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Learn concepts central to visual special effects using the free Black Magic Design Fusion 8.0
software package. This book also provides foundational background information regarding
concepts central to digital image compositing, digital video editing, digital illustration, digital
painting, 3D, and digital audio in the first six chapters on new media theory, concepts and
terminology. This book builds on the foundational concepts of digital image compositing, digital
audio, digital video, digital illustration and digital painting. VFX Fundamentals introduces more
advanced VFX concepts and pipelines as the chapters progress, covering topics such as flow
node compositing, timeline animation, animated polyline masking, bluescreen and greenscreen
matte pulling (generation), using Primatte and Fusion 8 Ultra Keyer, motion tracking, 3D
rendering and compositing, auxiliary channels, and particle systems and particle physics
dynamics, among other topics. “br>What You'll Learn See the new media components (raster,
vector, audio, video, rendering) needed for VFX Discover the concepts behind the VFX content
production workflow Install and utilize Black Magic Design Fusion 8 and its Visual
Programming Language Master the concepts behind resolution, aspect ratio, bit-rate, color
depth, layers, alpha, and masking Work with 2D VFX concepts such as animated masking,
matte pulling (Primatte V) and motion tracking Harness 3D VFX concepts such as 3D
geometry, materials, lighting, animation and auxiliary channels Use advanced VFX concepts
such as particle systems animation using real-world physics (forces) Who This Book Is Fordiv
SFX artists, VFX artists, video editors, website developers, filmmakers, 2D and 3D animators,
digital signage producers, e-learning content creators, game developers, multimedia
producers.
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Light for Visual Artists
The Key to Fully Understanding the Basics of a 3D World Prominently used in games, movies,
and on television, 3D graphics are tools of creation used to enhance how material and light
come together to manipulate objects in 3D space. A game-changer written for the nontechnical mind, Essential Skills for 3D Modeling, Rendering, and Animation examines the
complexities of 3D computer-generated art, and outlines the basics of how things work and are
used in 3D. This text describes the three cornerstones of 3D—modeling, rendering, and
animation; focuses on common elements; and provides a full understanding of the foundational
concepts involved. Detailing the skills and knowledge needed to become an accomplished 3D
artist, it includes step-by-step instruction with ample examples, and allows absolute beginners
to move at their own pace. Master Anything You Are Tasked to Model The author incorporates
historical information—presenting a contextual understanding of the various techniques and
methodologies in their historical place. Each chapter builds on the fundamentals of 3D
computer graphics and augments skills based on the concepts, enabling the student to learn
both theory and application simultaneously. The book highlights two basic geometry types,
polygons and NURBS surfaces, showing the student basic modeling techniques with both.
While more techniques are available, an artist can cover any model by grasping these basic
techniques. Supplies examples that are specifically taken from Autodesk Maya Contains
exercises that are meant to be used in conjunction with the training videos on the website
Includes a documented history of computer graphics Essential Skills for 3D Modeling,
Rendering, and Animation offers a fundamental understanding of the mechanics of 3D
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graphics to modelers, animators, texture artists, render artists, game developers, and
production artists, as well as educators teaching an undergrad or tech course in 3D animation.

Principles of Biomechanics
Fundamentals of Geoenvironmental Engineering: Understanding Soil, Water, and Pollutant
Interaction and Transport examines soil-water-pollutant interaction, including physico-chemical
processes that occur when soil is exposed to various contaminants. Soil characteristics
relevant to remedial techniques are explored, providing foundations for the correct process
selection. Built upon the authors' extensive experience in research and practice, the book
updates and expands the content to include current processes and pollutants. The book
discusses propagation of soil pollution and soil characteristics relevant to remedial techniques.
Practicing geotechnical and environmental engineers can apply the theory and case studies in
the book directly to current projects. The book first discusses the stages of economic
development and their connections to the sustainability of the environment. Subsequent
chapters cover waste and its management, soil systems, soil-water and soil-pollutant
interactions, subsurface transport of pollutants, role of groundwater, nano-, micro- and biologic
pollutants, soil characteristics that impact pollution diffusion, and potential remediation
processes like mechanical, electric, magnetic, hydraulic and dielectric permittivity of soils.
Presents a clear understanding of the propagation of pollutants in soils Identifies the physicochemical processes in soils Covers emerging pollutants (nano-, micro- and biologic
contaminants) Features in-depth coverage of hydraulic, electrical, magnetic and dielectric
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permittivity characteristics of soils and their impact on remedial technologies

