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The Bottom Line

In Mastering Autodesk VIZ 2008, VIZ expert Jon McFarland teaches you
how to get the most out of Autodesk's potent 3D modeling, animation,
and rendering software. As you follow real-world examples, you'll
quickly see how to apply these techniques to your design projects.
Whether you're entirely new to VIZ or simply want to master its newest
features, this book offers the clear explanations and step-by-step
instruction you need to make VIZ work for you. Coverage includes:
Finding your way around in VIZLinking to AutoCAD filesModeling using
primitive and compound ob


