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In 3D Printing With MatterControl, Joan Horvath and Rich Cameron, the team behind Mastering 3D Printing, explain stepby-step how to use the MatterControl program, which allows you to control many common types of 3D printers (including
both cartesian and delta style machines). 3D Printing With MatterControl can stand alone, or it can be a companion to
Mastering 3D Printing to show you how to install, configure, and use best practices with your printer and printing
software. The book includes both step by step software walkthroughs and case studies with typical 3D printed objects.
Whether you are a "maker" or a teacher of makers, 3D Printing with MatterControl will show you how to get the most out
of your printer with the new standard for open source 3D printing software. While there are books available on 3D
printers, and even a few on software to make models for printers, there are few good sources covering the software that
actually controls these printers. MatterControl is emerging as the leading open source software for 3D printers, and 3D
Printing With MatterControl covers this new standard in this brief book.
The Academy Award-winning artist behind Who Framed Roger Rabbit? draws on his master instruction classes to
demonstrate essential techniques required of animators of any skill level or method, in an updated edition that provides
expanded coverage of such topics as animal gaits and live action. Simultaneous.
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.
"No other book to date presents facial animation concepts, theory, and practical application with the authority that Stop
Staring does." —TIEM Design Crafting believable facial animation is one of the most challenging, yet rewarding aspects of
3D graphics. Done right, this art breathes life into otherwise deadpan faces. In this extraordinary book, professional
animator Jason Osipa teaches you how to achieve realistic facial modeling and animation. Using detailed practical
examples complemented with high-quality images and a touch of humor, Osipa leads you from design and modeling to
rigging and animation. The CD and full-color insert demonstrate techniques you can use to fine-tune your facial
animations. Reviewed and approved by Alias|Wavefront, Stop Staring: Facial Modeling and Animation Done Right, uses
the Academy Award(r) winning Maya(r) 3D animation and effects software as the focus for its examples, yet the
principles and techniques are described in ways that will be helpful to anyone working on facial modeling and animation.
Mastering the Face Start out by getting familiar with the range of possible facial expressions, then focus on animating
and modeling the mouth, eyes and brows. When you're ready to bring it all together, you can generate a scene from
concept to completion. Topics covered include: Understanding how the whole face affects expression Learning visimes
and lip sync techniques Constructing a mouth and mouth keys Building emotion through the eyes and brows Building
interfaces to easily connect and control your models Skeletal setup, weighting, and rigging Note: CD-ROM/DVD and
other supplementary materials are not included as part of eBook file.
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
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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!
Sculpt digital masterpieces like a modern Michelangelo
BlenderTM is a free Open Source 3D Creation Suite supporting the entire modeling and animation pipeline – modeling,
rigging, animation, simulation, rendering, compositing and motion tracking. The program also includes Video Editing and
Grease Pencil 2D Animation. The program is free to download and use by anyone for anything. The Complete Guide to
Blender Graphics: Modeling and Animation, 5th Edition is a unified manual describing the operation of Blender version
2.80 with its New Improved Interface, New Workspaces and New Eevee Render System. This book introduces the
program's Graphical User Interface and shows how to implement tools for modeling and animating characters and
creating scenes with the application of color, texture and special lighting effects. Key Features: The book is designed to
lead new users into the world of computer graphics using Blender 2.80 and to be a reference for established Blender
artists. The book presents instruction in a series of short chapters with visual references and practical examples.
Instructions are structured in a building-block fashion using contents in earlier chapters to explain more complex
operations in later chapters.
Make motion capture part of your graphics and effects arsenal. This introduction to motion capture principles and
techniques delivers a working understanding of today's state-of-the-art systems and workflows without the arcane
pseudocodes and equations. Learn about the alternative systems, how they have evolved, and how they are typically
used, as well as tried-and-true workflows that you can put to work for optimal effect. Demo files and tutorials provided on
the companion CD deliver first-hand experience with some of the core processes.
Learn how to create vibrant character designs with the step-by-step guidance of professional artists from the illustration and animation
industries.
The French sculptor's classic work which details the skeletal and muscular structure of the human body
Do you aspire to become a concept artist in the video game industry but don t know where to start? The Big Bad World of Concept Art for
Video Games: An Insider s Guide for Students is a comprehensive book that gives aspiring artists an honest, informative, and concise look at
what it takes to do just that. Author Eliott Lilly uses his own student work as a teaching tool along with personal experiences to help you on
your journey. From finding the right school and getting the most out of your education, to preparing your portfolio and landing your first job,
the advice and strategies Eliott offers are organized for easy reference and review. The book also features an extensive list of resources that
students will find useful, as well as interviews with renowned concept artists David Levy, Sparth, Stephan Martiniere, Ben Mauro, and Farzad
Varahramyan, all offering their own invaluable advice. With his firsthand knowledge about the ins and outs of the video game industry, Eliott
Lilly is an exceptional guide who can help prepare you for the long journey toward realizing your ambitions."
