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Unity brings you ever closer to the "author once, deploy anywhere" dream. With its multiplatform capabilities, you can target
desktop, web, mobile devices, and consoles using a single development engine. Little wonder that Unity has quickly become the
#1 game engine out there. Mastering Unity is absolutely essential in an increasingly competitive games market where agility is
expected, yet until now practical tutorials were nearly impossible to find. Creating Games with Unity and Maya gives you with an
end-to-end solution for Unity game development with Maya. Written by a twelve-year veteran of the 3D animation and games
industry and professor of 3D animation, this book takes you step-by-step through the process of developing an entire game from
scratch-including coding, art, production, and deployment. This accessible guide provides a "non-programmer" entry point to the
world of game creation. Aspiring developers with little or no coding experience will learn character development in Maya, scripts,
GUI interface, and first- and third-person interactions.
This book is designed for the interior designer wanting to use hand sketching techniques, Google SketchUp, and Adobe
Photoshop together to create beautiful designs and presentations. This book will teach you how to come up with fresh new design
ideas and how to save time by using these powerful tools and techniques. This book presumes no previous experience with any of
these tools and is divided into three sections. In the first section you will learn to use SketchUp and Photoshop starting with
navigating the interface and than learning their features. In the next section you will learn hand sketching techniques and how to
combine these with digital tools. In the last section of the book you will complete an interior design project leveraging the tools and
techniques you learned in previous chapters while learning a few new techniques along the way. The first two chapters cover
computer basics, including managing files and knowing your way around the operating system. The next three chapters introduce
the reader to SketchUp, an easy to use 3D modeling program geared specifically towards architecture. Chapters six and seven
present the basic tools found in Photoshop, which is the industry standard raster image editing software. Once you have worked
through all the technology related introduction chapters, you will explore four chapters on various aspects of hand sketching.
These chapters mainly focus on interior drawing concepts. The final four chapters work through the concept design process for an
interior fit out project. The intent is that the reader would recreate these drawings as they appear in the book. The goal is to focus
on understanding the process and developing the required techniques rather than getting bogged down in design right away.
The comprehensive, soup-to-nuts guide to Photoshop, fully updated Photoshop CS6, used for both print and digital media, is the
industry leader in image-editing software. The newest version adds some exciting new features, and this bestselling guide has
been revised to cover each of them, along with all the basic information you need to get started. Learn to use all the tools,
including the histogram palette, Lens Blur, Match Color, and the color replacement tool, as well as keyboard shortcuts. Then
master retouching and color correction, work with Camera Raw images, prepare photos for print or the web, and much more.
Photoshop has the broadest user base of any professional-level graphics application, ranging from photo hobbyists to
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professionals in graphic design, publishing, video editing, animation, and broadcasting This comprehensive guide has what
beginners need to know as well as intermediate-level information on key tools and procedures Features a 16-page full-color insert
and a companion website with tutorials, including JPEG and PSD files of images from the book Covers image-editing basics, the
File Browser, histogram palette, Lens Blur, Match Color, the color replacement tool, and customizable keyboard shortcuts Delves
into techniques for working with Camera Raw images; how to retouch, color-correct, manipulate, and combine images; and all the
new features and enhancements in the latest version Photoshop CS6 Bible is the one reference book every Photoshop user
needs.
Users learn how to create stunning, professional-quality game textures from an award-winning industry expert with this book--a
one-stop shop to learning everything about texturing game worlds, from the research that goes into creating a world to tips, tricks
and tools of the trade. A companion CD-ROM includes sample textures and electronic versions of images in the book.
Take your Photoshop CC skills to the next level with this complete, advanced training package Adobe Photoshop is the industry
leading image-editing program for digital photographers, graphic designers, and web developers. The newest version includes
even more great tools to manage and enhance your images. This book-and-DVD package focuses on using the more advanced
Photoshop CC features such as curves, levels, blending modes, painting and drawing tools, and the latest special effects to create
professional-quality designs and images for web and video. You can learn at your own pace, using the step-by-step instructions in
the book and supplementary exercises on the DVD. Encourages you to develop your skills in the program's finer points with these
13 self-paced lessons developed by the AGI Creative Team Features illustrated, step-by-step instructions plus video tutorials and
lesson files, all created by expert instructors Covers Adobe Bridge and Camera RAW, then focuses on advanced techniques
including curves, levels, blending modes, painting and drawing tools, and the latest Photoshop CC special effects Enables web
developers and graphic designers to make full use of the advanced features of Photoshop CC (Creative Cloud) Advanced
Photoshop CC Digital Classroom takes your Photoshop CC skills a step further, giving you more control over your images. Note:
DVD and other supplementary materials are not included as part of the e-book file, but are available for download after purchase.
