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Every production is built on the backbone of the pipeline. While a functional and flexible pipeline can’t assure a successful project, a weak pipeline can guarantee its demise. A solid pipeline produces a superior product in less time and with happier artists who can remain creative
throughout the grueling production schedule. Walk through the foundational layers of the production pipeline, including IT infrastructure, software development practices and deployment policies, asset management, shot management, and rendering management. Production
Pipeline Fundamentals for Film and Games will teach you how to direct limited resources to the right technological initiatives, getting the most for every dollar spent. Learn how to prepare for and manage all aspects of the pipeline with this entirely unique, one-of-a-kind guide.
Expand your knowledge with real-world pipeline secrets handed to you by a stellar group of professionals from across the globe. Visit the companion website for even further resources on the pipeline.
This fascinating and elegant book tells the story of five painters at the center of events in Revolutionary France: Jacques-Louis David and his first cohort of precocious pupils, including the meteoric Jean-Germain Drouais and the astonishingly gifted but deeply troubled Anne-Louis
Girodet. Written by a major art historian, it interprets in a new and original way the relationships between these men and the paintings they created. This new edition includes a revised introduction and incorporates the fruit of recent new research. "Crow combines excellent formal
and stylistic analysis of particular paintings with close attention to the psychological complexities and political and social contexts of the artists’ lives. He delves deeply into David’s and his students’ thematic choices, compositional strategies and personal relations in order to make
his overarching political and aesthetic arguments.”--Lynn Hunt, New Republic "A magisterial contribution to the history of art.”--Richard Cobb, The Spectator
Go from 'beginner' to 'expert' with this professional, tutorial-based guide to Maya 2016 Mastering Autodesk Maya 2016 is your professional hands-on coverage to getting the most out of Maya. If you already know the basics of Maya, this book is your ticket to full coverage of all
Maya 2016's latest features, and showcases the tools and methods used in real-world 3D animation and visual effects. From modeling, texturing, animation, and effects to high-level techniques for film, television, games, and more, this book expands your skill set, and helps you
prepare for the Autodesk Maya certification exam. Filled with challenging tutorials and real-world scenarios this book provides valuable insight into the entire CG production timeline. Take your Maya skills to the next level with step-by-step instruction and insight from the industry
professionals. Learn professional techniques used in real-world visual effects Master Dynamics, Maya Muscle, Stereo Cameras, mental ray, and more Expand your skills with advanced techniques for cloth, fur, and fluids Understand everything you need to know for the Maya
certification exam
Now available in an affordable softcover edition, this classic in Springer's acclaimed Virtual Laboratory series is the first comprehensive account of the computer simulation of plant development. 150 illustrations, one third of them in colour, vividly demonstrate the spectacular
results of the algorithms used to model plant shapes and developmental processes. The latest in computer-generated images allow us to look at plants growing, self-replicating, responding to external factors and even mutating, without becoming entangled in the underlying
mathematical formulae involved. The authors place particular emphasis on Lindenmayer systems - a notion conceived by one of the authors, Aristid Lindenmayer, and internationally recognised for its exceptional elegance in modelling biological phenomena. Nonetheless, the two
authors take great care to present a survey of alternative methods for plant modelling.
Fundamentals of Geophysical Fluid Dynamics
Modern Jewish Scholarship in Hungary
Journey Into Light
VR Integrated Heritage Recreation
Using Blender and Unreal Engine 4
Experimental Architecture
Learn Physically Based Rendering with Allegorithmic’s Substance Painter
Hebrew manuscripts are considered to be invaluable documents and artefacts of Jewish culture and history. Research on Hebrew manuscript culture is progressing rapidly and therefore its topics, methods
and questions need to be enunciated and reflected upon. The case studies assembled in this volume explore various fields of research on Hebrew manuscripts. They show paradigmatically the current
developments concerning codicology and palaeography, book forms like the scroll and codex, scribes and their writing material, patrons, collectors and censors, manuscript and book collections,
illuminations and fragments, and, last but not least, new methods of material analysis applied to manuscripts. The principal focus of this volume is the material and intellectual history of Hebrew book
cultures from antiquity to the Middle Ages and Early Modern Period, its intention being to heighten and sharpen the reader’s understanding of Jewish social and cultural history in general.