Sketching
Social media has received considerable attention, and many potential benefits, as well as
concerns, are now being discussed. This book explores how social media can successfully
support business processes in marketing, sales and service in the context of customer
relationship management (CRM). It presents the fundamentals of Social CRM and shows how
small and large companies alike have implemented it. In turn, the book presents analytic and
operational software tools that offer features for enhancing and streamlining interactions with
customers. The book concludes with an overview of essential design areas that businesses
need to bear in mind when introducing social media into their CRM strategies. In this regard, it
also points out key success factors, limitations, and data protection aspects.

How to Render
Explains how the human brain interprets the visual world around us, as well as the subject of
visually communicating the form of an object in easy to understand lessons through the use of
drawings, photography, and more.

Production Pipeline Fundamentals for Film and Games
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This timely book provides authoritative, comprehensive, and easy-to-follow coverage of the
fundamental concepts and practical techniques on the use of process integration to maximize
the efficiency and sustainability of industrial processes. Over the past three decades,
significant advances have been made in treating, designing, and operating chemical processes
as integrated systems. Whether you are a process engineer, an industrial decision maker, or a
researcher, this book will be an indispensable resource tool for systematically enhancing
process performance and developing novel and sustainable process designs. The book is also
ideal for use as a text in an upper level undergraduate or an introductory graduate course on
process design and sustainability. This ground breaking reference enhances and reconciles
various process and sustainability objectives, such as cost effectiveness, yield improvement,
energy efficiency, and pollution prevention. The detailed tools and applications within are
written by one of the world’s foremost process integration and design experts and will save you
time and money. Contains state-of-the-art process integration approaches and applications
including graphical, algebraic, and mathematical techniques Covers applications that include
process economics, targeting for conservation of mass and energy, synthesis of innovative
processes, retrofitting of existing systems, design and assessment of renewable energy
systems, and in-process pollution prevention Presents fundamentals and step-by-step
procedures that can be applied to the design and optimization of new processes as well the
retrofitting and operation of existing processes, as well as including numerous examples and
case studies for a broad array of industrial systems and processes

VFX Fundamentals
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'How to Render' shows how the human brain interprets the visual world around us. Author
Scott Robertson explains the subject of visually communicating the form of an object in easy to
understand step-by-step lessons through the use of drawings, photography and even 3D digital
imagery.

How to Draw
Research and study in biomechanics has grown dramatically in recent years, to the extent that
students, researchers, and practitioners in biomechanics now outnumber those working in the
underlying discipline of mechanics itself. Filling a void in the current literature on this
specialized niche, Principles of Biomechanics provides readers with a so

Art Fundamentals
Complete Coverage of the Current Practice of Computer Graphics Computer Graphics: From
Pixels to Programmable Graphics Hardware explores all major areas of modern computer
graphics, starting from basic mathematics and algorithms and concluding with OpenGL and
real-time graphics. It gives students a firm foundation in today’s high-performance graphics.
Up-to-Date Techniques, Algorithms, and API The book includes mathematical background on
vectors and matrices as well as quaternions, splines, curves, and surfaces. It presents
geometrical algorithms in 2D and 3D for spatial data structures using large data sets. Although
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the book is mainly based on OpenGL 3.3, it also covers tessellation in OpenGL 4.0, contains
an overview of OpenGL ES 2.0, and discusses the new WebGL, which allows students to use
OpenGL with shaders directly in their browser. In addition, the authors describe a variety of
special effects, including procedural modeling and texturing, fractals, and non-photorealistic
rendering. They also explain the fundamentals of the dominant language (OpenCL) and
platform (CUDA) of GPGPUs. Web Resource On the book’s CRC Press web page, students
can download many ready-to-use examples of C++ code demonstrating various effects. C++
wrappers for basic OpenGL entities, such as textures and programs, are also provided. InDepth Guidance on a Programmable Graphics Pipeline Requiring only basic knowledge of
analytic geometry, linear algebra, and C++, this text guides students through the OpenGL
pipeline. Using one consistent example, it leads them step by step from simple rendering to
animation to lighting and bumpmapping.