Draws on interviews with leading professionals to provide a crash course in the different skills video game artists need, in a work
that features screenshots from popular games, step-by-step game art lessons, and portfolio samples.
Photoshop 5 3D Textures F/x and DesignCoriolis Group Books
Flash 3 is the up-and-coming design tool for animation and is currently supported by Disney, NBC, Microsoft, IBM, and Netscape.
Showing step-by-step how to apply transparency, create morphing effects, add interactivity and sound, and animate graphics for
the Web, this title includes a CD-ROM demo of Flash 3 and a collection of clip art.
A book/CD-ROM featuring hundreds of step-by-step tutorials and some 400 color images. Part I covers 3D texture painting techniques, and
Part II covers image maps. Part III shows how to create textures for industrial and science fiction applications, and Part IV covers specialty
textures. The CD-ROM contains 3D human and creature models, templates for image mapping, and texture maps. For 3D animators,
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illustrators, and other Photoshop users. Annotation copyrighted by Book News, Inc., Portland, OR
From Icy Tundras to Desert savannahs, master the art of landscape and environment design for 2D and 3D digital content. Make it rain,
shower your digital scene with a snow storm or develop a believable urban scene with a critical eye for modeling, lighting and composition.
Move beyond the limitations of gallery style coffee table books with Digital Mayhem: 3D Landscapes-offering leading professional techniques,
groundbreaking inspiration, and artistic mastery from some of the greatest digital artists. More than just a gallery book - each artist has written
a breakdown overview, with supporting imagery of how they made their piece of work. Compiled by Duncan Evans, founder and inspiration
behind 3DArtist Magazine, start your mentorship into the world of digital art today with some of the greatest digital artists in the world!
Develop your landscape and background skills beyond the variety of free online tutorials and apply the most up to date techniques, like colour
and contrast enhancements, sharpening, composition, lighting and more! Expand your digital canvas to include a variety of software
techniques, tools and workflows featuring Photoshop, Painter, Maya and 3ds Max examples. A source of inspiration for digital artists
everywhere: more than 50 artists and 700 stunning color images are showcased with an in-depth companion website that includes
professional source files and further technique based skills development.
New Zealand. He has a strong interest in teaching students how to use open source software, especially Blender, to create and explore 3D
computer graphics.
A broadly enhanced new edition of Luke Ahearn's cornerstone game art book "3D Game Textures" is here. When digital art software was in
its infancy, most digital art, especially vector art, was textureless. With the advance in software, it is now possible to incorporate texture into
most types of digital art. However, if the artists cannot build their own textures, they are limited to using commercial textures. In this enhanced
3rd edition of Luke Ahearn's gem of a book, not only does Luke teach you how to create your own unique textures, he also teaches how to
create shaders (the visual effects - reflections, refractions, opacity - that make textures come to life) and materials (collections of shaders that
fill well together to map to a particular scene or environment). You can now expand your skill set immeasurably, and create more compelling,
varied art work from scratch. Unlike anything on the market, this book provides an in-depth guide to game textures, shaders and materialswith hundreds of high-quality examples. The companion website includes: demo versions of relevant software; resource images; all images
from the book.
A comprehensive, cross-referenced resource, this f/x encyclopedia details the effect capabilities and options in After Effects and the available
plug-ins. The CD-ROM contains hundreds of animations exemplifying f/x diversity, plus Adobe and MetaCreations support via demo software.
This book was written to support the development of art assets and virtual environments for Serious Games and Architectural Visualization. It
caters to those who do not have any experience with 3D modeling, texturing and scene building in a real-time virtual environment. This book
focuses on utilizing Autodesk's 3DS Max as the 3D modeling tool, Allegorithmic's MapZone as the texture creation tool, and Terathon's C4
Engineas the real-time virtual environment scene builder. Many of the chapters in thisbook were written independent of one another to allow
students to explore, and use their creativity and imagination in creating theirown virtual environments.
