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MAXScript Introduction Welcome to the MAXScript Reference! MAXScript is the built-in
scripting language for Autodesk ® 3ds Max ® . For fast access to some often used topics,
please follow the link below: If you have used MAXScript in previous versions of the software,
the following topic will give you an overview of the changes and additions to the MAXScript
language in 3ds Max 2020: What is New in MAXScript in 3ds Max 2020 The following index
page provides links to all topics dealing with changes to MAXScript in previous versions: What
Was New in MAXScript If you are new to MAXScript, the following topics will provide
information about the structure of this document and the concepts of the MAXScript scripting
language. See What is MAXScript? for a short overview of the areas MAXScript can enhance
your workflow and productivity. See MAXScript Overview for a more detailed introduction to the
possibilities of MAXScript.
Universal V-Ray Settings This page provides a tutorial on universal settings for V-Ray that
work for most still images. Overview The "universal" settings comprise a set of settings that
work very well for still images in many situations and are the default for V-Ray Next. Please
note that these settings are not optimal, in the sense that with enough tweaking, you can
probably get similar quality with faster render times. The beauty of these settings, though, is
that they require almost no tweaking, and you are guaranteed to get a good result in the end.
The advantages of these settings are: o very little parameters for controlling render quality vs.
speed o works for a very large number of scenes o produces high-quality results With the
Progressive Image Sampler, the default Render time (min) is set to 1.0, which might be
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insufficient for some scenes. You can reset this to 0.0 min and rendering will continue until the
Noise threshold is reached. Setting the V-Ray Renderer 1. Set V-Ray as the current rendering
engine (with the default V-Ray settings). 2. The default settings are optimized to work
universally, so it is recommended to keep them: Progressive image sampler with 100 Max.
subdivs and 1 Min. subdivs; GI enabled, using Brute Force as Primary GI engine and Light
Cache as Secondary GI engine. 3. You can further refine the noise levels from the Progressive
Image sampler rollout by adjusting the Noise Threshold and placing a 0 value for the Render
time (min). 4. You can control the amount of AA vs shading samples (for materials/lights/GI)
using the Min shading rate parameter in the Image Sampler rollout but the default value is
optimised to work well for the majority of scenes.
Introduction to Java Programming is a book for software developers to familiarize them with
the concept of object-oriented programming (OOP). The book enables the reader to
understand the basic features of Java. The line-by-line explanation of the source code, a
unique feature of the book, enables the students to gain a thorough and practical
understanding of Java. The chapters in this book are structured in a pedagogical sequence,
which makes this book very effective in learning the features and capabilities of the software.
Salient Features Each concept discussed in the book is exemplified by an application to clarify
and facilitate better understanding. This book introduces the key ideas of object-oriented
programming in an innovative way. The concepts are illustrated through best programs,
covering the basic aspects of Java. Additional information is provided to the users in the form
of notes. There is an extensive use of examples, schematic representation, screen captures,
tables, and programming exercises. Table of Contents Chapter 1: Introduction to Java Chapter
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2: Fundamental Elements in Java Chapter 3: Control Statements and Arrays Chapter 4:
Classes and Objects Chapter 5: Inheritance Chapter 6: Packages, Interfaces, and Inner
Classes Chapter 7: Exception Handling Chapter 8: Multithreading Chapter 9: String Handling
Chapter 10: Introduction to Applets and Event Handling Chapter 11: Abstract Window Toolkit
Chapter 12: The Java I/O System Index
Get a jump-start on Autodesk 3ds Max 2012 essentials—with the Essentials! The new
Essentials books from Sybex are beautiful, task-based, full-color Autodesk Official Training
Guides that help you get up to speed on Autodesk topics quickly and easily. Autodesk 3ds Max
2012 Essentials thoroughly covers the fundamentals of this popular 3D animation effects, and
visualization software, teaching you what you need to become quickly productive. By following
the book's clear explanations, practical tutorials, and step-by-step exercises, you'll cover all the
bases. Topics include modeling, animation, rendering, rigging, compositing, and much more.
Whether you're an aspiring 3D designer or a professional brushing up on the basics, here is
the essential grounding you need in 3ds Max 2012. Covers Autodesk 3ds Max 2012
fundamentals, so you become quickly productive with the software Uses straightforward
explanations and real-world, hands-on exercises and tutorials to teach the software's core
features and functions Helps you develop the skills you'll need throughout an animation
production pipeline, whether you're a beginner or a more experienced user brushing up on the
basics Uses a task-based approach and covers topics such as polygon modeling, materials
and mapping, lighting, using mental ray, HDRI images, and more This book is an Autodesk
Official Training Guide If you want to get quickly up to speed on 3ds Max, Autodesk 3ds Max
2012 Essentials is the place to start.
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There's a new trend towards sylized, comic-style art, with the latest wave of 3D movies (a la
Pixar ). Max users can do this kind of thing, and they want to learn how. Andy Gahan is
building on the success of his Focal book, 3ds Max Modeling for Games (which covers realistic
style art) with this new VOLUME II, covering stylized comic-style art. Forum members are
asking for this treatment, and we are delivering. We are linking up to original book branding
and titling, and offering the same robust portal for both books - the art on the cover will show
the distinction of this volume. The book will offer new modeling techniques, specifically cartoon
style - think Pixar, offering new challenges to people who bought Volume I (which focused on
more realistic art). Website (www.3d-for-games.com) is unique - an online forum where
readers can post and answer questions about their work. In terms of developing a portfolio,
online peer critiques are invaluable, and current readers have made use of this feature, in fact
some have happily become the forum responders (along with Andy) to coach and develop new
artists at work. Also included: step-by-step project files for each chapter; all the relevant texture
files and source photos; panoramic skies, small scene objects, bonus texture maps & models
so that artists can create whole scenes very quickly without starting from scratch each time;
countless examples of what's hot and what's not in 3D modeling and also enough support
images and photos to keep the budding artist busy for months. Unrivalled support in over
10,000 current posts - backing up the book with a lively forum and community of readers from
all over the world, ready to help your work. --Author Andy Gahan is a seasoned professional
and leading industry expert. Gahan is a key member of an award-winning game team scoring
number 1 hits in Japan, Europe and America with the Playstation 3 smash hit MotorStorm.
