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This two-volume set LNCS 11574 and 11575 constitutes the refereed proceedings of the 11th International Conference on Virtual, Augmented and Mixed Reality, VAMR 2019, held in July
2019 as part of HCI International 2019 in Orlando, FL, USA. HCII 2019 received a total of 5029 submissions, of which 1275 papers and 209 posters were accepted for publication after a
careful reviewing process. The 80 papers presented in this volume were organized in topical sections named: multimodal interaction in VR, rendering, layout, visualization and navigation,
avatars, embodiment and empathy in VAMR, cognitive and health issues in VAMR, VAMR and robots, VAMR in learning, training and entertainment, VAMR in aviation, industry and the
military.
Build your skills in the development of story ideas that will command an audience for your 2-5 minute animated short. Packed with illustrated examples of idea generation, character and story
development, acting, dialogue and storyboarding practice this is your conceptual toolkit proven to meet the challenges of this unique art form. The companion DVD includes in-depth interviews
with industry insiders, 18 short animations (many with accompanying animatics, character designs and environment designs) and an acting workshop to get your animated short off to a flying
start! With Ideas for the Animated Short you'll learn about: Story Background and Theory * Building Better Content * Acting: Exploring the Human Condition * Building Character and Location *
Building Story * Dialogue * Storyboarding * Staging
"Part textbook and part reference work, the fifth edition of a typographic classic begins with a thumbnail history of the development of written language and ends with a glossary; in between
are in-depth looks at five classic typefaces, lessons on designing with text type, display type and color, and plenty of project assignments. Though Craig, the former design director for WatsonGuptill, touches on the way that type design can be akin to fine art, most of his focus is on the subtle ways in which typeface affects "mood," and letter shape and spacing influences
readability, emphasis and even meaning. Even though technological advances have made innovative text design ever simpler, readers—of books, brochures, cereal boxes and subway
advertisements—still tend to prefer their type to be "invisible"—in other words, "to serve as a quiet vehicle for enhancing the meaning of a text." While best suited for a beginning graphic design
student, this clear, readable book should also intrigue those interested in how the look of a sentence has an impact on the way we read it." - Reed Business Information.
On December 18, 1999, Julia Butterfly Hill's feet touched the ground for the first time in over two years, as she descended from "Luna," a thousandyear-old redwood in Humboldt County,
California. Hill had climbed 180 feet up into the tree high on a mountain on December 10, 1997, for what she thought would be a two- to three-week-long "tree-sit." The action was intended to
stop Pacific Lumber, a division of the Maxxam Corporation, from the environmentally destructive process of clear-cutting the ancient redwood and the trees around it. The area immediately
next to Luna had already been stripped and, because, as many believed, nothing was left to hold the soil to the mountain, a huge part of the hill had slid into the town of Stafford, wiping out
many homes. Over the course of what turned into an historic civil action, Hill endured El Nino storms, helicopter harassment, a ten-day siege by company security guards, and the tremendous
sorrow brought about by an old-growth forest's destruction. This story--written while she lived on a tiny platform eighteen stories off the ground--is one that only she can tell. Twenty-five-yearold Julia Butterfly Hill never planned to become what some have called her--the Rosa Parks of the environmental movement. Shenever expected to be honored as one of Good
Housekeeping's "Most Admired Women of 1998" and George magazine's "20 Most Interesting Women in Politics," to be featured in People magazine's "25 Most Intriguing People of the Year"
issue, or to receive hundreds of letters weekly from young people around the world. Indeed, when she first climbed into Luna, she had no way of knowing the harrowing weather conditions and
the attacks on her and her cause. She had no idea of the loneliness she would face or that her feet wouldn't touch ground for more than two years. She couldn't predict the pain of being an
eyewitness to the attempted destruction of one of the last ancient redwood forests in the world, nor could she anticipate the immeasurable strength she would gain or the life lessons she would
learn from Luna. Although her brave vigil and indomitable spirit have made her a heroine in the eyes of many, Julia's story is a simple, heartening tale of love, conviction, and the profound
courage she has summoned to fight for our earth's legacy.