Over 100 recipes exploring the new and exciting features of Unity 5 to spice up your Unity skillset About This Book Built on the solid
foundation of the popular Unity 4.x Cookbook, the recipes in this edition have been completely updated for Unity 5 Features recipes for both
2D and 3D games Provides you with techniques for the new features of Unity 5, including the new UI system, 2D game development, new
Standard Shaders, and the new Audio Mixer Who This Book Is For From beginners to advanced users, from artists to coders, this book is for
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you and everyone in your team! Programmers can explore multimedia features, and multimedia developers can try their hand at scripting.
Basic knowledge and understanding of the Unity platform, game design principles, and programming knowledge in C# is essential. What You
Will Learn Immerse players with great audio, utilizing Unity 5's audio features including the new Audio Mixer, ambient sound with Reverb
Zones, dynamic soundtracks with Snapshots, and balanced audio via Ducking Create better materials with Unity's new, physically-based,
Standard Shader Measure and control time, including pausing the game, displaying clocks and countdown timers, and even implementing
“bullet time” effects Improve ambiance through the use of lights and effects such as reflection and light probes Create stylish user interfaces
with the new UI system, including power-bars, clock displays, and an extensible inventory system Save and load text and media assets from
local or remote sources, publish your game via Unity Cloud, and communicate with websites and their databases to create online
scoreboards Discover advanced techniques, including the publisher-subscriber and state patterns, performance bottleneck identification, and
methods to maximize game performance and frame rates Control 2D and 3D character movement, and use NavMeshAgents to write NPC
and enemy behaviors such as seek, flee, flock, and waypoint path following In Detail Unity 5 is a flexible and intuitive multiplatform game
engine that is becoming the industry's de facto standard. Learn to craft your own 2D and 3D computer games by working through core
concepts such as animation, audio, shaders, GUI, lights, cameras, and scripting to create your own games with Unity 5. Completely re-written
to cover the new features of Unity 5, this book is a great resource for all Unity game developers, from those who have recently started using
Unity right up to Unity professionals. The first half of the book focuses on core concepts of 2D game design while the second half focuses on
developing 3D game development skills. In the first half, you will discover the new GUI system, the new Audio Mixer, external files, and
animating 2D characters in 2D game development. As you progress further, you will familiarize yourself with the new Standard Shaders, the
Mecanim system, Cameras, and the new Lighting features to hone your skills towards building 3D games to perfection. Finally, you will learn
non-player character control and explore Unity 5's extra features to enhance your 3D game development skills. Style and approach Each
chapter first introduces the topic area and explains how the techniques covered can enhance your games. Every recipe provides step-by-step
instructions, followed by an explanation of how it all works, and useful additional refinements or alternative approaches. Every required
resource and C# script (fully commented) is available to download, enabling you to follow each recipe yourself.
The one reference book every Photoshop user needs! Adobe Photoshop is the industry leading image-editing software, and the newest
version boasts exciting new features. This must-have comprehensive resource gets you started with the basics and then highlights the latest
updates and revisions to the new Photoshop CC (Creative Cloud). You'll learn every aspect of Photoshop CC, from image editing basics to
techniques for working with the histogram palette, Lens Blur, Match Color, and the color replacement tool, as well as keyboard shortcuts. •
Explores retouching and color correction, working with Camera Raw images, preparing photos for print or the web, and much more • Details
what beginners need to know and shares intermediate-level information on key tools and procedures • Delves into techniques for retouching,
color-correcting, manipulating, combining images, as well as all the new features and enhancements in the latest version Photoshop CC Bible
is essential reading for everyone from photo hobbyists to professionals in graphic design, publishing, video editing, animation, and
broadcasting.