This is the first book written on using Blender (an open-source visualization suite widely used in the entertainment and gaming industries) for
scientific visualization. It is a practical and interesting introduction to Blender for understanding key parts
Mastering 3D Printing shows you how to get the most out of your printer, including how to design models, choose materials, work with
different printers, and integrate 3D printing with traditional prototyping to make techniques like sand casting more efficient. You've printed key
chains. You've printed simple toys. Now you're ready to innovate with your 3D printer to start a business or teach and inspire others. Joan
Horvath has been an educator, engineer, author, and startup 3D printing company team member. She shows you all of the technical details
you need to know to go beyond simple model printing to make your 3D printer work for you as a prototyping device, a teaching tool, or a
business machine.
New series Character Design Collection features 50 expert artists using professional techniques and approaches to create a library of
inspiring sketches.
Create compelling, original characters using archetypes and design elements such as shadows and line with the tips and techniques found in
this image-packed book. Bryan Tillman bridges the gap between the technique of drawing characters and the theory of good character design
by using case studies, examples of professional art, and literary and pop culture references to teach you how to develop a character, not just
draw one. The book also features Character Model Sheets that will guide you through the creation of new and unique characters. Finally,
Bryan will break down established character archetypes to show you why and how the different aspects of good character design work. The
content on the book is based on Bryan's popular 2009 Comic-Con course on 'Character Design'. Learn what makes a character unique and
powerful by using shapes, shadows, and form - this title includes 'character model sheets' so you can put it all together yourself, as well as
case studies from established artists. It bridges the gap between the technique of drawing characters and the theory of good character design
in a practical, hands-on way - learn how to use story and archetypes to develop compelling, new characters. Based on a standing-room only
presentation at Comic-Con 2009 in San Diego, it features the artwork of a collection of professional artists as examples to the techniques
shown in the book.
Blender 3D For Beginners: The Complete Guide aims to help get you started with using the free open-source 3D software Blender. You will
learn the basics of nearly everything Blender has to offer. The book is aimed at the complete beginner of Blender and even beginners in the
world of 3D graphics and animation. With 16 chapters and 115 pages in total, this book aims to explain the key components of Blender clearly
and concisely and get you up to speed with Blender very quickly! The book is explained in a simple and easy-to-understand manner with
minimal jargon. Furthermore, the book provides simple follow-along exercises that helps you get the practical experience you need which in
turn helps you learn better. By the end of this book, you will begin to feel comfortable working with 3D projects within Blender alone and also
get one step closer to your dream goal of one day making your own animated film! (or any other project that requires Blender) More
specifically, in this book, you will learn about: - The Blender user interface - Navigating your way around Blender - 3D Modeling basics Cycles shaders - Texturing and UV mapping - Lighting (as well as some basic lighting setups you can use right away) - Sculpting - Animation
- Particles - Physics - Rendering - Using Blender as a Video Editor - Compositing Subscribe to the email list at ThilakanathanStudios.com to
receive regular Blender for Beginner tutorials for free.
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Following a discussion of materials, colors, and drawing principles, the author gives a step-by-step demonstration of
techniques for painting the components of a portrait
Blender is a powerful and free 3D graphics tool used by artists and designers worldwide. But even experienced designers
can find it challenging to turn an idea into a polished piece. For those who have struggled to create professional-quality
projects in Blender, author Ben Simonds offers this peek inside his studio. You’ll learn how to create 3D models as you
explore the creative process that he uses to model three example projects: a muscular bat creature, a futuristic robotic
spider, and ancient temple ruins. Along the way, you’ll master the Blender interface and learn how to create and refine
your own models. You’ll also learn how to: –Work with reference and concept art in Blender and GIMP to make starting
projects easier –Block in models with simple geometry and build up more complex forms –Use Blender’s powerful
sculpting brushes to create detailed organic models –Paint textures with Blender and GIMP and map them onto your 3D
artwork –Light, render, and composite your models to create striking images Each chapter walks you through a piece of
the modeling process and offers detailed explanations of the tools and concepts used. Filled with full-color artwork and
real-world tips, Blender Master Class gives you the foundation you need to create your own stunning masterpieces.