"The Cheeky Monkey" is written by one of Australia's most accomplished performers and writers of comedy. The book is an analytical study and practitioner's guide to the art and provides
useful exercises to aid developing writers' comedy - writing skills. It explores the seven distinct principles that have evolved for sitcom and takes the reader through each stage and how to
apply it to their own writing.
IClone 4.31 3D AnimationBeginner's Guide : Animate Your Stories and Ideas to Create Realistic Scenes with this Movie Making Application Geared Towards New and Inexperienced Film
Makers, Video Producers/compositors, Vxf Artists, and 3D Artists/designersPackt Pub Limited
The Cartooning titles in the How to Draw and Paint Series are packed with fundamental cartooning and animation techniques, along with practical information and helpful tips to get beginners
started quickly and easily. Each book covers a variety of cartooning styles and teaches readers how to render residents of the cartoon world with simple step-by-step instructions.
Buku ini sangat cocok untuk para pemula yang sedang mempelajari pembuatan film animasi 3D menggunakan software iClone mulai dari sesi pengenalan, sesi latihan sampai dengan sesi
project. iClone akan membantu dan mempermudah pembaca dalam proses produksi film animasi yang selama ini menjadi momok bagi animator pemula. Pembahasan dalam buku ini
meliputi: • Apa itu iClone • What’s New in iClone • Content Store • Memulai iClone • Character • Motion • Particle • Indigo Rendering • Project Movie Clip 3D • Project Short Movie Selamat
membaca dan mencoba buku ini!
Provides information on the entire animation process, covering such topics as story research, scriptwriting, the storyboard, character design, voice recording, motion theory, staging,
expressions, motion, scene planing, lighting, visual effects, and editing.
This book is a part of the Beginner's guide series, wherein you will quickly start doing tasks with precise instructions. Then the tasks will be followed by explanation and then a challenging task
or a multiple choice question about the topic just covered. Do you have a story to tell or an idea to illustrate? This book is aimed at film makers, video producers/compositors, vxf artists or 3D
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artists/designers like you who have no previous experience with iClone. If you have that drive inside you to entertain people via the internet on sites like YouTube or Vimeo, create a superb
presentation video, showcase a product or create a movie, or get a fast start on the iClone program, this Beginner's guide was written with you in mind.
This guide provides a general explanation for leveraging the capabilities of the ArcGIS Engine Developer Kit, which is a platform for building stand-alone GIS applications with access to
advanced GIS objects using multiple Application Programming Interfaces (API's). The book also includes several scenarios illustrating different types of applications that can be developed
using the ArcGIS Engine Developer Kit. ArcGIS Engineprovides the framework for developers to connect to remote ArcGIS Server objects or create focused GIS applications that can be
executed as stand-alone applications or deployed inside of ArcGIS Desktop productsArcInfo, ArcEditor, and ArcView. The entire ArcGIS system is built and extended using software
components called ArcObjects, which are at the core of all ArcGIS products.
