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A four-color, task-based Autodesk Official Training Guide covering the
core features of 3ds Max  Beginning users of this popular 3D animation
and effects software will find everything they need for a thorough
understanding of the software's key features and functions in this
colorful guide. The authors break down the complexities of learning 3D
software and get you going right away with interesting, job-related
projects. You'll learn the basics of modeling, texturing, animating,
lighting, visualization, and visual effects with 3ds Max, exploring the
methods and why they are used