Blast
Students and researchers looking for a comprehensive textbook on magnetism, magnetic
materials and related applications will find in this book an excellent explanation of the field.
Chapters progress logically from the physics of magnetism, to magnetic phenomena in
materials, to size and dimensionality effects, to applications. Beginning with a description of
magnetic phenomena and measurements on a macroscopic scale, the book then presents
discussions of intrinsic and phenomenological concepts of magnetism such as electronic
magnetic moments and classical, quantum, and band theories of magnetic behavior. It then
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covers ordered magnetic materials (emphasizing their structure-sensitive properties) and
magnetic phenomena, including magnetic anisotropy, magnetostriction, and magnetic domain
structures and dynamics. What follows is a comprehensive description of imaging methods to
resolve magnetic microstructures (domains) along with an introduction to micromagnetic
modeling. The book then explores in detail size (small particles) and dimensionality (surface
and interfaces) effects -- the underpinnings of nanoscience and nanotechnology that are
brought into sharp focus by magnetism. The hallmark of modern science is its
interdisciplinarity, and the second half of the book offers interdisciplinary discussions of
information technology, magnetoelectronics and the future of biomedicine via recent
developments in magnetism. Modern materials with tailored properties require careful synthetic
and characterization strategies. The book also includes relevant details of the chemical
synthesis of small particles and the physical deposition of ultra thin films. In addition, the book
presents details of state-of-the-art characterization methods and summaries of representative
families of materials, including tables of properties. CGS equivalents (to SI) are included.

Fundamentals of Language
Every production is built on the backbone of the pipeline. While a functional and flexible
pipeline can’t assure a successful project, a weak pipeline can guarantee its demise. A solid
pipeline produces a superior product in less time and with happier artists who can remain
creative throughout the grueling production schedule. Walk through the foundational layers of
the production pipeline, including IT infrastructure, software development practices and
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deployment policies, asset management, shot management, and rendering management.
Production Pipeline Fundamentals for Film and Games will teach you how to direct limited
resources to the right technological initiatives, getting the most for every dollar spent. Learn
how to prepare for and manage all aspects of the pipeline with this entirely unique, one-of-akind guide. Expand your knowledge with real-world pipeline secrets handed to you by a stellar
group of professionals from across the globe. Visit the companion website for even further
resources on the pipeline.

Color and Light
Thoroughly revised, this third edition focuses on modern techniques used to generate synthetic
three-dimensional images in a fraction of a second. With the advent of programmable shaders,
a wide variety of new algorithms have arisen and evolved over the past few years. This edition
discusses current, practical rendering methods used in games and other applications. It also
presents a solid theoretical framework and relevant mathematics for the field of interactive
computer graphics, all in an approachable style. The authors have made the figures used in
the book available for download for fair use.:Download Figures. Reviews Rendering has been
a required reference for professional graphics practitioners for nearly a decade. This latest
edition is as relevant as ever, covering topics from essential mathematical foundations to
advanced techniques used by today’s cutting edge games. -- Gabe Newell, President, Valve,
May 2008 Rendering has been completely revised and revamped for its updated third edition,
which focuses on modern techniques used to generate three-dimensional images in a fraction
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of the time old processes took. From practical rendering for games to math and details for
better interactive applications, it's not to be missed. -- The Bookwatch, November 2008 You'll
get brilliantly lucid explanations of concepts like vertex morphing and variance shadow
mapping—as well as a new respect for the incredible craftsmanship that goes into today's PC
games. -- Logan Decker, PC Gamer Magazine , February 2009

Principles of Analog Electronics
The follow-up to 'Drive', 'Blast' showcases the latest spaceship designs from Scott Robertson
and two of the graduates from the entertainment design programme at the Art Center College
of Design.