Covers Blender 2.6x
Blender has become one of the most popular 3D and animation tools on the market, with over 2 million users, and it is
free! Animating with Blender is the definitive resource for creating short animation projects from scratch, the ideal
platform for experimenting with animation. Blender expert and author Roland Hess walks you through the entire process
of creating a short animation, from writing to storyboarding and blocking, through character creation, animation and
rendering.
Beginner s Guide to Sculpting Characters in Clay is a comprehensive guide to traditional sculpting tools, materials and
techniques for beginners."
This book uses the learning-by-example approach. It takes simple examples from games to introduce all the main
concepts of programming in an easy-to-digest and immediately recognizable way.This book is for the total beginner to
any type of programming, focusing on the writing of C# code and scripts only. There are many parts that make up the
Unity game engine. It is assumed that the reader already knows their way around Unity's user interface. The code editor
used in this book is the MonoDevelop editor supplied by Unity.
Offers step-by-step instructions for drawing faces, anatomy, creating emotion, and drawing figures in action settings.
Get the most out of your printer, including how to design models, choose materials, work with different printers, and
integrate 3D printing with traditional prototyping to make techniques like sand casting more efficient.This book is for new
3D printer owners, makers of all kinds, entrepreneurs, technology educators, and anyone curious about what you can do
with a 3D printer. In this revised and expanded new edition of Mastering 3D Printing, which has been a trusted resource
through five years of evolution in the 3D printing industry, you’ll gain a comprehensive understanding of 3D printing. This
book presumes no foreknowledge and describes what you need to know about how printers work, how to decide which
type of printer (filament, resin, or powder) makes the most sense for you, and then how to go forward in the case of
filament and resin printers. This new edition now includes material about consumer resin printing, the evolution of lowercost metal printing, and the plethora of both materials and applications. What You’ll Learn Choose among the different
3D printing technologies Create or find 3D models to print Make both easy and challenging prints come out as you
imagined Assess whether your business, factory, home or classroom will benefit from 3D printing Work with applications
that are good candidates for first projects in home and industrial applications Who This Book Is For People who are
encountering 3D printing for the first time, or for those who want to level up their skills. It is designed for the nontechnical
adult and minimizes jargon. However more sophisticated users will still find tips and insights of value.
Design, model, and texture complex mechanical objects in Blender About This Book Develop realistic and awesome
machines for your 3D projects and animation films Gain the ability to look at a piece of machinery in real life and then
recreate it in Blender Develop a comprehensive skill set covering key aspects of mechanical modeling Who This Book Is
For This book is intended for consumers and hobbyists who are existing users of Blender 3D want to expand their
capabilities by diving into machine modeling with Blender 3D. You are expected to have experience with basic Blender
operations. What You Will Learn Reacquaint yourself with Blender's modeling toolset Practice fundamental skills that are
applicable to a range of modeling projects Know when and where to use various types of geometry—something that saves
time in one instance will pose significant problems in another Think ahead and plan your project out to significantly
improve both quality and efficiency Create models for freestyle use Overcome challenging modeling problems Create
customized game models that can easily be exported to other formats. This is one of the most popular uses of Blender,
and the results can be incorporated into game design! Get comfortable with the start-to-finish process to create any type
of hard surface model In Detail Blender 3D is one of the top pieces of 3D animation software. Machine modeling is an
essential aspect of war games, space games, racing games, and animated action films. As the Blender software grows
more powerful and popular, there is a demand to take your modeling skills to the next level. This book will cover all the
topics you need to create professional models and renders. This book will help you develop a comprehensive skill set
that covers the key aspects of mechanical modeling. Through this book, you will create many types of projects, including
a pistol, spacecraft, robot, and a racer. We start by making a Sci-fi pistol, creating its basic shape and adding details to it.
Moving on, you'll discover modeling techniques for larger objects such as a space craft and take a look at how different
techniques are required for freestyle modeling. After this, we'll create the basic shapes for the robot and combine the
meshes to create unified objects. We'll assign materials and explore the various options for freestyle rendering. We'll
discuss techniques to build low-poly models, create a low-poly racer, and explain how they differ from the high poly
models we created previously. By the end of this book, you will have mastered a workflow that you will be able to apply to
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your own creations. Style and approach This is an easy-to-follow book that is based around four concrete projects. Each
topic is explained sequentially in the process of creating a model, and detailed explanations of the basic and advanced
features are also included.
Learn how to create compelling and accomplished stylized animal characters, with the step-by-step guidance of
professional animators and artists.
Design a complete workflow with Blender to create stunning 3D scenes and films step-by-step! About This Book Give life
to a character within a full animated short film by learning the rigging and animation process Make use of the powerful
tools available in Blender to produce professional-quality 3D characters and environments 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 book will give any beginner the necessary skills and knowledge to create own 3D
projects with Blender. You don't need to have any previous experience in 3D modeling, but if you do, then this book is a
great way get you started with Blender. This book is for anyone who wants to learn Blender by creating concrete projects.