No one has done more to conquer the performance limitations of the PC than Michael Abrash, a software engineer for Microsoft. His complete works are contained in this massive volume, including everything
he has written about performance coding and real-time graphics. The CD-ROM contains the entire text in Adobe Acrobat 3.0 format, allowing fast searches for specific facts.
MMUCC s a guideline that presents a model minimum set of uniform variables or data elements for describing a motor vehicle traffic crash. The use of MMUCC data elements will generate data that can be
employed to make more informed decisions which will lead to improvements in safety and at the national, State and local levels.
Due to limited publicly available software and lack of documentation, those involved with production volume rendering often have to start from scratch creating the necessary elements to make their system
work. Production Volume Rendering: Design and Implementation provides the first full account of volume rendering techniques used for feature animation and visual effects production. It covers the
theoretical underpinnings as well as the implementation of a working renderer. The book offers two paths toward understanding production volume rendering. It describes: Modern production volume rendering
techniques in a generic context, explaining how the techniques fit together and how the modules are used to achieve real-world goals Implementation of the techniques, showing how to translate abstract
concepts into concrete, working code and how the ideas work together to create a complete system As an introduction to the field and an overview of current techniques and algorithms, this book is a
valuable source of information for programmers, technical directors, artists, and anyone else interested in how production volume rendering works. Web Resource The scripts, data, and source code for the
book’s renderer are freely available at https://github.com/pvrbook/pvr. Readers can see how the code is implemented and acquire a practical understanding of how various design considerations impact
scalability, extensibility, generality, and performance.
Creating Stylized Animals
A Programmer's Guide to Realistic Computer Graphics
Thinking Outside of the Box
Industry Standard VFX Practices and Procedures
The VES Handbook of Visual Effects
Life and Science of C.V. Raman
The Reconstruction of Its Phonology and Parts of Its Lexicon and Morphology
Everything you need to know to become a professional VFX whizz in one thorough and comprehensive guide.
Detailed text and drawings illuminate how to conceive animated characters.
Gain the insights and techniques you need to give life to your own custom characters, machines, and scenes in Blender 3D About This Book Learn how to establish the basic shape of a character on the basis of templates, and take it to completion using the
tools available in Blender Develop realistic and awesome machines for your 3D projects and animation films Discover advanced techniques by adding fur to a character, creating a grass field, and fine-tuning a shot with post-processing effects to enhance your
creations Who This Book Is For This learning path is for those who know the basics of Blender and have hands-on experience with the software. We will directly dive into creating characters first. If you wish to use Blender to create games, animated films, and
architecture simulations, this learning path will benefit you. What You Will Learn Use your sculpting skills to carve the character features from the mesh Find the best possible flow for your edge-loops to enhance the character features and to get the best
possible range of deformation Mix both the Blender Internal and Cycles rendering engines in order to render materials as quickly as possible Know when and where to use various types of geometry—something that saves time in one instance will pose
significant problems in another Create a 3D robot toy model from start to finish using the basic modeling tools of Blender Make a full alien character using the skin mesh modifier and the sculpting tools with an artistic approach Use re-topology techniques to
create a clean 3D version of the previously sculpted alien Model a full haunted house and its environment using more advanced modeling tools and techniques such as the Array Modifier, Instance duplication, and Curves In Detail Blender 3D is one of the top
3D animation software available. As the Blender software grows more powerful and popular, there is a demand to take your modeling skills to the next level. This learning path is divided into three modules that will take you on this incredible journey of
creating games. The first module will take you on a journey to understand the workflow normally used to create characters, from the modeling to the rendering stages, using the tools of the last official release of Blender exclusively. You will be making
production-quality 3D models and characters quickly and efficiently, which will be ready to be added to your very own animated feature or game. The second module will help you develop a comprehensive skill set that covers the key aspects of mechanical
modeling. You will create many types of projects, including a pistol, spacecraft, robot, and a racer. By the end of this module, you will have mastered a workflow that you will be able to apply to your own creations. The final module will help you to create many
types of projects using a step-by-step approach. Each project in this module will give you more practice and increase your knowledge of the Blender tools and game engine. This learning path combines some of the best that Packt has to offer in one complete,
curated package. It includes content from the following Packt products: Blender 3D Cookbook, Second Edition by Enrico Valenza Blender 3D Incredible Machines, Second Edition by Christopher Kuhn Blender 3D By Example by Romain Caudron and PierreArmand Nicq Style and approach This easy-to-follow course will teach you how to create complex 3D characters, create incredible machines, and put them together to create a 3D scene. Each topic is explained sequentially in the process of creating various
models, and includes detailed explanations of the basic and advanced features.