The essential fundamentals of 3D animation for aspiring 3D artists 3D is everywhere--video games, movie and television special
effects, mobile devices, etc. Many aspiring artists and animators have grown up with 3D and computers, and naturally gravitate to
Page 4/10

Bookmark File PDF Photoshop 5 3d Textures F X
this field as their area of interest. Bringing a blend of studio and classroom experience to offer you thorough coverage of the 3D
animation industry, this must-have book shows you what it takes to create compelling and realistic 3D imagery. Serves as the first
step to understanding the language of 3D and computer graphics (CG) Covers 3D animation basics: pre-production, modeling,
animation, rendering, and post-production Dissects core 3D concepts including design, film, video, and games Examines what
artistic and technical skills are needed to succeed in the industry Offers helpful real-world scenarios and informative interviews
with key educators and studio and industry professionals Whether you're considering a career in as a 3D artist or simply wish to
expand your understanding of general CG principles, this book will give you a great overview and knowledge of core 3D Animation
concepts and the industry.
This proceedings volume contains selected papers presented at the 2014 International Conference on Future Mechatronics and
Automation, held in Beijing, China. Contributions cover the latest developments and advances in the field of Mechatronics and
Automation.
Part of the highly successful Shelly Cashman Series, ADOBE PHOTOSHOP CS5: COMPREHENSIVE follows the proven Shelly
Cashman Series step-by-step, screen-by-screen approach to learning the Photoshop CS5 software. In this text, you will find
features designed to engaged students, improve retention, and prepare them for future success. Students are encouraged to
expand their understanding of the Photoshop CS5 software and graphic design concepts through experimentation, exploration and
planning ahead. Brand new end of chapter exercises prepare students to become more capable software users by requiring them
to use critical-thinking and problem-solving skills. Important Notice: Media content referenced within the product description or the
product text may not be available in the ebook version.
Master the art of computer animation and visual effects production with the latest edition of this cutting-edge guide This
remarkable edition of The Art of 3D Computer Animation and Effects offers clear, step-by-step guidelines for the entire process of
creating a fully rendered 3D computer animation. With up-to-date coverage of the latest computer animation styles and
techniques, this versatile guide provides insightful information for creating animations and visual effects—from creative
development and preproduction to finished animation. Designed to work with any computer platform, this Fourth Edition cuts
through technical jargon and presents numerous easy-to-understand instructive diagrams. Full-color examples are
presented—including VFX and animated feature movies, games, and TV commercials—by such leading companies as Blue Sky,
Blur, BUF, Disney, DreamWorks, Electronic Arts, Framestore, ILM, Imagi, Microsoft, Mac Guff, The Mill, Menfond, Pixar, Polygon,
Rhythm & Hues, Sony Imageworks, Tippett, Ubisoft, and Weta, and many other studios and groundbreaking independent artists
from around the world. This fully revised edition features new material on the latest visual effects techniques, a useful update of
the traditional principles of animation, practical information on creative development, multiple production pipeline ideas for shorts
and visual effects, plus updated information on current production trends and techniques in animation, rendering, modeling,
rigging, and compositing. Whether you are a student, an independent artist or creator, or a production company team member,
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The Art of 3D Computer Animation and Effects, Fourth Edition gives you a broad palette of tips and techniques for bringing your
visions to life through 3D computer animation. Unique focus on creative development and production issues Non-platform specific,
with multiple examples illustrated in a practical, step-by-step approach The newest computer animation techniques, including facial
animation, image-based and non-photorealistic rendering, model rigging, real-time models, and 2D/3D integration Over 700 fullcolor images Encyclopedic timeline and production pipelines
Creating computer games using Genesis 3D (computer-game development studio) software.
A new world of creative possibilities is opened by Blender, the most popular and powerful open source 3D and animation tool.
Blender is not just free software; it is also an important professional tool used in animated shorts, television commercials, and
shows, as well as in production for films like Spiderman 2. Lance Flavell's Beginning Blender will give you the skills to start shaping
new worlds and virtual characters, and perhaps lead you down a new professional path. Beginning Blender covers the Blender 2.5
release in-depth. The book starts with the creation of simple figures using basic modeling and sculpting. It then teaches you how to
bridge from modeling to animation, and from scene setup to texture creation and rendering, lighting, rigging, and ultimately, full
animation. You will create and mix your own movie scenes, and you will even learn the basics of games logic and how to deal with
games physics. Whether you are new to modeling, animation, and game design, or whether you are simply new to Blender, this
book will show you everything you need to know to get your 3D projects underway.
