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Get professional training in 3ds Max from this Autodesk Official
Training Guide  Extremely popular with video game designers as well as
architects, 3ds Max offers integrated 3D modeling, animation,
rendering, and compositing tools designed to streamline production. If
you already have a working knowledge of 3ds Max basics, this official
guide will take your skills to the next level. Detailed tutorials cover all
the latest features of 3ds Max. From modeling, texturing, animation,
and architectural visualization to high-level techniques for film,
television, games, and more, this