--Game Modeling techniques offered with artist's potential portfolio in mind. Find out what Art
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Directors and Managers are looking for. As readers move from tutorial to tutorial, they build
their own portfolio of high-quality work to showcase. In fact, people bought VOLUME I are now
professionals in the industry, producing great work - they post on the forum and share.
--VOLUME II offers a new approach: the essentials of 3D game comic-style modeling - stylized
characters, vehicles, assets and scenes - a la Pixar. --Website (www.3d-for-games.com) is
unique - an online forum where readers can post and answer questions about their work. In
terms of developing a portfolio, online peer critiques are invaluable, and current readers have
made use of this feature, in fact some have happily become the forum responders (along with
Andy) to coach and develop new artists at work. Also contains countless examples of what's
hot and what's not in 3D modeling and also enough support images and photos to keep the
budding artist busy for months. Unrivalled support in over 10,000 current posts - backing up
the book with a lively forum and community of readers from all over the world, ready to help
your work.
Kelly L. Murdock's Autodesk 3ds Max 2016 Complete Reference Guide is a popular book
among users new to 3ds Max and is used extensively in schools around the globe. The
success of this book is found in its simple easy-to-understand explanations coupled with its
even easier to follow tutorials. The tutorials are laser focused on a specific topic without any
extra material, making it simple to grasp difficult concepts. The book also covers all aspects of
the software, making it a valuable reference for users of all levels. The Complete Reference
Guide is the ultimate book on 3ds Max, and like Autodesk’s 3D animation software, it just gets
better and better with each release. Whether you're new to 3ds Max or an experienced user,
you'll find everything you need in this complete resource. The book kicks off with a getting
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started section, so beginners can jump in and begin working with 3ds Max right away.
Experienced 3ds Max users, will appreciate advanced coverage of features like crowd
simulation, particle systems, radiosity, MAXScript and more. Over 150 tutorials – complete with
before and after files – help users at all levels build real world skills.
Kelly L. Murdock's Autodesk 3ds Max 2017 Complete Reference Guide is a popular book
among users new to 3ds Max and is used extensively in schools around the globe. The
success of this book is found in its simple easy-to-understand explanations coupled with its
even easier to follow tutorials. The tutorials are laser focused on a specific topic without any
extra material, making it simple to grasp difficult concepts. The book also covers all aspects of
the software, making it a valuable reference for users of all levels. The Complete Reference
Guide is the ultimate book on 3ds Max, and like Autodesk’s 3D animation software, it just gets
better and better with each release. Whether you're new to 3ds Max or an experienced user,
you'll find everything you need in this complete resource. The book kicks off with a getting
started section, so beginners can jump in and begin working with 3ds Max right away.
Experienced 3ds Max users, will appreciate advanced coverage of features like crowd
simulation, particle systems, radiosity, MAXScript and more. Over 150 tutorials – complete with
before and after files – help users at all levels build real world skills.
Modifier : MAXWrapper and SpacewarpModifier : MAXWrapper The Modifier and
SpacewarpModifier families of classes can be created and added to an object’s modifier stack
using the addModifier() or modPanel.addModToSelection() methods. Unless otherwise noted,
the term modifier will be used to mean members of either class. By making a single modifier
and adding it to several objects, you are sharing the modifier between the objects, as you
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would by applying a modifier to a selection of objects in the 3ds Max user interface. The
constructors in the following classes can take any of the listed properties as optional keyword
arguments with the defaults as shown. Accessing Existing Modifiers Existing modifiers can be
accessed in two ways: Node.Property Access Modifiers can be accessed as a property of a
node.

Welcome to the world of Autodesk Maya 2018. Autodesk Maya 2018 is a powerful,
integrated 3D modeling, animation, visual effects, and rendering software developed by
Autodesk Inc. This integrated node based 3D software finds its application in the
development of films, games, and design projects. A wide range of 3D visual effects,
computer graphics, and character animation tools make it an ideal platform for 3D
artists. The intuitive user interface and workflow tools of Maya 2018 have made the job
of design visualization specialists a lot easier. Autodesk Maya 2018: A Comprehensive
Guide book covers all features of Autodesk Maya 2018 in a simple, lucid, and
comprehensive manner. It aims at harnessing the power of Autodesk Maya 2018 for 3D
and visual effects artists, and designers. This book will help you transform your
imagination into reality with ease. Also, it will unleash your creativity, thus helping you
create realistic 3D models, animation, and visual effects. It caters to the needs of both
the novice and advanced users of Maya 2018 and is ideally suited for learning at your
convenience and at your pace. Salient Features Consists of 17 chapters that are
organized in a pedagogical sequence covering a wide range of topics such as Maya
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interface, Polygon modeling, NURBS modeling, texturing, lighting, cameras, animation,
Paint Effects, Rendering, nHair, Fur, Fluids, Particles, nParticles and Bullet Physics in
Autodesk Maya 2018. The first page of every chapter summarizes the topics that are
covered in it. Consists of hundreds of illustrations and a comprehensive coverage of
Autodesk Maya 2018 concepts and commands. Real-world 3D models and examples
focusing on industry experience. Step-by-step instructions that guide the user through
the learning process. Additional information is provided throughout the book in the form
of tips and notes. Self-Evaluation test, Review Questions, and Exercises are given at
the end of each chapter so that the users can assess their knowledge. Additional
learning resources at 'mayaexperts.blogspot.com'. Table of Contents Chapter 1:
Exploring Maya Interface Chapter 2: Polygon Modeling Chapter 3: NURBS Curves and
Surfaces Chapter 4: NURBS Modeling Chapter 5: UV Mapping Chapter 6: Shading and
Texturing Chapter 7: Lighting Chapter 8: Animation Chapter 9: Rigging, Constraints,
and Deformers Chapter 10: Paint Effects Chapter 11: Rendering Chapter 12: Particle
System Chapter 13: Introduction to nParticles Chapter 14: Fluids Chapter 15: nHair
Chapter 16: Maya Fur Chapter 17: Bullet Physics Index
Let Your Creativity travel without moving your feet... DESCRIPTION Book is short,
lively and based on practical platforms. Everything has been given step by step by
using real-world and imagined examples. It takes the reader through the content design
process explaining everything along the way. Welcome to the world of Autodesk 3ds
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Max, a 3D modeling, animation, and rendering software package developed by
Autodesk Inc. It is widely used by architects, game developers, design visualization
specialists, and visual effects artists. A wide range of modeling and texturing tools
make it an ideal platform for 3D modelers and animators. The intuitive user interface
and workflow tools of Autodesk 3ds Max have made the job of design visualization
specialists easier. Autodesk 3ds Max 2019 Training guide is a tutorial-based textbook
that introduces the readers to the basic features of 3ds Max 2019 created on real world
model through tutorials. The textbook caters to the needs of both the novice and the
advanced users of the software. This textbook will help you unleash your creativity and
help you create simple and complete 3D models and animations. The textbook will help
the learners transform their imagination into reality with ease. KEY FEATURES Step by
step explanation. Tutorial book using real world example. Easy to Learn and simple to
understand. WHAT WILL YOU LEARN 3Ds max, its graphical user interface. Standard,
extended primitives. Spline, Nurb curves, object space modifiers. Basic and Advance
modelling tools. WHO THIS BOOK IS FOR 3D designer, 3D modular and Interior
designer Table of Contents 1. Introduction & Overview 2. Create-Geometry 3. CreateShape and Basic Tool 4. Modify-Object Space Modifiers 5. Basic Tools 6. Advance
Modeling Tools
This book is aimed at an audience consisting of two kinds of readers. The first is people
who are curious about 3D printing and want more information without necessarily
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getting deeply into it. For this audience, the first two chapters will be of greatest interest.
