanding and the users will be quick to understand, no
need to difficult of access for beginners. In addition, higher
education ay university is no longer training center.

Lastly, it will be able to capability as an essentially
figure.Nowdays many people using and leaming 3D
Software.

However, like artists drawing by brush, that most of
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everything as a tool.
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