Provides information on lighting and rendering techniques to create realistic illumination, shadows, and textures.
This updated bestseller provides an introduction to programming interactive computer graphics, with an emphasis on game
development using DirectX 12. The book is divided into three main parts: basic mathematical tools, fundamental tasks in Direct3D,
and techniques and special effects. It shows how to use new Direct12 features such as command lists, pipeline state objects,
descriptor heaps and tables, and explicit resource management to reduce CPU overhead and increase scalability across multiple
CPU cores. The book covers modern special effects and techniques such as hardware tessellation, writing compute shaders,
ambient occlusion, reflections, normal and displacement mapping, shadow rendering, and character animation. Includes a
companion DVD with code and figures. eBook Customers: Companion files are available for downloading with order number/proof
of purchase by writing to the publisher at info@merclearning.com. FEATURES: • Provides an introduction to programming
interactive computer graphics, with an emphasis on game development using DirectX 12 • Uses new Direct3D 12 features to
reduce CPU overhead and take advantage of multiple CPU cores • Contains detailed explanations of popular real-time game
effects • Includes a DVD with source code and all the images (including 4-color) from the book • Learn advance rendering
techniques such as ambient occlusion, real-time reflections, normal and displacement mapping, shadow rendering, programming
the geometry shader, and character animation • Covers a mathematics review and 3D rendering fundamentals such as lighting,
texturing, blending and stenciling • Use the end-of-chapter exercises to test understanding and provide experience with DirectX 12
Designed to trick the eye and stimulate the imagination, special effects have changed the way we look at films and the worlds created in
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them. Computer-generated imagery (CGI), as seen in Hollywood blockbusters like Star Wars, Terminator 2, Jurassic Park, Independence
Day, Men in Black, and The Matrix, is just the latest advance in the evolution of special effects. Even as special effects have been marveled
at by millions, this is the first investigation of their broader cultural reception. Moving from an exploration of nineteenth-century popular
science and magic to the Hollywood science fiction cinema of our time, Special Effects examines the history, advancements, and
connoisseurship of special effects, asking what makes certain types of cinematic effects special, why this matters, and for whom. Michele
Pierson shows how popular science magazines, genre filmzines, and computer lifestyle magazines have articulated an aesthetic criticism of
this emerging art form and have helped shape how these hugely popular on-screen technological wonders have been viewed by moviegoers.
Detailing ImageStyler's features and helping the reader master the techniques of high-end graphics creation, this book provides an overview
of Adobe's new Web graphics creation tool and takes the reader through a discussion of this new product. The CD-ROM includes a demo
version of ImageStyler for Mac and PC platforms and demos of additional Adobe products, such as Illustrator, Photoshop, Premiere, and
ImageReady.
The author's movie graphics and animation credits include "Terminator 2: Judgment Day, Honey I Blew Up the Kids, " and "Exorcist III:
Legion." He brings insider's knowledge to this book/CD set, showing in a step-by-step format how to create advanced special effects. The CD
includes all of the MAX scene files, Material Editor settings, Material Libraries, image file lists (IFLs), and more.
This is the first book of its kind that shows you everything you need to know to create or integrate 3D into your designs using Photoshop CS5
Extended. If you are completely new to 3D, you'll find the great tips and tricks in 3D in Photoshop invaluable as you get started. There is also
a wealth of detailed technical insight for those who want more. Written by the true experts - Adobe's own 3D team - and with contributions
from some of the best and brightest digital artists working today, this reference guide will help you to create a comprehensive workflow that
suits your specific needs. Along the way, you'll pick up troubleshooting tips and advice from the industry experts and you'll be inspired by
many examples of full color, original works of 3D art. If you're already using Photoshop for your digital art and want to learn how to
incorporate your 3D components into one workflow, you'll discover new ways of working with Photoshop that you probably never knew
existed. Find out how to quickly generate beautiful 3D extrusions from text layers, selections and more. Brush up on your painting, texture
creation and editing skills, and learn how to composite 3D to 2D scenes. You'll also discover the secrets to creating Lenticular images. It's all
here in this comprehensive guide - the next best thing to sitting side-by-side with an Adobe expert while you create 3D magic.