What You Will Learn Understand the basics of 3D and how to navigate your way around the Blender interface 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, or Curves Discover the power of the texture paint tool in
order to add color to the haunted house Get to know the Cycles render engine by creating different materials for the
house and the environment In Detail Blender is a powerful tool, stable, with an integral workflow that will allow you to
understand your learning of 3D creation with serenity. Today, it is considered to be one of the most complete 3D
packages on the market and it is free and open source! It is very efficient for many types of productions, such as 3D
animated or live action films, architecture, research, or even game creation with its integrated game engine and its use of
the Python language. Moreover, Blender has an active community that contributes to expanding its functionalities. Today,
it is used in many professional products and by many companies. Through this book, you will create many types of
concert projects using a step-by-step approach. You will start by getting to know the modeling tools available in Blender
as you create a 3D robot toy. Then, you will discover more advanced techniques such as sculpting and re-topology by
creating a funny alien character. After that, you will create a full haunted house scene. For the last project, you will create
a short film featuring a rat cowboy shooting cheese in a rat trap! This will be a more complex project in which you learn
how to rig, animate, compose advanced material, composite, and edit a full sequence. Each project in this book will give
you more practice and increase your knowledge of the Blender tools. By the end of this book, you will master a workflow
that you will be able to apply to your own creations. Style and approach This is an easy-to-follow book that is based on
four concrete projects, with increasing levels of difficulty. Each chapter will teach you how to create these projects stepby-step. New tools and techniques are introduced in a theoretical and practical way, so you can apply them in your own
projects later.
ZBrush's popularity is exploding giving more CG artists the power to create stunning digital art with a distinctively fine art
feel. ZBrush Character Creation: Advanced Digital Sculpting is the must-have guide to creating highly detailed, lush,
organic models using the revolutionary ZBrush software. Digital sculptor Scott Spencer guides you through the full array
of ZBrush tools, including brushes, textures and detailing. With a focus on both the artistry and the technical know-how,
you'll learn how to apply traditional sculpting and painting techniques to 3D art while uncovering the "why" behind the
"how" for each step. You'll gain inspiration and insight from the beautiful full-color illustrations and professional tips from
experienced ZBrush artists included in the book. And, above all, you'll have a solid understanding of how applying timehonored artistic methods to your workflow can turn ordinary digital art into breathtaking digital masterpieces.
Don't want to read 400 pages of theory about animation and programming ? This book was written for you. Create
directly several game projects: a platform game, a First-person Shooter, a Third-person RPG, a Minecraft's Like game, a
car race and a flight simulator. With these projects, about 100 recipes will help you to create any type of game.
This manual provides information about 3D Blender.
An art book showcasing the 3D renders from the Blender community and some of its short films
Annotation Blender is an open source 3D graphics application that can be used for modeling, rigging, animating,
rendering and thousands of other things. While modeling characters isn't the biggest of your worries, animating them to
make them feel as-good-as alive is what differentiates a professional from an amateur. This book offers clear, illustrative,
and easy-to-follow recipes to create character rigs and animations for common situations. Bring your characters to life by
understanding the principles, techniques and approaches involved in creating rigs and animations, you'll be able to adapt
them to your own characters and films. The book offers clear step-by-step tutorials, with detailed explanations,
screenshots and support files to help you understand the principles behind each topic. Each recipe covers a logical step
of the complete creation of a character rig and animation, so you're not overwhelmed with too much information at once.
You'll see numerous examples and screenshots that guide to achieve various rigging and animation tasks, logically
separated so you can understand each in detail. The rigging topics are divided by each region of the body (torso, limbs,
face, eyes), and further separated by the specific topic (neck, fingers, mouth, eyelids, etc) for clarity. All rigging tasks are
accomplished with the built-in tools in Blender, without the complexity of coding custom Python behaviors or user
interface elements. The animation topics deal with common situations found in real world productions, showing good
practices to understand and overcome the challenges.