Create assets for history-based games. This book covers the fundamental principles required to understand and create architectural visualizations of historical locations using digital tools. You will explore aspects of 3D design visualization and VR integration
using industry-preferred software. Some of the most popular video games in recent years have historical settings (Age of Empires, Call of Duty, etc.). Creating these games requires creating historically accurate game assets. You will use Blender to create VRready assets by modeling and unwrapping them. And you will use Substance Painter to texture the assets that you create. You will also learn how to use the Quixel Megascans library to acquire and implement physically accurate materials in the scenes.
Finally, you will import the assets into Unreal Engine 4 and recreate a VR integrated heritage that can be explored in real time. Using VR technology and game engines, you can digitally recreate historical settings for games. What You Will Learn Create highquality, optimized models suitable for any 3D game engine Master the techniques of texturing assets using Substance Painter and Quixel Megascans Keep assets historically accurate Integrate assets with the game engine Create visualizations with Unreal
Engine 4 Who Is This Book For Game developers with some experience who are eager to get into VR-based games
David, Drouais, and Girodet in the Art of Revolutionary France
Mastering Autodesk Maya 2016
Production Pipeline Fundamentals for Film and Games
Smart Materials II
Mmucc Guideline
Production Volume Rendering

From contributors to animated films such as Toy Story and A Bug's Life, comes this text to help animators create the sophisticated computer-generated special effects seen in such features as Jurassic Park.
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 sub-elements that
build our models is determined by the user, rather than pre-determined by a 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.
Delve into the concepts of physically based rendering (PBR) using Allegorithmic’s Substance Painter. This book covers the integration of PBR textures with various 3D modeling and rendering packages as well as with the Unreal Engine 4
game engine. Beginning PBR Texturing covers all aspects of the software and guides you in implementing its incredible possibilities, including using materials, masks, and baking. Integration with both internal and popular external
rendering engines is covered. This book teaches you the skills you need to use the texturing tool that is recognized by studios worldwide. You will know tips and tricks to implement the pipeline and speed up your workflow. What You Will
Learn Know the fundamentals of PBR-based texturing from the ground upCreate production-ready textured models from scratchIntegrate PBR textures with standard 3D modeling and rendering applicationsCreate portfolio-ready renders
using offline renderers Who This Book Is For Beginners in the fields of 3D animation, computer graphics, and game technology
Mastering Autodesk Maya 2016Autodesk Official PressJohn Wiley & Sons
The ‚Science of Judaism‘ between East and West
Design and Implementation
Character Animation Crash Course!
Model Minimum Uniform Crash Criteria
Poly-Modeling with 3ds Max
Michael Abrash's Graphics Programming Black Book
Advanced RenderMan
Learn how to create compelling and accomplished stylized animal characters, with the step-by-step guidance of professional animators and artists.
Wisdom from the best and the brightest in the industry, this visual effects bible belongs on the shelf of anyone working in or aspiring to work in VFX. The book covers techniques and solutions all VFX artists/producers/supervisors need to know, from breaking down a script and initial bidding, to digital character creation and compositing of
both live-action and CG elements. In-depth lessons on stereoscopic moviemaking, color management and digital intermediates are included, as well as chapters on interactive games and full animation authored by artists from EA and Dreamworks respectively. From predproduction to acquisition to postproduction, every aspect of the VFX
production workflow is given prominent coverage. VFX legends such as John Knoll, Mike Fink, and John Erland provide you with invaluable insight and lessons from the set, equipping you with everything you need to know about the entire visual effects workflow. Simply a must-have book for anyone working in or wanting to work in the VFX
industry.