Trish and Chris Meyer share over 17 years of hard-earned, real-world film and video production experience inside this critically acclaimed
text. More than a step-by-step review of the features in AE, readers will learn how the program thinks so that they can realize their own
visions more quickly and efficiently. This full-color book is packed with tips, gotchas, and sage advice that will help users thrive no matter
what projects they might encounter. Creating Motion Graphics 5th Edition has been thoroughly revised to reflect the new features introduced
in both After Effects CS4 and CS5. New chapters cover the revolutionary new Roto Brush feature, as well as mocha and mocha shape. The
3D section has been expanded to include working with 3D effects such as Digieffects FreeForm plus workflows including Adobe Repoussé,
Vanishing Point Exchange, and 3D model import using Adobe Photoshop Extended. The print version is also accompanied by a DVD that
contains project files and source materials for all the techniques demonstrated in the book, as well as nearly 200 pages of bonus chapters on
subjects such as expressions, scripting, and effects. Subjects include: Animation Techniques; Layer Management; Modes, Masks, and
Mattes; Mastering 3D Space; Text Animation; Effects & Presets; Painting and Rotoscoping; Parenting, Nesting, and Collapsing; Color
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Management and Video Essentials; Motion Tracking and Keying; Working with Audio; Integrating with 3D Applications; Puppet Tools;
Expressions; Exporting and Rendering; and much more.
In his best-selling book Creative Photoshop, award-winning artist Derek Lea has already shown the digital art world how to create stunning,
sophisticated works of art using Photoshop. Now, he goes one step further in this all-new book to demonstrate his unique methods for using
Photoshop in conjunction with other software packages. Derek's first-class images will inspire you to think creatively about the ways in which
you can use Photoshop alongside other popular programs such as Illustrator and Poser to take your own art to the next level. In addition to
invaluable advice on how to create static works of art, Derek's also included plenty of material on creating motion-oriented art using
Photoshop with programs like Flash and After Effects. Whether you are a digital artist, illustrator, cartoonist, graphic artist, designer, or
serious hobbyist working for print or the web, this fantastic new book will open your eyes to a whole new world of digital art that's never
before been uncovered. Challenge yourself and discover the more artistic aspects of these programs with one of the world's best teachers by
your side. Be sure to visit www.beyondphotoshopthebook.com for more information including all of the sample images from the book to work
with, a reader forum, and more.
Featuring a 32-page Color Studio that illustrates how projects will appear when completed, this volume discusses the latest upgrades to
Illustrator 8, which is used by more than one million graphics designers worldwide. The CD-ROM contains popular third-party plug-ins, all the
files needed to complete the exercises in the book, and royalty-free images and demos.
Bryce is the software for developing photorealistic environments, and Bryce 4 f/x and design shows you the program's tricks. Learn from the
masters as a dozen computer graphics and animation professionals share their secrets for creating spectacular effects and stunning scenes
in Bryce. Envelop your worlds in clouds, haze, and fog with Sky Presets. Create mountains, canyons, and myriad organic and mechanical
objects with the Terrain Editor. Create new materials and apply them in your scenes via the Materials Lab and the Deep Texture Editor. Add
diversity to your Bryce worlds by importing files from LightWave, Wavefront, 3D Studio MAX, and other 3D formats. No other book on the
market offers you as much as Bryce 4 f/x and design. Book jacket.
