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Learn to work effectively and creatively with all versions of ZBrush!
ZBrush is used by top artists in Hollywood to model and sculpt
characters in such films as Avatar, Iron Man, and Pirates of the
Caribbean. In addition, this amazing technology is also used in jewelry
design, forensic science, aerospace, video games, toy creation, and the
medical field. Written by Pixologic's in-house ZBrush expert Paul
Gaboury, this full-color, beautifully illustrated guide provides you with
the ultimate tips and tricks to maximize your use of all versions of
ZBrush. Rev