The 3ds Max 2018 - Getting Started with Standard Materials and Lights textbook offers a hands-on exercises based strategy for all those digital artists who have just started working on the 3ds Max [no experience needed] and interested in learning texturing and lighting in 3ds Max. This brilliant guide takes you step-by-step through the whole
process of texturing, UV Mapping, and Lighting. From the very first pages, the users of the book will learn how to effectively use 3ds Max for shading and lighting surfaces. The strength of this book is that it teaches all of the important concepts in an easy to understand language. As the readers move from hands-on exercise to hands-on exercise,
they will be building their own portfolio of high quality artwork. One unit of the book presents a foundation of techniques to help you build custom textures, maps, and designs using Photoshop. Videos are provided for the hands-on exercises of this unit. What are the main features of the book? - The book is written using 3ds Max 2018 and
Photoshop CC 2017 in an easy to understand language. - Shading, texturing, lighting, and UV mapping techniques covered. - 49 Hands-on exercises to hone your skills. - Detailed coverage of tools and features. - Additional tips, guidance, and advice is provided. - Important terms are in bold face so that you never miss them. - Support for
technical aspect of the book. - 3ds Max files and PSDs/textures used are available for download from the accompanying website. - You will also get access to a ePub file that has the color images of the screenshots/diagrams used in this book. These images will help you to understand the HOEs and output. The ePub file is included with the
resources. TOC This book is divided into following units: Unit MT1 - Creating Textures in Photoshop Unit MT2 - Material Editors Unit MT3 - Standard Materials and Maps Unit MT4 - Physical and Autodesk Materials Unit ML1 - Standard Lights Unit ML2 - Photometric Lights Unit ML3 - Sunlight and Daylight Systems Unit MBT - Bonus
hands-on Exercises more info: bit.ly/rpolygon
Still more useful techniques, tips, and tricks for harnessing the power of the new generation of powerful GPUs.
Arithmetic and Geometry
The RenderMan Companion
Learning Blender
Blender 3D: Characters, Machines, and Scenes for Artists
Creating CGI for Motion Pictures
Beginning PBR Texturing
Proto Malayic
First published in 2002, this is a comprehensive grammatical documentation of Kham, a previously undescribed language from west-central Nepal, belonging to the Tibeto-Burman language family. The language contains a
number of grammatical systems that are of immediate relevance to current work on linguistic theory, including split ergativity, a mirative system, and a rich class of derived adjectivals. Its verb morphology has
implications for the understanding of the history of the entire Tibeto-Burman family. The book, based on extensive fieldwork, deals with all major aspects of the language including segmental phonology, tone, word
classes, noun phrases, nominalizations, transitivity alterations, tense-aspect-modality, non-declarative speech acts, and complex sentence structure. It provides copious examples throughout the exposition and includes
three short native texts and a vocabulary of more than 400 words, many of them reconstructed for Proto-Kham and Proto-Tibeto-Burman.
Discover how to create a simple game environment in Blender 3D, from modeling and texturing game assets, to placing them in a scene. You’ll export and import game assets as well as look at open-source game engines that
will work with your game assets. Creating Game Environments in Blender 3D introduces the power of Blender 3D when creating a low poly game environment. The book starts by discussing the basics of game terminology, such
as knowing the difference between low poly and high poly assets and the types of game you’re likely to work on. You’ll also take a brief look at Blender's background and installation. The following chapters talk about
the process for creating a simple game environment. This is discussed in detail along with a sample project. These chapters discuss the common tools for starting a game environment and the methods for enhancing your game
environment, such as color fundamentals. The final chapter shows how you can export the game assets you created in Blender, how you can import game assets in Blender, and how to evaluate the different game engines
available. This book shows you the exciting side of creating a game environment while showing the power of Blender. After reading it, you will feel confident about creating a game environment. What You Will Learn Use
Blender to create low poly game environments Work with the common Blender tools for game environment design and development Discover how to use Blender features in depth Compare the Eevee and Cycles game engines Who This
Book Is For Game environment artists who want to use Blender 3D to create a game environment. Some previous exposure to game design and development would be helpful, but not required.