Sci-fi/Adventure on a grand, painted, wide-screen scale! Picks up right after the first Anomaly ended. Uncover the dark mystery of life's origins on Anomaly as evidence of earlier Conglomerate
missions and experiments gone wrong come to light. Then take a trip with Jon, Samantha, Tonni, Bal'ka and Aodh to deliver the first blow in a rebellion against the seemingly omnipotent
Conglomerate. They're on The Conglomerate's most fortified world during The Rubicon - a twisted mix of old Soviet Union May Day parade meets gladiatorial Olympics - complete with blood
sports featuring aliens and alien creatures. It's the most widely broadcast event in the known galaxy designed to tout The Conglomerate's might. It's the perfect place for a first rebellious strike
- with the help of a little technology-eating friend. All eyes are watching. Discover the most powerful aliens humans have ever encountered...and they hold Jon responsible for killing their
children on Sestus Prime (see Anomaly 1 for more details). Meet new characters and get reacquainted with old friends. Discover new worlds as the ground-breaking Anomaly adventure
continues. Features: - The giant follow-up to the longest, original, full-color graphic novel ever published (Anomaly- Soon to be a live action film) - 252 pages of lush, oversized, digital
illustrations - Stochastic printing & wide-gamut inks (the highest color fidelity available) - Free companion app (iOS/Android) with industry award nominated Augmented Reality
Reallusion’s iClone is an animated movie making application that allows hobbyists, machinimators, home-based animators, and professionals to visualize their story or an idea by seeing it in
action. Years ago, creating animations and single images would require a team of trained artists to accomplish. Now, iClone real time rending engine empowers its users to instantly view what
is loaded into the 3D workspace or preview it as an animation, if you have the precise instructions. The iClone 3D Animation Beginner’s Guide will walk you through the building and animating
of a complete scene and several one-off projects. First we create a scene with sky, terrain , water, props and other assets. Then add two characters and manipulate their features and animate
their movement. We will also use particles to create the effect of a realistic torch and animate cameras to give different views to the scene. Finally we will see how to quickly import images to
enhance the scene with a mountain, barn, and water tank. It will cover some fun stuff such as playing with props, characters, and other scene assets. It will also demonstrate some advanced
topics such as screen resolution, formats and codecs but mostly it will deal with doing hands on animation with precise instructions. Starting with a blank project using stock and downloadable
assets you will learn to lay out and animate a scene and export that scene to both a single image and a movie. The main project will demonstrate many common and undocumented
techniques, while each project introduces and examines tools and techniques for successful and fun animation of ideas or scripts. Each project of the book including the main project is
designed to cover the aspects of 3D animation in a manner which anyone with basic computer skills can follow. You will discover the importance of lighting a scene including daytime scenes.
The concept of the timeline and key frames will be covered in detail and other topics such as rendering (exporting), character modification and prop placement all have their own sections with
step by step instructions followed by an explanation of what just happened. Good animation habits and project basics are stressed throughout the book interspersed with time saving tips and
techniques gained from years of experience with iClone. When you have finished The iClone 3D Animation Beginner’s Guide you will have a solid foundation in the basics of iClone by having
animated a scene with multiple characters and props that involves dialog and interaction with other characters. You will have the knowledge to create new animation projects to hone your
skills, tell your story, educate students or sell your product.
This book constitutes the refereed proceedings of the 14th International Conference on Pattern Recognition and Information Processing, PRIP 2019, held in Minsk, Belarus, in May 2019. The
25 revised full papers were carefully reviewed and selected from 120 submissions. The papers of this volume are organized in topical sections on pattern recognition and image analysis;
information processing and applications.
This two-volume set LNCS 11576 and 11577 constitutes the thoroughly refereed proceedings of the 11th International Conference on Cross-Cultural Design, CCD 2019, which was held as
part of the 21st HCI International Conference, HCII 2019, in Orlando, FL, USA, in July 2019. The total of 1275 papers and 209 posters included in the 35 HCII 2019 proceedings volumes were
carefully reviewed and selected from 5029 submissions. CCD 2019 includes a total of 80 papers; they were organized in topical sections named: Part I, Methods, Tools and User Experience:
Cross-cultural design methods and tools; culture-based design; cross-cultural user experience; cultural differences, usability and design; aesthetics and mindfulness. Part II, Culture and
Society: Cultural products; experiences and creativity; design for social change and development; cross-cultural product and service design; intercultural learning.
Everything you need to know to become a professional VFX whizz in one thorough and comprehensive guide.