They provide an overview of 3D print technology. They also serve to take the confusion
out of the jargon and make sense out of such shortcuts as SLA, FFM, FFF, FDM, DLP,
LOM, SLM, DMLS, SLS, EBM, EBAM, CAD and others. They describe the basic
processes, the materials used and the application of the technology in industry, space,
medicine, housing, clothing and consumer-oriented products such as jewelry, video
game figures, footwear, tools and what must now seem like an infinity of bunnies,
eagles and busts of Star Wars and Star Trek figurines in a dazzling array of colors. This
book also addresses the needs of people new to the field who require information in a
hurry. Chapter 3 serves as a guide to generating a 3D model by reviewing scanning
methodology, the various types of software available to create a model and the steps
needed to insure a useful printed object from the 3D model. The chapter has numerous
references which, together with the information in the text, will help one find quickly any
additional information available on the internet. Keywords: 3D Printing, 3D Software, 3D
Hardware, Printing Materials, Scanning, 3D Modeling, Jewelry, Medicine, Housing,
Space
CATIA V5-6R2020 for Designers is a comprehensive book written with the intention of
helping the readers effectively use all solid modeling tools and other features of CATIA
V5-6R2020. This book provides elaborative and clear explanation of the tools of all
commonly used workbenches of CATIA V5-6R2020. After reading this book, you will be
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able to create, assemble, and draft models. The chapter on the DMU Kinematics
workbench will enable the users to create, edit, simulate, and analyze different
mechanisms dynamically. The chapter on the FreeStyle workbench will enable the
users to dynamically design and manipulate surfaces. The book explains the concepts
through real-world examples and the tutorials used in this book ensure that the users
can relate the knowledge gained from this book with the actual mechanical industry
designs. Salient Features Consists of 19 chapters that are organized in a pedagogical
sequence Tutorial approach to explain the concepts of CATIA V5-6R2020 Detailed
explanation of CATIA V5-6R2020 tools First page summarizes the topics covered in the
chapter Step-by-step instructions that guide the users through the learning process
More than 40 real-world mechanical engineering designs as tutorials and projects
Additional information is provided throughout the book in the form of notes and tips SelfEvaluation Tests and Review Questions provided at the end of each chapter to help
users assess their knowledge Table of Contents Chapter 1: Introduction to CATIA
V5-6R2020 Chapter 2: Drawing Sketches in the Sketcher Workbench-I Chapter 3:
Drawing Sketches in the Sketcher Workbench-II Chapter 4: Constraining Sketches and
Creating Base Features Chapter 5: Reference Elements and Sketch-Based Features
Chapter 6: Creating Dress-Up and Hole Features Chapter 7: Editing Features Chapter
8: Transformation Features and Advanced Modeling Tools-I Chapter 9: Advanced
Modeling Tools-II Chapter 10: Working with the Wireframe and Surface Design
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Workbench Chapter 11: Editing and Modifying Surfaces Chapter 12: Assembly
Modeling Chapter 13: Working with the Drafting Workbench-I Chapter 14: Working with
the Drafting Workbench-II Chapter 15: Working with Sheet Metal Components Chapter
16: DMU Kinematics Chapter 17: Introduction to Generative Shape Design Chapter 18:
Working with the FreeStyle Workbench Chapter 19: Introduction to FEA and Generative
Structural Analysis Student Projects Index
Exploring Autodesk Navisworks 2019 is a comprehensive book that has been written to
cater to the needs of the students and the professionals who are involved in the AEC
profession. In Navisworks 2019 book, the author has emphasized on various hands on
tools for real-time navigation, reviewing models, creating 4D and 5D simulation,
quantifying various elements, performing clash detection, rendering, creating animation,
and advanced tools for selection through tutorials and exercises. In this book, along
with the main text, the chapters have been punctuated with tips and notes to give
additional information on the concept, thereby enabling you to create your own
innovative projects. Additionally, this book contains case studies of two real world BIM
projects undertaken by The BIM Engineers. Salient Features: 404 pages of heavily
illustrated text. Covers detailed description of the tools of Navisworks 2019. Explains
the concepts using real-world projects and examples focusing on industry experience.
Covers advanced functions such as creating visualizations with Autodesk Rendering.
Includes an exercise on creating car animation using Animator and Scripter tool.
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Includes two case studies from projects of The BIM Engineers. Provides step-by-step
explanation that guides the users through the learning process. Effectively
communicates the utility of Navisworks 2019. Self-Evaluation Test and Review
Questions at the end of chapters for reviewing the concepts learned in the chapters.