The Habsburg Empire was one of the first regions where the academic study of Judaism took institutional shape in the nineteenth century. In Hungary, scholars such as Leopold and Immanuel Löw, David Kaufmann, Ignaz
Goldziher, Wilhelm Bacher, and Samuel Krauss had a lasting impact on the Wissenschaft des Judentums (“Science of Judaism”). Their contributions to Biblical, rabbinic and Semitic studies, Jewish history, ethnography and
other fields were always part of a trans-national Jewish scholarly network and the academic universe. Yet Hungarian Jewish scholarship assumed a regional tinge, as it emerged at an intersection between unquelled
Ashkenazi yeshiva traditions, Jewish modernization movements, and Magyar politics that boosted academic Orientalism in the context of patriotic historiography. For the first time, this volume presents an overview of a
century of Hungarian Jewish scholarly achievements, examining their historical context and assessing their ongoing relevance.
Advanced Graphics Programming Using OpenGL bridges the gap between theory and practice, showing how to create compelling and novel computer graphics programming techniques. The book contains the theory to put techniques
in context, and is organized to emphasize the connections and common themes found in computer graphics approaches. Additionally, it contains "behind the scenes" insights gathered from the authors’ tremendous experience
creating graphics implementations and developing graphics standards. This new edition includes more current, concrete examples and expands coverage on OpenGL ES. The techniques explained and demonstrated in this book
enable the playback of dynamic 3D media on portable consoles, GPS systems, and more. The authors provide background essentials, detailed examples, and real working code in the two most popular programming interfaces. The
right mix of theory, practice, and craft makes this book’s techniques a stepping stone for deeper understanding and development of a complete "graphics intuition" for the computer graphics application developer, advanced
student, or experienced hobbyist. Up-to-date revision of the best-selling text on OpenGL that includes new sections on shaders and compute technologies and an increased emphasis on concrete examples, to make it more
helpful and clearer as a reference. Includes full coverage of OpenGL ES, the best and most widely available graphics API available today, with a companion website that houses example programs for virtually every
algorithm. Written by experts at NVIDIA and Microsoft whose workshops at industry conferences are blockbusters.
A Grammar of Kham
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GPU Gems 3
Language and Automata Theory and Applications
Equivariant Degree Theory
Introducing Character Animation with Blender
Advanced Graphics Programming Using OpenGL
Jewish Manuscript Cultures
This book presents a new degree theory for maps which commute with a group of symmetries. This degree is no longer a single integer but an element of the group of equivariant homotopy classes of maps between two spheres
and depends on the orbit types of the spaces. The authors develop completely the theory and applications of this degree in a self-contained presentation starting with only elementary facts. The first chapter explains the
basic tools of representation theory, homotopy theory and differential equations needed in the text. Then the degree is defined and its main abstract properties are derived. The next part is devoted to the study of
equivariant homotopy groups of spheres and to the classification of equivariant maps in the case of abelian actions. These groups are explicitely computed and the effects of symmetry breaking, products and composition are
thorougly studied. The last part deals with computations of the equivariant index of an isolated orbit and of an isolated loop of stationary points. Here differential equations in a variety of situations are considered:
symmetry breaking, forcing, period doubling, twisted orbits, first integrals, gradients etc. Periodic solutions of Hamiltonian systems, in particular spring-pendulum systems, are studied as well as Hopf bifurcation for
all these situations.
11th printing Bibliography: p. 443-446. Includes index.
This 5,800-page encyclopedia surveys 100 generations of great thinkers, offering more than 2,000 detailed biographies of scientists, engineers, explorers and inventors who left their mark on the history of science and
technology. This six-volume masterwork also includes 380 articles summarizing the time-line of ideas in the leading fields of science, technology, mathematics and philosophy.