In the first two decades of his career, filmmaker Hayao Miyazaki laid the groundwork for his legendary movies. Starting Point is a collection of essays, interviews, and memoirs that go back to
the roots of Miyazaki's childhood, the formulation of his theories of animation, and the founding of Studio Ghibli. Before directing such acclaimed films as Spirited Away, Miyazaki was just
another salaried animator, but with a vision of his own. Follow him as he takes his first steps on the road to success, experience his frustrations with the manga and animation industries that
often suffocate creativity, and realize the importance of bringing the childhood dreams of the world to life. Starting Point: 1979-1996 is not just a chronicle of the life of a man whose own
dreams have come true, it is a tribute to the power of the moving image. -- VIZ Media
Meet more than 350 incredible clones, Jedi, droids, bounty hunters, and a host of other characters from Star Wars: The Clone Wars. What is the Bad Batch? Who inducted Ahsoka Tano into
the Jedi Order? Where does General Grievous keep a secret lair? Why does Captain Rex mutiny against his Jedi General on Umbara? To learn the answers to these questions and more, look
Page 2/5

Download Free Iclone 4 31 3d Animation Beginner S Guide
no further than Star Wars: The Clone Wars: Character Encyclopedia - Join the Battle! Written by Star Wars expert Jason Fry, this illustrated encyclopedia features more than 350 incredible
characters and teams, including Anakin Skywalker, Maul, Bo-Katan Kryze, and Clone Force 99. Perfect for fans of all ages, Star Wars: The Clone Wars: Character Encyclopedia - Join the
Battle! will enthrall readers for hours on end. © & TM 2021 Lucasfilm Ltd.
This book constitutes the proceedings of the 16th International Conference on Practical Applications of Agents and Multi-Agent Systems, PAAMS 2018, held in Toledo, Spain, in June 2018.
The 20 regular and 19 demo papers presented in this volume were carefully reviewed and selected from 57 submissions. They deal with the application and validation of agent-based models,
methods, and technologies in a number of key applications areas, such as: energy and security; engineering and tools; evaluation and ethics; negotiation and organisations; personalization
and learning; simulation applications; simulation platforms; social networks and humans. The book also contains two invited talks in full paper length.
Use this book to learn how you can, at little or no expense, make virtually any movie using Machinima. The authors guide you from making your first Machinima movie to a grounding in both
conventional filmmaking and Machinima technology that will let you tackle very complex film projects. The book focuses on the following Machinima platforms: The Sims 2: Arguably the most
popular Machinima platform of all time, The Sims 2 allows you to tell stories ranging from romance to noir action. World Of Warcraft: Tell your own tales of heroism in the world of Azeroth,
following in the footsteps of award-winning Machinima creators and even the makers of South Park. Medieval 2: Total War - This astonishing new game allows you to create Lord of the Ringsscale medieval battle films using just a home computer! MovieStorm: For the first time, unleash the power of Machinima as a professional user using a fully-featured, fully-licensed commercial
Machinima platform. You'll be introduced to all aspects of Machinima production, from live filming in a game through the creation of sets, props and characters, as well as the basics of
cinematography, storytelling and sound design.
With Character Creator Robots, children create unique robot characters from a variety of unidirectional reusable stickers. This travel-friendly play set includes two backgrounds and more than
one hundred reusable robot parts. Several example robots are included to demonstrate the creative possibilities and inspire young robot designers to construct their own robot characters. The
included backgrounds provide an inviting canvas for the creation of novel and engaging robotic masterworks. Made in the USA.
This is a 624 pages complete step by step guide how to model an Audi R8 in high quality with mainly class-A surfaces with rhinoceros for visualisation or animation purposes. You will learn
how to create a photorealistic 3d model of this car out of just one piece of paper. The blueprint. You will learn how to construct the whole model from scratch up to the quality as seen on this
renderings and in the animation. Each working step is illustrated with a screenshot, the used tool with icon and a description what to do. You will learn how to construct the whole model as
seen on this screenshots an in the animation. It is written for Rhinoceros as this program is the absolut perfect entry to the world of nurbs modeling. After doing this purely practical lecture, you
will be able to model nearly every complex industry product faster and more precisly. This tutorial is realizable with an educational license of rhinoceros.
