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Driven by demand from the entertainment industry for better and more
realistic animation, technology continues to evolve and improve. The
algorithms and techniques behind this technology are the foundation of
this comprehensive book, which is written to teach you the
fundamentals of animation programming. In this third edition, the
most current techniques are covered along with the theory and high-
level computation that have earned the book a reputation as the best
technically-oriented animation resource. Key topics such as fluids, hair,
and crowd animation have been expanded, and...