勇闖世界舞台，海外職人秘辛直擊！Life in NYC 動態影像×產品設計 本期邀到兩位旅居紐約多年的設計師 Emilie 和 Mennie，她們分別從政大廣告系、新聞系畢業後，即前往紐約攻讀研究所；而研究所畢業後，依然勇敢追逐著她們的「紐約夢」，也努力地在所屬領域展現「女性領導力」，讓我們一起來看看她們的故事吧！ 療癒系定格動畫影集，Netflix《拉拉熊與小薰》 2019 年初，影音串流平台龍頭 Netflix
宣布推出以拉拉熊為主角的動畫影集《拉拉熊與小薰》，一推出就獲得觀眾的好評，並紛紛大喊：「想像主角小薰一樣抱著拉拉熊」，究竟日本定格動畫工作室 Dwarf Studio 是如何將這個發展 15 年的 IP 打造出全新樣貌，帶你一窺《拉拉熊與小薰》的創作思維！ 角色設計第一章：原創角色設計 帶你一窺大師們的角色設計心法：有現為藍天工作室藝術家水晶孔的角色靈魂塑造法，知名繪師 K 大的角色繪製技法大公開。此外還要帶你掌握 6
個角色設計的重點提示，並深入探討遊戲《Dusk Diver 酉閃町》中的角色設計。 角色設計第二章：3D 角色製作 有了平面的角色設計稿後，接著才是角色設計環節的重頭戲－3D 建模與雕塑。在第二章「3D 角色製作」中，將帶你了解如何將 2D 角色概念轉化為 3D？日本火紅的 VTuber 是如何被打造的？角色作品及該怎麼做？漫威英雄公仔幕後推手？以及了解擬真人像的背後知識。 角色設計第三章：實體模型與雕塑
兩位好萊塢傳奇雕塑大師－片桐裕司及 Steve Wang，各自分享了數十年來的創作歷程。還有台灣知名原型師，分享日式公仔的列印拆解技巧。以及大型裝置光固化 3D 列印程，從傳統到現代的技術剖析一分享給你。 映CG 繪圖軟硬體評測報告 本期繪圖軟硬體有著專注 GPU 運算而生的終極武器 ASUS WS950T 和擁有黑金簡約奢華外型與效能兼具的 MSI WS75 9TL 行動工作站，最新 3ds Max 2020 的外掛－tyFlow
介紹、ZBrush 拓撲包覆外掛 ZWarp，將介紹給您。
14th International Conference, PRIP 2019, Minsk, Belarus, May 21–23, 2019, Revised Selected Papers
Blender For Dummies
Tame Algebras and Integral Quadratic Forms
Creating Game Environments in Blender 3Dlight
Digital Visual Effects and Compositing
Emulation
How to Design Compelling Real and Imaginary Animal Characters
This is the first book to offer a comprehensive overview for anyone wanting to understand the benefits and opportunities of ray tracing, as well as some of the challenges, without having to learn how to program or be an optics scientist. It demystifies ray tracing and brings forward the need and benefit of using ray tracing
throughout the development of a film, product, or building — from pitch to prototype to marketing. Ray Tracing and Rendering clarifies the difference between conventional faked rendering and physically correct, photo-realistic ray traced rendering, and explains how programmer’s time, and backend compositing time are
saved while producing more accurate representations with 3D models that move. Often considered an esoteric subject the author takes ray tracing out of the confines of the programmer’s lair and shows how all levels of users from concept to construction and sales can benefit without being forced to be a practitioner. It
treats both theoretical and practical aspects of the subject as well as giving insights into all the major ray tracing programs and how many of them came about. It will enrich the readers’ understanding of what a difference an accurate high-fidelity image can make to the viewer — our eyes are incredibly sensitive to flaws
and distortions and we quickly disregard things that look phony or unreal. Such dismissal by a potential user or customer can spell disaster for a supplier, producer, or developer. If it looks real it will sell, even if it is a fantasy animation. Ray tracing is now within reach of every producer and marketeer, and at prices one
can afford, and with production times that meet the demands of today’s fast world.