Fundamentals of Object Tracking
Recent advances in power electronics greatly benefit the multidisciplinary field of modern
ultrasonics. More powerful, compact, and versatile electronic chips and software enable new
computer-based devices for real-time data capture, storage, analysis, and display and advance
the science and technology employed in commercial systems and applications of ultrasound.
Reviewing the scientific basis behind these improvements, Ultrasonics: Fundamentals,
Technologies, and Applications, Third Edition discusses them in detail, with new and additional
figures and references, offering a completely revised and expanded examination of the state of
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modern ultrasonics. This new edition of a bestselling industry reference discusses the full
breadth of ultrasonics applications for industrial and medical use and provides the
fundamentals and insights gathered over the authors’ collective 80 years in the field. It
provides a unique and comprehensive treatment of the science and technology behind the
latest advancements and applications in both low and high power implementations. Coverage
combines fundamental physics, a review and analysis of sensors and transducers, and the
systems required for the full spectrum of industrial, nondestructive testing and medical and
biomedical uses. It includes citations of numerous references and covers both main stream
and the more unusual and obscure applications of ultrasound. Ultrasonics is ubiquitous in its
industrial applications for sensing, NDT, and process measurements, in high power forms for
processing and sonochemistry, as well as in medical procedures where it is used for diagnosis,
therapy and surgery. This book provides a complete overview of the field, presenting
numerous applications, cutting-edge advancements and improvements, additional figures and
references, and a look at future directions.

How to Render
Stagecraft Fundamentals Second Edition tackles every aspect of theatre production with
Emmy Award-winning author Rita Kogler Carver's signature witty and engaging voice. The
history of stagecraft, safety precautions, lighting, costumes, scenery, career planning tips, and
more are discussed, illustrated by beautiful color examples that display step-by-step
procedures and the finished product. This second edition offers even more in-demand
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information on stage management, drawing and drafting (both by hand and CAD), lighting
fixtures, and special effects. Also new to this edition are current articles from Lighting and
Sound America, brand new diagrams that illustrate hard-to-grasp concepts, and a plethora of
information on European conversions, standards, and practices, making the skills you learn
applicable to stage jobs on either side of the ocean! The accompanying website,
www.stagecraftfundamentals.com is bursting with additional material such as an instructor's
manual, exercises and study questions that coincide with chapters from the book, CAD
drawings, color theory, manufacturing information, and so much more to help you along the
way as you learn all about the world of theatre production! Praise for the Book: Beautifully
written! The author has succeeded in relaying technical theatre information without being too
technical and putting the reader to sleep. I read three sentences and instantly knew this book
was for me and the way I teach. When I think back on the insufferable intro to tech theatre
books I had to read, I feel cheated I didn't have this one as a student. I will be using this text in
my class! -- Rob Napoli, Designer and Technical Director at Penn State University, Berks
Campus This text has temped me to return to teaching with a textbook for the first time in
seven years. The language is both accessible and informal yet the text goes a long way in
debunking some of the typical jargon that may alienate students just getting into the field, or
trying it out for the first time. The illustrations (the text is full of them) coupled with the stories
reinforce the fundamental information being conveyed. -- John Paul Devlin, Associate
Professor of Theatre at Saint Michael's College What a great idea! Thank heavens someone is
doing this for students at that impressionable age. That has been one of my mantras education of teachers and students on the use of scenic materials. The teachers don't have
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enough time in college to learn and do everything they have to teach. Most get thrown into the
theatre area by default and struggle with designing/building/painting the scenery. -- Jenny
Knott, Rosco Stagecraft Fundamentals is beautifully illustrated throughout, and the pofusion of
color on every page gives this textbook the appearance of a coffee table book. The writing is
clear and personal, which should be very appealing to students. Rita Carver covers all aspects
of theatre production from scenery, to lighting, to an actor's makeup. Her close ties to the New
York theatre scene gives this book a special insight into the professional world, one that goes
well beyond what is found in most college textbooks. -- John Holloway, Professor in the
Theatre Department at the University of Kentucky and President of the International
Association of Theatrical stage Employees (IATSE) Local 346. I can't thank you enough for
Stagecraft Fundamentals. I have been teaching stagecraft since 1976 and you have saved me
from the nightmare of writing a text to suit my class needs….After two semesters with your text, I
have found that I had more time to develop the skills necessary within the classroom than
before. The humor that you have infused in the book has enticed my students to read on. That
alone makes this text invaluable. --Meta Lasch, Assistant Professor, West Liberty University
Written by an Emmy Award-winning designer Beautifully illustrate