Get up and running with Blender 3D through a series of practical projects that will help you learn core concepts of 3D design like modeling,
sculpting, materials, textures, lighting, and rigging using the latest features of Blender 2.83 Key Features Learn the basics of 3D design and
navigate your way around the Blender interface Understand how 3D components work and how to create 3D content for your games
Familiarize yourself with 3D Modeling, Texturing, Lighting, Rendering and Sculpting with Blender Book Description Blender is a powerful 3D
creation package that supports every aspect of the 3D pipeline. With this book, you'll learn about modeling, rigging, animation, rendering, and
much more with the help of some interesting projects. This practical guide, based on the Blender 2.83 LTS version, starts by helping you
brush up on your basic Blender skills and getting you acquainted with the software toolset. You’ll use basic modeling tools to understand the
simplest 3D workflow by customizing a Viking themed scene. You'll get a chance to see the 3D modeling process from start to finish by
building a time machine based on provided concept art. You will design your first 2D character while exploring the capabilities of the new
Grease Pencil tools. The book then guides you in creating a sleek modern kitchen scene using EEVEE, Blender’s new state-of-the-art
rendering engine. As you advance, you'll explore a variety of 3D design techniques, such as sculpting, retopologizing, unwrapping, baking,
painting, rigging, and animating to bring a baby dragon to life. By the end of this book, you'll have learned how to work with Blender to create
impressive computer graphics, art, design, and architecture, and you'll be able to use robust Blender tools for your design projects and video
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games. What you will learn Explore core 3D modeling tools in Blender such as extrude, bevel, and loop cut Understand Blender's Outliner
hierarchy, collections, and modifiers Find solutions to common problems in modeling 3D characters and designs Implement lighting and
probes to liven up an architectural scene using EEVEE Produce a final rendered image complete with lighting and post-processing effects
Learn character concept art workflows and how to use the basics of Grease Pencil Learn how to use Blender's built-in texture painting tools
Who this book is for Whether you're completely new to Blender, or an animation veteran enticed by Blender's newest features, this book will
have something for you.
Artist imaginations continue to grow and stretch the boundaries of traditional animation. Successful animators adept and highly skilled in
traditional animation mediums are branching out beyond traditional animation workflows and will often use multiple forms of animation in a
single project. With the knowledge of 3D and 2D assets and the integration of multiple animation mediums into a single project, animators
have a wealth of creative resources available for a project that is not limited to a specific animation medium, software package or workflow
processs. Enhance a poignant scene by choosing to animate the scenic background in 2D while the main character is brought to life with 3D
techniques. Balance the budget demands of a project by choosing to integrate a 2D or 3D asset to save time and expense. Choose which
medium Hybrid Animation, learn the systematic development of the 2D and 3D assets and the issues surrounding choices made during the
creative process.
THE GRAPHIC DESIGNER’S DIGITAL TOOLKIT, 6th Edition not only introduces readers to the essential features of industry-standard
software applications, but also gives them an understanding of how to integrate these programs into a seamless whole. Using a highly visual
and project-based approach, this fully revised new edition examines Macintosh OS X Lion and Windows 7 operating systems, as well the
“Big 3” digital design programs used in the graphics industry today: Adobe Illustrator CS6, Adobe Photoshop CS6, and Adobe InDesign CS6.
After thoroughly examining the features of each application from the designer’s perspective, the author then reveals in practical detail the
traditional skills and technology necessary for effective design for print and Web media. Using online project files, readers are encouraged to
practice what they have learned by tackling design projects throughout the text from concept to completion. Effectively merging theory with
practice, THE GRAPHIC DESIGNER'S DIGITAL TOOLKIT, 6th Edition stresses the critical importance of integration in design while meeting
design parameters and client expectations. For access to the online project files please refer to the directions in the preface of the book.
Important Notice: Media content referenced within the product description or the product text may not be available in the ebook version.
Photoshop is not just for photographers anymore. Photoshop 3D for Animators is one of the only titles available that discusses 3D Photoshop
techniques specifically for animators. Now with Adobe CS5, 3D Digital artists can integrate 3D models into Photoshop or create 3D models in
Photoshop with the high capability to customize, edit and animate. With Photoshop 3D for Animators, explore the new 3D tools and
techniques that will enhance your animation pipeline and workflows with the Adobe Suite softwares, including After Effects and Flash. Explore
the ins and outs of Adobe Photoshop and expand your 3D expertise with the comprehensive guide to Adobe 3D toolset for animators.
Customize Adobe CS5 tools for your specific, animation workflow and integrate your 3D models with Adobe Flash and the entire Adobe Suite
platform with ease. Learn to manipulate 3D images as well as import 3D content from the Adobe creative suite. With in-depth, step-by-step
tutorials, explore lighting, digital painting, texturing and rendering for 2D and 3D the power of Adobe Photoshop software. Enhance your
digital workflow and expand your expertise with this hands-on guide to Photoshop CS5. Includes a DVD with source files, working samples
and models.
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