This is the eBook of the printed book and may not include any media, website access codes, or print supplements that may come packaged with the bound book. Master the Newest Blender Techniques for Creating Amazing 3D Characters: From Design and Modeling to Video Compositing Now fully updated for Blender
2.78b and beyond, Learning Blender, Second Edition, walks you through every step of creating an outstanding 3D animated character with Blender, and then compositing it in a real video using a professional workflow. This edition covers the powerful new selection and modeling tools, as well as high-efficiency
improvements related to other parts of the project such as texture painting, shading, rigging, rendering, and compositing. Still the only Blender tutorial to take you from preproduction to final result, this guide is perfect for both novices and those moving from other software to Blender (open source and free software).
Author Oliver Villar provides full-color, hands-on chapters that cover every aspect of character creation: design, modeling, unwrapping, texturing, shading, rigging, animation, and rendering. He also walks you through integrating your animated character into a real-world video, using professional camera tracking,
lighting, and compositing techniques. The rich companion website (blendtuts.com/learning-blender-files) will help you quickly master even the most complex techniques with bonus contents like video tutorials. By the time you’re done, you’ll be ready to create outstanding characters for all media–and you’ll have up-todate skills for any 3D project, whether it involves characters or not. Learn Blender’s updated user interface, navigation, and selection techniques Create your first scene with Blender and the Blender Render and Cycles render engines Organize an efficient, step-by-step pipeline to streamline workflow in any project Master
modeling, unwrapping, and texturing Bring your character to life with materials and shading Create your character’s skeleton and make it walk Use Camera Tracking to mix 3D objects into a real-world video Transform a raw rendered scene into the final result using Blender’s compositing nodes Register your product
at informit.com/register for convenient access to downloads, updates, and corrections as they become available.
Intermediate/advanced textbook which provides concise and accessible introduction to GFD for broad range of students.
This book constitutes the refereed proceedings of the 14th International Conference on Pattern Recognition and Information Processing, PRIP 2019, held in Minsk, Belarus, in May 2019. The 25 revised full papers were carefully reviewed and selected from 120 submissions. The papers of this volume are organized in
topical sections on pattern recognition and image analysis; information processing and applications.
4th International Conference, LATA 2010, Trier, Germany, May 24-28, 2010, Proceedings
Autodesk Official Press
?CG 06?? / 2019: Character Design ????????
The Algorithmic Beauty of Plants
New Perspectives
Pattern Recognition and Information Processing
Papers Dedicated to I.R. Shafarevich on the Occasion of His Sixtieth Birthday Volume I Arithmetic

The exciting new book on the exciting new Blender 2.5! If you want to design 3D animation, here's your chance to jump in with both feet, free software, and a friendly guide at your side! Blender For Dummies, 2nd Edition is the perfect
introduction to the popular, open-source, Blender 3D animation software, specifically the revolutionary new Blender 2.5. Find out what all the buzz is about with this easy-access guide. Even if you?re just beginning, you'll learn all the
Blender 2.5 ropes, get the latest tips, and soon start creating 3D animation that dazzles. Walks you through what you need to know to start creating eye-catching 3D animations with Blender 2.5, the latest update to the top open-source 3D
animation program Shows you how to get the very most out of Blender 2.5's new multi-window unblocking interface, new event system, and other exciting new features Covers how to create 3D objects with meshes, curves, surfaces, and
3D text; add color, texture, shades, reflections and transparency; set your objects in motion with animations and rigging; render your objects and animations; and create scenes with lighting and cameras If you want to start creating your
own 3D animations with Blender, Blender For Dummies, 2nd Edition is where you need to start!
The name of Raman is familiar to science not only through the effect that bears his name, but also due to derivative names such as stimulated Raman scattering and Raman laser. However, other than that he won the Nobel Prize, little is
generally know about the man himself. But the story is fascinating. Raman fiercely cherished his independence and rejected government support for his research. A sharp critic of many government policies, he was often misunderstood
and maligned, though his commitment to science and to its growth in India never wavered. Venkataraman's account deals with all these aspects of Raman's life and work, besides placing them in a proper perspective vis-a-vis the overall
Indian scene. Numerous quotations help capture the mood and excitement of those times. The book is not only a lively biography of a colorful personality, but also required reading for anyone with a serious interest in and concern for
Indian science.
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