Table of Contents Chapter 1: Introduction to Autodesk Navisworks 2019 Chapter 2:
Exploring the Navigation Tools in Navisworks Chapter 3: Selecting, Controlling, and
Reviewing Objects Chapter 4: Viewpoints, Sections, and Animations Chapter 5:
TimeLiner Chapter 6: Working with Animator and Scripter Chapter 7: Quantification
Chapter 8: Clash Detection Chapter 9: Autodesk Rendering in Navisworks Case
Studies Index
Exploring Autodesk Revit 2019 for Architecture is a comprehensive book that has been
written to cater to the needs of the students and the professionals who are involved in
the AEC profession. Revit 2019 book is a gateway to power, skill, and competence in
the field of architecture and interior presentations, drawings, and documentations. In
this book, the author has emphasized on the concept of designing, creating families,
quantity surveying and material takeoff, rendering orthographic and perspective views
of building, usage of other advanced tools. In this book, the chapters have been
punctuated with tips and notes that provide additional information on the concept. The
highlight of Revit 2019 book is that each concept introduced in it is explained with the
help of suitable examples for better understanding. The simple and lucid language used
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in Revit 2019 book makes it a ready reference for both beginners and intermediate
users. Salient Features: Comprehensive book consisting of 886 (800 + 86*) pages of
heavily illustrated text. Detailed explanation of the commands and tools of Autodesk
Revit used for Architecture. Real-world architectural and interior designing projects as
tutorials. Tips and Notes throughout the textbook for providing additional information.
Self-Evaluation Tests, Review Questions, and Exercises at the end of the chapters.
Student project for practice. Table of Contents Chapter 1: Introduction to Autodesk
Revit 2019 for Architecture Chapter 2: Starting an Architectural Project Chapter 3:
Creating Walls Chapter 4: Using Basic Building Components-I Chapter 5: Using the
Editing Tools Chapter 6: Working with Datum and Creating Standard Views Chapter 7:
Using Basic Building Components-II Chapter 8: Using Basic Building Components-III
Chapter 9: Adding Site Features Chapter 10: Using Massing Tools Chapter 11: Adding
Annotations and Dimensions Chapter 12: Creating Project Details and Schedules
Chapter 13: Creating and Plotting Drawing Sheets Chapter 14: Creating 3D Views
Chapter 15: Rendering Views and Creating Walkthroughs Chapter 16: Using Advanced
Features (For free download) Student Project Index
Get professional training in 3ds Max from this Autodesk Official Training Guide
Extremely popular with video game designers as well as architects, 3ds Max offers
integrated 3D modeling, animation, rendering, and compositing tools designed to
streamline production. If you already have a working knowledge of 3ds Max basics, this
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official guide will take your skills to the next level. Detailed tutorials cover all the latest
features of 3ds Max. From modeling, texturing, animation, and architectural
visualization to high-level techniques for film, television, games, and more, this book
provides professional-level instruction on 3ds Max. Those who are proficient in 3ds Max
basics can take their 3D animation skills to the next level with this Autodesk Official
Training Guide Offers industry-level training, with diverse tutorials that showcase
techniques used in actual animations for games, film, TV, and architectural visualization
Covers modeling, texturing, animation, visual effects, and high-level techniques as well
as all the latest features of 3ds Max Also recommended as a preparation guide to
Autodesk's 3ds Max Associate and Professional exams Mastering Autodesk 3ds Max
will help intermediate to advanced 3ds Max users develop and sharpen their skills in
this popular animation and effects software.
Pixologic ZBrush 4R8: A Comprehensive Guide book covers all features of ZBrush 4R8
in a simple, lucid, and comprehensive manner. It gives in-depth details of the concepts
and explains the usage and functions of ZBrush such as DynaMesh, NanoMesh,
ZRemesher, ZModeler, NanoMesh, and KeyShot renderer. In this edition, new features
such as Gizmo 3D and the Live Boolean mode, which is used to generate boolean
results, have been explained. This book will unleash your creativity and transform your
imagination into reality, thus helping you create realistic 3D models. This book caters to
the needs of both the novice and advanced users of ZBrush 4R8 and is ideally suited
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for learning at your convenience and at your pace. Salient Features: Consists of 12
chapters and 1 project that are organized in a pedagogical sequence covering various
aspects of modeling, texturing, lighting, and animation. The author has followed the
tutorial approach to explain various concepts of modeling, texturing, lighting, and
animation. The first page of every chapter summarizes the topics that will be covered in
it. Step-by-step instructions that guide the users through the learning process.
Additional information is provided throughout the book in the form of notes and tips. SelfEvaluation test and Review Questions are given at the end of each chapter so that the
users can assess their knowledge. Table of Contents Chapter 1: Exploring ZBrush
Interface Chapter 2: Sculpting Brushes Chapter 3: Introduction to Digital Sculpting
Chapter 4: SubTools and FiberMesh Chapter 5: ZSpheres Chapter 6: DynaMesh,
NanoMesh, and ZRemesher Chapter 7: ShadowBox Chapter 8: Materials in ZBrush
Chapter 9: Texturing in ZBrush Chapter 10: UV Master Chapter 11: Lighting Chapter
12: Rendering Project 1: Cartoon Character Modeling Index

Updated version of the bestselling 3ds Max book on the market 3ds Max 2012
Bible is one of the most popular 3ds Max how-tos on the market. If you're a
beginner just itching to create something right away, the Quick Start project in
Part 1 is for you. If you're an experienced user checking out 3ds Max 2012's
latest and greatest features, you'll love the fact that the 3ds Max 2012 Bible
continues to be the most comprehensive reference on this highly complex
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application. Find out what's new, what's tried and true, and how creative you can
get using the tips, tricks, and techniques in this must-have guide. Don't miss the
16-page color insert with examples from cutting-edge 3D artists, as well as the
DVD packed with all kinds of extras. Loaded with expert advice, timesaving tips,
and more than 150 step-by-step tutorials Highlights the work of some of today's
most cutting-edge 3D artists in a 16-page color insert Includes a companion DVD
with all examples from the book, including unique models and texture that you
can customize DVD also features 500 pages of extra content from previous
editions of the 3ds Max Bible, including a set of Quick Start tutorials If you want
to gain 3ds Max 2012 skills, whether you're just beginning or not, this is the book
you need to succeed.
