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Great guide to the fundamentals of Autodesk 3ds Max 2014 This
Autodesk Official Press guide is just what you need to learn the basics
of Autodesk 3ds Max 2014 quickly and easily.  Through a series of cool
projects like designing an alarm clock, animating a thrown knife, or
lighting a scene, you'll learn the essentials of modeling, rigging,
animating, and rendering using the popular Autodesk 3ds Max 3D
animation and effects software. It's a practical, hands-on approach
allowing you to constantly reinforcing skills as you learn them.
Downloadable before-and-after project files let