This book constitutes the refereed proceedings of the 7th International Conference on Games and Learning Alliance, GALA 2018, held in Palermo, Italy, in December 2018. The 38 revised
regular papers presented together with 9 poster papers were carefully reviewed and selected from 68 submissions. The papers cover the following topics: games for skills training; game
design; methods and tools; gamification and innovative game approaches.
Learn how to use Unreal Engine 4 by building 3D and multiplayer games using Blueprints Key Features Learn the fundamentals of Unreal Engine such as project templates, Blueprints, and
C++ Learn to design games; use UMG to create menus and HUDs, and replication to create multiplayer games Build dynamic game elements using Animation Blueprints and Behavior Trees
Book Description Unreal Engine is a popular game engine for developers to build high-end 2D and 3D games. This book is a practical guide, starting off by quickly introducing you to the
Unreal Engine 4 (UE4) ecosystem. You will learn how to create Blueprints and C++ code to define your game's functionality. You will be familiarized with the core systems of UE4 such as
UMG, Animation Blueprints, and Behavior Trees. You will also learn how to use replication to create multiplayer games. By the end of this book, you will have a broad, solid knowledge base to
expand upon on your journey with UE4. What you will learn Use project templates to give your game a head start Create custom Blueprints and C++ classes and extend from Epic's base
classes Use UMG to create menus and HUDs for your game Create more dynamic characters using Animation Blueprints Learn how to create complex AI with Behavior Trees Use replication
to create multiplayer games Optimize, test, and deploy a UE4 project Who this book is for Readers who already have some game development experience and Unity users who would like to
try UE4 will all benefit from this book. Knowledge of basic Object-Oriented Programming topics such as variables, functions, and classes is assumed.
Many animators and designers would like to supplement their Maya learning with a less-technical, more helpful book. This self-study manual is both a general guide for understanding 3-D computer graphics
and a specific guide for learning the fundamentals of Maya: workspace, modeling, animation, shading, lighting, and rendering. Understanding 3-D Animation Using Maya covers these fundamentals in each
chapter so that readers gain increasingly detailed knowledge. After an initial 'concepts' section launches each chapter, hands-on tutorials are provided, as well as a chapter project that progressively adds
newly learned material and culminates in the final animated short. This is the first book on Maya that teaches the subject using a sensible, proven methodology for both novices and intermediate users. Topics
and features: - Proven method that emphasizes preliminaries to every chapter - Integrates the "why" concepts of 3-D simultaneously with the "how-to" techniques - Skills reinforced with tutorials and chapter
projects - Real-world experience distilled into helpful hints and step-by-step guides for common tasks
This is the only book that combines conceptual and practical instruction on creating polished and eloquent images for film and video with the technical know-how to achieve them. Loaded with hundreds of fullcolor examples, The Filmmaker's Eye is a focused, easy-to-reference guide that shows you how to become a strong visual storyteller through smart, effective choices for your shots. This book has struck a
chord worldwide and is being translated into several languages After a short introduction to basic principles, a variety of shots are deconstructed in the following format: - Why It Works: an introduction to a
particular type of shot - How It Works: callouts point out exactly how the shot works the way it does--the visual rules and technical aspects in action - Technical Considerations: the equipment and techniques
needed to get the shot. - Breaking the Rules: examples where the "rules" are brilliant subverted
Francis Glebas, a top Disney storyboard artist, shows how to reach the ultimate goal of animation and moviemaking by showing how to provide audiences with an emotionally satisfying experience. Directing
the Story offers a structural approach to clearly and dramatically presenting visual stories. With Francis' help you'll discover the professional storytelling techniques which have swept away generations of
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movie goers and kept them coming back for more. You'll also learn to spot potential problems before they cost you time or money and offers creative solutions to solve them. Best of all, it practices what it
preaches, using a graphic novel format to demonstrate the professional visual storytelling techniques you need to know.