MAXON CINEMA 4D R19 Studio: A Tutorial Approach book aims at harnessing
the power of MAXON CINEMA 4D R19 Studio for modelers, animators, and
motion graphic designers. The CINEMA 4D R19 book caters to the needs of both
the novice and the advance users of CINEMA 4D R19. Keeping in view the
varied requirements of users, the CINEMA 4D book first introduces the basic
features and then progresses to cover the advanced techniques such as
MoGraph, XPresso, and 3D Compositing. Salient Features: Consists of 13
chapters and 2 projects that are organized in a pedagogical sequence covering
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various aspects of modeling, texturing, lighting, and animation. The author has
followed the tutorial approach to explain various concepts of modeling, texturing,
lighting, and animation. The first page of every chapter summarizes the topics
that are covered in it. Step-by-step instructions that guide the users through the
learning process. Additional information is provided throughout the book in the
form of notes and tips. Self-Evaluation test and Review Questions are given at
the end of each chapter so that the users can assess their knowledge. Technical
support by contacting 'techsupport@cadcim.com'. Additional learning resources
available at 'cinema4dexperts.blogspot.com'. Table of Contents Chapter 1:
Exploring MAXON CINEMA 4D R19 Studio Interface Chapter 2: Working with
Splines Chapter 3: Introduction to Polygon Modeling Chapter 4: Sculpting
Chapter 5: Texturing Chapter 6: Lighting Chapter 7: Rigging Chapter 8:
Animation Chapter 9: Introduction to UV Mpping Chapter 10: Composting in 3D
Objects Chapter 11: Rendering Chapter 12: MoGraph Chapter 13: Working with
XPresso Project 1: Creating an Indoor Scene Project 2: Texturing an Indoor
Scene Index
Kelly L. Murdock's Autodesk 3ds Max 2015 Complete Reference Guide is a
popular book among users new to 3ds Max and is used extensively in schools
around the globe. The success of this book is found in its simple easy-toPage 18/35
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understand explanations coupled with its even easier to follow tutorials. The
tutorials are laser focused on a specific topic without any extra material, making it
simple to grasp difficult concepts. The book also covers all aspects of the
software, making it a valuable reference for users of all levels. The Complete
Reference Guide is the ultimate book on 3ds Max, and like Autodesk’s 3D
animation software, it just gets better and better with each release. Whether
you're new to 3ds Max or an experienced user, you'll find everything you need in
this complete resource. The book kicks off with a getting started section, so
beginners can jump in and begin working with 3ds Max right away. Experienced
3ds Max users, will appreciate advanced coverage of features like crowd
simulation, particle systems, radiosity, MAXScript and more. Over 150 tutorials –
complete with before and after files – help users at all levels build real world
skills.
Autodesk Maya 2019 is a powerful, integrated 3D modeling, animation, visual
effects, and rendering software developed by Autodesk Inc. This integrated node
based 3D software finds its application in the development of films, games, and
design projects. A wide range of 3D visual effects, computer graphics, and
character animation tools make it an ideal platform for 3D artists. The intuitive
user interface and workflow tools of Maya 2019 have made the job of design
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visualization specialists a lot easier. Autodesk Maya 2019: A Comprehensive
Guide book covers all features of Autodesk Maya 2019 software in a simple,
lucid, and comprehensive manner. It aims at harnessing the power of Autodesk
Maya 2019 for 3D and visual effect artists, and designers. This Autodesk Maya
2019 book will help you transform your imagination into reality with ease. Also, it
will unleash your creativity, thus helping you create realistic 3D models,
animation, and visual effects. It caters to the needs of both the novice and
advanced users of Maya 2019 and is ideally suited for learning at your
convenience and at your pace. Salient Features: Consists of 17 chapters that are
organized in a pedagogical sequence covering a wide range of topics such as
Maya interface, Polygon modeling, NURBS modeling, texturing, lighting,
cameras, animation, Paint Effects, Rendering, nHair, Fur, Fluids, Particles,
nParticles and Bullet Physics in Autodesk Maya 2019. The first page of every
chapter summarizes the topics that are covered in it. Consists of hundreds of
illustrations and a comprehensive coverage of Autodesk Maya 2019 concepts &
commands. Real-world 3D models and examples focusing on industry
experience. Step-by-step instructions that guide the user through the learning
process. Additional information is provided throughout the book in the form of tips
and notes. Self-Evaluation test, Review Questions, and Exercises are given at
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the end of each chapter so that the users can assess their knowledge. Table of
Contents Chapter 1: Exploring Maya Interface Chapter 2: Polygon Modeling
Chapter 3: NURBS Curves and Surfaces Chapter 4: NURBS Modeling Chapter
5: UV Mapping Chapter 6: Shading and Texturing Chapter 7: Lighting Chapter 8:
Animation Chapter 9: Rigging, Constraints, and Deformers Chapter 10: Paint
Effects Chapter 11: Rendering Chapter 12: Particle System Chapter 13:
Introduction to nParticles Chapter 14: Fluids Chapter 15: nHair Chapter 16:
Bifrost Chapter 17: Bullet Physics Index
Lighting is the one thing that makes or breaks any CG environment. This
inspirational book and DVD give you everything you need to create convincing
CG lightin; from the concepts and theoretical aspects to the techniques and tricks
that are essential in a production environment. The stunning color illustrations
throughout the book illustrate just what can be done, while the tutorials show you
exactly how to do it. Every ounce of theory is backed up with practical tutorials,
using the free trial versions of 3ds Max and Combustion supplied on the
companion DVD. The tutorials take you from the fundamentals of lighting, right
through to advanced techniques with many new sections, including ones that
cover radiosity techniques, rendering with mental ray, and compositing. Certified
by Autodesk, Darren Brooker's new edition teaches the real methods behind realPage 21/35
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world work. If you want a one-stop master class in CG lighting, or if you just want
to brush up on your existing skills - then this book contains everything you need.
Exploring AutoCAD Civil 3D 2020 book introduces the users to the powerful
Building Information Modeling (BIM) solution, AutoCAD Civil 3D. The book helps
you learn, create and visualize a coordinated data model that can be used to
design and analyze a civil engineering project for its optimum and cost-effective
performance. This book has been written considering the needs of the
professionals such as engineers, surveyors, watershed and storm water analysts,
land developers, and CAD technicians, who wish to learn and explore the usage
and abilities of AutoCAD Civil 3D in their respective domains. This book provides
comprehensive text and graphical representation to explain concepts and
procedures required in designing solutions for various infrastructure works. The
tutorials and exercises, which relate to real-world projects, help you better
understand the tools in AutoCAD Civil 3D.