Learn ZBrush inside and out with this updated newedition Get totally comfortable sculpting in a digital environment
withthe latest edition of this bestselling beginner's guide to ZBrush.Fully updated for the newest version of the software,
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ZBrush 4R3,this book dispels any fears you might have about the difficulty ofusing ZBrush and soon has you creating
realistic, cartoon, andorganic models with flair. Learn all the essentials, as youcomplete fun tutorials on painting, meshes,
organic scripting, hardsurface sculpting, lighting, rendering, and more. Introduces you to ZBrush, the sculpting software
that lets youcreate digital art with a fine-art feel, which you can transferinto Maya or other 3D applications Covers
painting, meshes, organic sculpting, hard surfacesculpting, textures, lighting, rendering, working with other
3Dapplications, and scripting Walks you through a series of fun and engaging tutorials whereyou can start creating your
own work, including human, cartoon, andorganic models Fully updated for the newest version of ZBrush, ZBrush
4R3,including full coverage of its robust rendering tools Includes a DVD with helpful video examples and files to helpyou
complete the tutorials Design remarkably realistic creatures, people, and objects withZBrush and the new edition of this
top-selling guide. The DVD is not included as part of the e-book file, but isavailable for download after purchase.
Blueprints Visual Scripting for Unreal Engine is a step-by-step approach to building a fully functional game, one system at
a time. Starting with a basic First Person Shooter template, each chapter will extend the prototype to create an
increasingly complex and robust game experience. You will progress from creating basic shooting mechanics to
gradually more complex systems that will generate user interface elements and intelligent enemy behavior. Focusing on
universally applicable skills, the expertise you will develop in utilizing Blueprints can translate to other types of genres. By
the time you finish the book, you will have a fully functional First Person Shooter game and the skills necessary to
expand on the game to develop an entertaining, memorable experience for your players. From making customizations to
player movement to creating new AI and game mechanics from scratch, you will discover everything you need to know to
get started with game development using Blueprints and Unreal Engine 4.
Revolutionize your iPhone and iPad game development with Unity iOS, a fully integrated professional application and
powerful game engine, which is quickly becoming the best solution for creating visually stunning games for Apple's
iDevices easier, and more fun for artists. From concept to completion you'll learn to create and animate using modo and
Blender as well as creating a full level utilizing the powerful toolset in Unity iOS as it specifically relates to iPhone and
iPad game development. Follow the creation of "Tater," a character from the author's personal game project "Dead
Bang," as he's used to explain vital aspects of game development and content creation for the iOS platform. Creating 3D
Game Art for the iPhone focuses on the key principles of game design and development by covering in-depth, the
iDevice hardware in conjunction with Unity iOS and how it relates to creating optimized game assets for the iDevices.
Featuring Luxology's artist-friendly modo, and Blender, the free open-source 3D app, along side Unity iOS, optimize your
game assets for the latest iDevices including iPhone 3GS, iPhone 4, iPad and the iPod Touch. Learn to model characters
and environment assets, texture, animate skinned characters and apply advanced lightmapping techniques using Beast
in Unity iOS. In a clear, motivating, and entertaining style, Wes McDermott offers captivating 3D imagery, real-world
observation, and valuable tips and tricks all in one place - this book is an invaluable resource for any digital artist working
to create games for the iPhone and iPad using Unity iOS.
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-to-date 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.
Professional modeling is the foundation of every aspect of the 3D production pipeline and is essential to the success of
any 3D computer graphics project. [digital] Modeling is unlike any other modeling book you’ve seen—it gets to the core of
what it takes to create efficient production-ready models and demystifies the process of producing realistic and jawdropping graphics. Taking a software-neutral approach, it teaches you the essential skills and concepts that you can
apply to modeling in any industry 3D software, such as 3ds Max, LightWave 3D, Maya, Modo, Silo, XSI, ZBrush and
other leading programs. Modelers, animators, texture artists, and technical directors can all benefit from the valuable
information covered in this jam-packed guide containing years of industry knowledge. Simply put, if you work in 3D, you
must have this book. In this inspiring and informative guide to modeling, industry veteran William Vaughan teaches you
how to: Master modeling techniques to produce professional results in any 3D application Use the tools of a professional
digital modeler Control your models polygon-count as well as polygon-flow Create both organic and hard surface models
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Understand a modeler’s role in a production environment Gain the knowledge to land a job in the industry as a digital
modeler Model using specific tools such as LightWave and 3ds Max in over 6 hours of video training in the
accompanying downloadable lesson files (see below for details) And much more! All of Peachpit's eBooks contain the
same content as the print edition. You will find a link in the last few pages of your eBook that directs you to the media
files. Helpful tips: If you are able to search the book, search for "Where are the lesson files?" Go to the very last page of
the book and scroll backwards. You will need a web-enabled device or computer in order to access the media files that
accompany this ebook. Entering the URL supplied into a computer with web access will allow you to get to the files.
Depending on your device, it is possible that your display settings will cut off part of the URL. To make sure this is not the
case, try reducing your font size and turning your device to a landscape view. This should cause the full URL to appear.
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