ArcGIS Desktop Developers Guide is an introduction to customizing and extending ArcGIS Desktop, a comprehensive, integrated, scaleable frameworkfor implementing GIS. Using applications such as
ArcMap and ArcCatalog andtheir user interfaces together, you can perform any GIS task, from simple to advanced, including mapping, geographic analysis, data editing and compilation, data management,
visualization, and geoprocessing. The entireArcGIS system is built and extended using software components called ArcObjects, which are at the core of all ArcGIS products. This book will be of great use to
developers who want to use the ArcGIS Desktop Developer Kit to customize and extend the ArcView, ArcEditor, or ArcInfo desktop products. This book provides a general explanation of the options and
opportunities available to developers with ArcGIS Desktop. Several scenarios illustrate with code samples the different types of customization that can be developed with the ArcGIS Desktop Developer Kit.
Thoroughly updated for newnbsp;breakthroughs in multimedia nbsp; The internationally bestselling Multimedia: Making it Work has been fully revised and expanded to cover the latest technological advances
in multimedia. You will learn to plan and manage multimedia projects, from dynamic CD-ROMs and DVDs to professional websites. Each chapter includes step-by-step instructions, full-color illustrations and
screenshots, self-quizzes, and hands-on projects. nbsp;
This is the eBook of the printed book and may not include any media, website access codes, or print supplements that may come packaged with the bound book. Master the Newest Blender Techniques for
Creating Amazing 3D Characters: From Design and Modeling to Video Compositing Now fully updated for Blender 2.78b and beyond, Learning Blender, Second Edition, walks you through every step of
creating an outstanding 3D animated character with Blender, and then compositing it in a real video using a professional workflow. This edition covers the powerful new selection and modeling tools, as well
as high-efficiency improvements related to other parts of the project such as texture painting, shading, rigging, rendering, and compositing. Still the only Blender tutorial to take you from preproduction to final
result, this guide is perfect for both novices and those moving from other software to Blender (open source and free software). Author Oliver Villar provides full-color, hands-on chapters that cover every
aspect of character creation: design, modeling, unwrapping, texturing, shading, rigging, animation, and rendering. He also walks you through integrating your animated character into a real-world video, using
professional camera tracking, lighting, and compositing techniques. The rich companion website (blendtuts.com/learning-blender-files) will help you quickly master even the most complex techniques with
bonus contents like video tutorials. By the time you’re done, you’ll be ready to create outstanding characters for all media–and you’ll have up-to-date skills for any 3D project, whether it involves characters
or not. Learn Blender’s updated user interface, navigation, and selection techniques Create your first scene with Blender and the Blender Render and Cycles render engines Organize an efficient, step-bystep pipeline to streamline workflow in any project Master modeling, unwrapping, and texturing Bring your character to life with materials and shading Create your character’s skeleton and make it walk Use
Camera Tracking to mix 3D objects into a real-world video Transform a raw rendered scene into the final result using Blender’s compositing nodes Register your product at informit.com/register for
convenient access to downloads, updates, and corrections as they become available.
Calvin Jones, a computer programmer in his mid-twenties, decides to skip work and meet his girlfriend at the beach instead. However, because of an accident, a trip to the hospital, death, and cryogenic
freezing, he never quite makes it there. When Calvin is revived, he finds himself in a utopian society three hundred years in the future. But every society has its peculiarities. This one happens to be governed
by an artificial intelligence named Ariel. Using Ariel, this society has been able to identify its stupid, lazy, or otherwise detrimental individuals - and kill them. The result is a civilization of intelligent, hardworking
inhabitants - except for Calvin. Will Calvin be able to adapt to his new surroundings, or will the learning curve be too steep for him to survive?