Pixologic ZBrush 2018: A Comprehensive Guide covers all features of ZBrush
2018, which is a powerful modeling and sculpting software developed by
Pixologic Inc. and is used for developing highly detailed characters for movies,
games, and digital design projects. The book provides in-depth details of the
concepts and explains the usage and functions of the most commonly used tools
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of ZBrush. In this edition, new feature such as, ZModeler, NanoMesh, and
KeyShot renderer have been also been explained. This book will unleash your
creativity and transform your imagination into reality, thus helping you create
realistic 3D models. This book caters to the needs of both the novice and
advanced users of ZBrush 2018 and is ideally suited for learning at your
convenience and at your pace. Salient Features: Consists of 12 chapters & 1
project that are organized in a pedagogical sequence. Covers all aspects such as
modeling, texturing, lighting, & animation in ZBrush. Tutorial approach to explain
the concepts and usage of tools. First page of every chapter summarizes the
topics that are covered in the chapter. Additional information is provided
throughout the book in the form of notes and tips. Self-Evaluation test & Review
Questions at the end of each chapter so that the users can assess their
knowledge. Table of Contents Chapter 1: Exploring ZBrush Interface Chapter 2:
Sculpting Brushes Chapter 3: Introduction to Digital Sculpting Chapter 4:
SubTools and FiberMesh Chapter 5: ZSpheres Chapter 6: DynaMesh,
NanoMesh, and ZRemesher Chapter 7: ShadowBox Chapter 8: Materials in
ZBrush Chapter 9: Texturing in ZBrush Chapter 10: UV Master Chapter 11:
Lighting Chapter 12: Rendering Project 1: Cartoon Character Modeling Index
Finally bridge the gap between software-specific instruction and the world of
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classical animation with this easy to utilize, one-of-a-kind reference guide. With
great relevance for today's digital workflows, Richard Lapidus presents innovative
3ds Max controls to the classical principles of animation like squash and stretch,
anticipation, staging and more. Move beyond these fundamental techniques and
explore both the emotion and technical sides of animation with character appeal
and rigging. Features a robust companion web sites that include demonstrations,
project files, links to further resources, available at www.tradigital3dsmax.com.
Exploring Autodesk Navisworks 2020 is a comprehensive book that has been written to
cater to the needs of the students and professionals. The chapters in this book are
structured in a pedagogical sequence, which makes the learning process very simple
and effective for both the novice as well as the advanced users of Autodesk
Navisworks. In this book, the author emphasizes on creating 4D simulation, performing
clash detection, performing quantity takeoff, rendering, creating animation, and
reviewing models through tutorials and exercises. In addition, the chapters have been
punctuated with tips and notes, wherever necessary, to make the concepts clear,
thereby enabling you to create your own innovative projects. Salient Features
Comprehensive book consisting of 404 pages of heavily illustrated text. Detailed
explanation of the commands and tools of Autodesk Navisworks. Tips and Notes
throughout the book for providing additional information. Self-Evaluation Tests, Review
Questions, and Exercises at the end of the chapters. Table of Contents Chapter 1:
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Introduction to Autodesk Navisworks 2020 Chapter 2: Exploring the Navigation Tools in
Navisworks Chapter 3: Selecting, Controlling, and Reviewing Objects Chapter 4:
Viewpoints, Sections, and Animations Chapter 5: TimeLiner Chapter 6: Working with
Animator and Scripter Chapter 7: Quantification Chapter 8: Clash Detection Chapter 9:
Autodesk Rendering in Navisworks Case Study Index
Blender 2.79 for Digital Artists book covers major features of Blender 2.79 in a simple,
lucid, and comprehensive manner. Keeping in view the varied requirements of the
users, the book introduces the basic features of Blender 2.79 and then gradually
progresses to cover the advanced features. This book will help you unleash your
creativity, thus helping you create stunning 3D models. The book will help the learners
transform their imagination into reality with ease. Also, it takes the users through
progressive tutorials, numerous illustrations, and ample exercises. Salient Features
Consists of 11 chapters that are organized in a pedagogical sequence covering various
aspects of modeling, sculpting, texturing, lighting, rigging, animation, rigid body
dynamics, and particle system. The author has followed the tutorial approach to explain
various concepts of modeling, texturing, lighting, and animation. The first page of every
chapter summarizes the topics that are covered in it. Step-by-step instructions that
guide the users through the learning process. Additional information is provided
throughout the book in the form of notes and tips. Self-Evaluation Test and Review
Questions are given at the end of each chapter so that the users can assess their
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knowledge. Table of Contents Chapter 1: Introduction to Blender Interface Chapter 2:
Working with Mesh Primitives Chapter 3: Working with Curve Primitives Chapter 4:
Working with Modifiers Chapter 5: Digital Sculpting Techniques Chapter 6: Working
with Materials - I Chapter 7: Working with Materials - II Chapter 8: Lights and Cameras
Chapter 9: Basics of Rigging and Animation Chapter 10: Rigid Body Dynamics Chapter
11: Working with Particles Index
Exploring AutoCAD Civil 3D 2019 book introduces the users to the powerful Building
Information Modeling (BIM) solution, AutoCAD Civil 3D. The BIM solution in AutoCAD
Civil 3D helps create and visualize a coordinated data model. This data model can then
be used to design and analyze a civil engineering project for its optimum and costeffective performance. This book has been written considering the needs of the
professionals such as engineers, surveyors, watershed and storm water analysts, land
developers and CAD technicians, who wish to learn and explore the usage and abilities
of AutoCAD Civil 3D in their respective domains. This book consists of 13 chapters
covering Points Creations, Surface Creations, Surface Analysis, Corridor Modeling,
Pipe Networks, Pressure Networks, and Parcels and so on. The chapters are organized
in a pedagogical sequence to help users understand the concepts easily. Each chapter
begins with a command section that provides a detailed explanation of the commands
and tools in AutoCAD Civil 3D. The chapters in this book cover the basic as well as
advanced concepts in AutoCAD Civil 3D such as COGO points, surfaces and surface
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analysis, alignments, profiles, sections, grading, assemblies, corridor modeling,
earthwork calculations, and pipe and pressure networks. Salient Features: Consists of
13 chapters that are arranged in pedagogical sequence. Contains 808 pages, 50
tutorials, about 26 exercises, and more than 770 illustrations. Real-world engineering
projects used in tutorials, exercises, and explaining various tools and concepts. Table
of Contents Chapter 1: Introduction to AutoCAD Civil 3D 2019 Chapter 2: Working with
Points Chapter 3: Working with Surfaces Chapter 4: Surface Volumes and Analysis
Chapter 5: Alignments Chapter 6: Working with Profiles Chapter 7: Working with
Assemblies and Subassemblies Chapter 8: Working with Corridors and Parcels
Chapter 9: Sample Lines, Sections, and Quantity Takeoffs Chapter 10: Feature Lines
and Grading Chapter 11: Pipe Networks Chapter 12: Pressure Networks Chapter 13:
Working with Plan Production Tools, and Data Shortcuts Index
Autodesk Inventor Professional 2020 for Designers is a comprehensive book that
introduces the users to Autodesk Inventor 2020, a feature-based 3D parametric solid
modeling software. All environments of this solid modelling software are covered in this
book with a thorough explanation of commands, options, and their applications to
create real-world products. The mechanical engineering industry examples that are
used as tutorials and the related additional exercises at the end of each chapter help
the users to understand the design techniques used in the industry to design a product.
Additionally, the author emphasizes on the solid modelling techniques that will improve
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the productivity and efficiency of the users. After reading this book, the users will be
able to create solid parts, sheet metal parts, assemblies, weldments, drawing views
with bill of materials, presentation views to animate the assemblies and apply direct
modelling techniques to facilitate rapid design prototyping. Also, the users will learn the
editing techniques that are essential for making a successful design. Salient Features:
Comprehensive book consisting of 19 chapters organized in a pedagogical sequence.
Detailed explanation of all concepts, techniques, commands, and tools of Autodesk
Inventor Professional 2020. Tutorial approach to explain the concepts. Step-by-step
instructions that guide the users through the learning process. More than 54 real-world
mechanical engineering designs as tutorials and projects. Self-Evaluation Test, Review
Questions, and Exercises are given at the end of the chapters so that the users can
assess their knowledge. Technical support by contacting 'techsupport@cadcim.com'.
Table of Contents Chapter 1: Introduction Chapter 2: Drawing Sketches for Solid
Models Chapter 3: Adding Constraints and Dimensions to Sketches Chapter 4: Editing,
Extruding, and Revolving the Sketches Chapter 5: Other Sketching and Modeling
Options Chapter 6: Advanced Modeling Tools-I Chapter 7: Editing Features and Adding
Automatic Dimensions to Sketches Chapter 8: Advanced Modeling Tools-II Chapter 9:
Assembly Modeling-I Chapter 10: Assembly Modeling-II Chapter 11: Working with
Drawing Views-I Chapter 12: Working with Drawing Views-II Chapter 13: Presentation
Module Chapter 14: Working with Sheet Metal Components Chapter 15: Introduction to
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Stress Analysis Chapter 16: Introduction to Weldments (For free download) Chapter 17:
Miscellaneous Tools (For free download) Chapter 18: Working with Special Design
Tools For free download) Chapter 19: Introduction to Plastic Mold Design (For free
download) Index
Exploring Oracle Primavera P6 Professional 18 book explains the concepts and
principles of project management through practical examples, tutorials, and exercises.
This enables the users to harness the power of managing projects with Oracle
Primavera P6 for their specific use. In this book, the author emphasizes on planning,
managing and controlling the projects, assigning resources and roles to a project, and
producing schedule and resources reports and graphics. This book is specially meant
for professionals and students in engineering, project management and allied fields in
the building industry. Salient Features: Detailed explanation of Oracle Primavera
concepts. Real-world projects given as tutorials. Tips and Notes throughout the book.
264 pages of illustrated text. Self-Evaluation Tests, Review Questions, and Exercises at
the end of the chapters Table of Contents: Chapter 1: Getting Started with Primavera
P6 Professional 18 Chapter 2: Creating Projects Chapter 3: Defining Calendars and
Work Breakdown Structure Chapter 4: Working with Activities and Establishing
Relationships Chapter 5: Defining Resources and Roles Chapter 6: Risks and Issues,
and Setting Baselines Chapter 7: Project Expenses and Tracking Progress of Project
Chapter 8: Printing Layouts and Reports Index
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MAXON CINEMA 4D R20 Studio: A Tutorial Approach is a tutorial-based book and
aims at harnessing the power of MAXON CINEMA 4D R20 Studio software for
modelers, animators, and designers. The book caters to the needs of both the novice
and the advance users of MAXON CINEMA 4D R20 Studio. Keeping in view the varied
requirements of users, the book first introduces the basic features of CINEMA 4D R20
Studio And then progresses to cover the advanced techniques. In this book, two
projects based on the tools and concepts covered in the book have been added to
enhance the knowledge of users. This book will help you unleash your creativity and
transform your imagination into reality with ease. Salient Features: Consists of 13
Chapters and 2 Projects that are organized in a pedagogical sequence covering various
aspects of modeling, sculpting texturing, lighting, rendering, and animation. The author
has followed the tutorial approach to explain various concepts of modeling, texturing,
lighting, and animation. The first page of every chapter summarizes the topics that are
covered in it. Additional information is provided throughout the book in the form of notes
and tips. Self-Evaluation Test and Review Questions are given at the end of each
chapter so that the users can assess their knowledge. Table of Contents Chapter 1:
Exploring CINEMA 4D R20 Studio Interface Chapter 2: Working with Splines Chapter 3:
Introduction to Polygon Modeling Chapter 4: Sculpting Chapter 5: Texturing Chapter 6:
Lighting Chapter 7: Rigging Chapter 8: Animation Chapter 9: Introduction to UV
Mapping Chapter 10: Compositing 3D objects Chapter 11: Rendering Chapter 12:
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MoGraph Chapter 13: Working with XPresso Project 1: Creating an Indoor Scene
Project 2: Texturing an Indoor Scene Index
Pixologic ZBrush 2020: A Comprehensive Guide covers all features of ZBrush 2020 in
a simple, lucid, and comprehensive manner. It gives in-depth details of the concepts
and explains the usage and tools of ZBrush such as DynaMesh, NanoMesh,
ZRemesher, ZModeler, NanoMesh, and KeyShot renderer. This book will unleash your
creativity and transform your imagination into reality, thus helping you create realistic
3D models. In this edition, the author has provided detailed explanation of some new
and enhanced concepts such as CamView and Spotlight. Moreover, new sculpting
brushes like XTractor and HistoryRecall have been covered. Additionally, the concepts
like Array, ZPlugin, and FiberMesh are explained with the help of step by step
instructions. Salient Features Consists of 12 chapters & 1 project that are organized in
a pedagogical sequence. Covers all aspects such as modeling, texturing, lighting, &
animation in ZBrush. Tutorial approach to explain the concepts and usage of tools. First
page of every chapter summarizes the topics that are covered in the chapter. Additional