Learn animation programming from first principles and implement modern animation techniques that can be integrated into any game development workflow Key Features Build a functional and productionready modern animation system with complete features using C++ Learn basic, advanced, and skinned animation programming with this step-by-step guide Discover the math required to implement cutting
edge animation techniques such as inverse kinematics and dual quaternions Book Description Animation is one of the most important parts of any game. Modern animation systems work directly with trackdriven animation and provide support for advanced techniques such as inverse kinematics (IK), blend trees, and dual quaternion skinning. This book will walk you through everything you need to get an
optimized, production-ready animation system up and running, and contains all the code required to build the animation system. You’ll start by learning the basic principles, and then delve into the core topics
of animation programming by building a curve-based skinned animation system. You’ll implement different skinning techniques and explore advanced animation topics such as IK, animation blending, dual
quaternion skinning, and crowd rendering. The animation system you will build following this book can be easily integrated into your next game development project. The book is intended to be read from start
to finish, although each chapter is self-contained and can be read independently as well. By the end of this book, you’ll have implemented a modern animation system and got to grips with optimization
concepts and advanced animation techniques. What you will learn Get the hang of 3D vectors, matrices, and transforms, and their use in game development Discover various techniques to smoothly blend
animations Get to grips with GLTF file format and its design decisions and data structures Design an animation system by using animation tracks and implementing skinning Optimize various aspects of
animation systems such as skinned meshes, clip sampling, and pose palettes Implement the IK technique for your game characters using CCD and FABRIK solvers Understand dual quaternion skinning and
how to render large instanced crowds Who this book is for This book is for professional, independent, and hobbyist developers interested in building a robust animation system from the ground up. Some
knowledge of the C++ programming language will be helpful.
Would you rather take months to learn every tool, every feature, and every concept in Adobe Animate or start right now making your own creations with just a few steps? Myra Ferguson is teaming up with
Chris Georgenes to help you create great animation, bring objects to life with cool motion effects, and enhance your productivity in Animate CC! How to Cheat in Adobe Animate CC is a goldmine of artistic
inspiration, time-saving practical tips, and step-by-step walkthroughs. Let your sasquatch sunbathe, your coyote howl, and your lint spider see the light of day. With real-world projects and project source files,
you can follow along and try for yourself. This book includes all NEW content and cheats for Animate CC, such as making cinemagraphs, creating a double exposure effect, speeding up the process of making
real life doodles, simulating a bokeh effect, converting your documents to HTML5, and more. Key Features • Glimpse into the workflow of digital media and animation experts and apply practical techniques
and tips to your own projects with source files, examples, and tutorials. • Learn a myriad of tricks based on real-life working methods to help you work faster and more efficiently with new features in Adobe
Animate CC and the Creative Cloud. • Work from the problem to the solution to gain the best possible results from Animate.
Enhanced by hundreds of sample illustrations, this updated guide to the modeling of the human body takes readers through the entire modeling and animation process for both male and female figures and is
accompanied by a CD-ROM containing framework files in various file formats, sample textures, exercises to reinforce techniques, and other features. Original. (All Users)
Two cultures clash on a planet both sides believe is their Promised Land. The Rans are a peace-loving people. The Tayans are a race of warriors who are here to colonize and control. There are the Sleeping
Giants, who may be monsters or the gods of legend. Sonata is a young woman who will break all the rules to find her place in this world, and she's not about to let sleeping gods lie.
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From knitting personality Vickie Howell comes an adorable collection of modern baby knits featuring a fresh new take garter stitch, everyone's go-to for easy projects. Taking this stitch into new creative
territory, Howell--designer, author, Knit Simple® columnist, and host of PBS' Knitting Daily TV with Vickie Howell--has created 28 standout garments for boys and girls, including plenty of unisex items. These
pieces wow with their inventiveness and modern appeal--including stylish fringed moccasins, a boho hooded poncho, a feathered pom-pom toboggan hat, and a baby Cowichan sweater that grownup knitters
will envy!
A thoughtful, clear and utterly fascinating reference, this book is absolutely vital to writers who want to put extraterrestrial life-forms in their novels and stories.
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