information is provided throughout the book in the form of notes and tips. SelfEvaluation test & Review Questions at the end of each chapter so that the users can
assess their knowledge. Table of Contents Chapter 1: Exploring ZBrush Interface
Chapter 2: Sculpting Brushes Chapter 3: Introduction to Digital Sculpting Chapter 4:
SubTools and FiberMesh Chapter 5: ZSpheres Chapter 6: DynaMesh, NanoMesh, and
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ZRemesher Chapter 7: ShadowBox Chapter 8: Materials in ZBrush Chapter 9:
Texturing in ZBrush Chapter 10: UV Master Chapter 11: Lighting Chapter 12:
Rendering Project 1: Cartoon Character Modeling Index
VISSIM is the leading microscopic simulation program for multi-modal traffic flow
modeling. With its unique high level of detail it accurately simulates urban and highway
traffic, including cyclists and motorized vehicles. VISSIM is the ideal tool for
transportation professionals who want to simulate different traffic scenarios before
starting implementation. It thus allows them to find a solution which takes traffic and
transportation quality, safety and cost into consideration. As VISSIM combines traffic
engineering expertise and state-of-the-art presentation options, even 3D animations, it
is not only used by transportation professionals. More and more decision makers and
local authorities are choosing VISSIM to convincingly show how effective a projected
measure might be, regardless of whether a new road is going to be constructed or a
new tram line is being planned. VISSIM therefore offers the unique opportunity to
integrate citizens into the decision-making process.
"Consists of 1028 pages of heavily illustrated text covering the following features of
SolidWorks: part design, assembly design, detailing and drafting, blocks, sheet metal
modeling, and surface modeling."--Cover.
There's a new trend towards sylized, comic-style art, with the latest wave of 3D movies (a la
Pixar ). Max users can do this kind of thing, and they want to learn how. Andy Gahan is
building on the success of his Focal book, 3ds Max Modeling for Games (which covers realistic
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style art) with this new VOLUME II, covering stylized comic-style art. Forum members are
asking for this treatment, and we are delivering. We are linking up to original book branding
and titling, and offering the same robust portal for both books - the art on the cover will show
the distinction of this volume. The book will offer new modeling techniques, specifically cartoon
style - think Pixar, offering new challenges to people who bought Volume I (which focused on
more realistic art). Website (www.3d-for-games.com) is unique - an online forum where
readers can post and answer questions about their work. In terms of developing a portfolio,
online peer critiques are invaluable, and current readers have made use of this feature, in fact
some have happily become the forum responders (along with Andy) to coach and develop new
artists at work. Also included: step-by-step project files for each chapter; all the relevant texture
files and source photos; panoramic skies, small scene objects, bonus texture maps & models
so that artists can create whole scenes very quickly without starting from scratch each time;
countless examples of what's hot and what's not in 3D modeling and also enough support
images and photos to keep the budding artist busy for months. Unrivalled support in over
10,000 current posts - backing up the book with a lively forum and community of readers from
all over the world, ready to help your work.
Polymodeling is a modeling technique used in 3d modeling. Unlike box modeling, or other
forms of modeling where you start out with a basic form or primitive object that determines the
mass of an object, artists can use the polygon (the basic building block of all of the primitives
available in 3ds Max). This approach allows for more control over the flow, placement and
detail of the meshes that are built. Placement of vertices/points, edges and all other subelements that build our models is determined by the user, rather than pre-determined by a
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computer generated primitive. This book is a collection of tips, tricks and techniques on how to
create professional models for advertising on T.V and the web. The author has tons of industry
experience using Max toward this end, and he shares the secrets of his trade. As Production
Modeler for some of today's hottest studios (including GuerillaFx, Coke Zero, MTV, Old Navy,
Nike, Target, HP) Todd Daniele brings real-world experience to the book. Daniele teaches the
technical aspects of polymodeling, while showing how to ultimately create content in a
dynamic, efficient manner. Associated web site offers instructional files that show the models in
progressive stages of development; plus a supporting internet forum: readers can log-on to this
forum to ask questions or comment on anything covered in the book.
Computer-aided design (CAD) is the dominant design and drawing tool used in architecture,
and all students need to acquire basic skills in using it. This book explains the key CAD skills
required to create plans, 3D models and perspectives. Detailed text and hundreds of
screengrabs and visuals are used to demonstrate the various techniques and processes. 2D
skills are shown using AutoCAD, SketchUp and Vectorworks, while 3D modelling and
presentation techniques also include 3ds Max, Maya, Form·Z and Photoshop. The reader will
learn how to simplify the software interface and tools in order to focus on the most common
and useful tasks. This is an invaluable guide for all students of architecture.
Learn time-saving techniques and tested production-ready tips for maximum speed and
efficiency in creating professional-level architectural visualizations in 3ds Max. Move from
intermediate to an advanced level with specific and comprehensive instruction with this
collaboration from nine different authors from around the world. Get their experience and skills
in this full-color book, which not only teaches more advanced features, but also demonstrates
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the practical applications of those features to get readers ready for a real production
environment. Fully updated for the most recent version of 3ds Max.
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