Production Volume Rendering
Architects Draw offers a practical and invaluable way to help students and would-be sketchers
translate what they see onto the page, not as an imitation of reality, but as a comprehensive
union of voids and solids, light and shadows, lines and shapes. For nearly forty years revered
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Cooper Union professor and artist Sue Gussow has taught aspiring architects of varying
abilities how to fully observe and perceive the spaces that make up our physical environment.
Gussow skillfully applies architectural language to twenty-one drawing exercises that tackle a
variety of forms--from peas in a pod to monkeys, skeletons, dinosaur bones, and the art of
Giacometti and Mondrian. She shows, for example, how cut fruit and paper bags reveal that
the physical world is made up of planes, dimensions, and enclosed space.

Rendering for Beginners
A back-to-basics look at the fundamental concepts, conventions and theory that should be
considered when creating art.

Social Customer Relationship Management
Sustainable Design Through Process Integration
Fundamentals of Geoenvironmental Engineering
Build your own low-level game engine in Metal! This book introduces you to graphics
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programming in Metal - Apple's framework for programming on the GPU. You'll build your own
game engine in Metal where you can create 3D scenes and build your own 3D games. Who
This Book Is For This book is for intermediate Swift developers interested in learning 3D
graphics or gaining a deeper understanding of how game engines work. Topics Covered in
Metal by Tutorials The Rendering Pipeline: Take a deep dive through the graphics pipeline. 3D
Models: Import 3D models with Model I/O and discover what makes up a 3D model.
Coordinate Spaces: Learn the math behind 3D rendering. Lighting: Make your models look
more realistic with simple lighting techniques. Textures & Materials: Design textures and
surfaces for micro detail. Character Animation: Bring your 3D models to life with joints and
animation. Tessellation: Discover how to use tessellation to add a greater level of detail using
fewer resources. Environment: Add a sky to your scenes and use the sky image for lighting.
Instancing & Procedural Generation: Save resources with instancing, and generate scenes
algorithmically. Multipass & Deferred Rendering: Add shadows with advanced lighting effects.
And more! After reading this book, you'll be prepared to take full advantage of graphics
rendering with the Metal framework.

Essential Skills for 3D Modeling, Rendering, and Animation
Drawing on an impressive roster of experts in the field, Fundamentals of Computer Graphics,
Fourth Edition offers an ideal resource for computer course curricula as well as a user-friendly
personal or professional reference. Focusing on geometric intuition, the book gives the
necessary information for understanding how images get onto the screen by using the
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complementary approaches of ray tracing and rasterization. It covers topics common to an
introductory course, such as sampling theory, texture mapping, spatial data structure, and
splines. It also includes a number of contributed chapters from authors known for their
expertise and clear way of explaining concepts. Highlights of the Fourth Edition Include:
Updated coverage of existing topics Major updates and improvements to several chapters,
including texture mapping, graphics hardware, signal processing, and data structures A text
now printed entirely in four-color to enhance illustrative figures of concepts The fourth edition of
Fundamentals of Computer Graphics continues to provide an outstanding and comprehensive
introduction to basic computer graphic technology and theory. It retains an informal and
intuitive style while improving precision, consistency, and completeness of material, allowing
aspiring and experienced graphics programmers to better understand and apply foundational
principles to the development of efficient code in creating film, game, or web designs.

Real-Time Rendering
An updated edition of the classic work on ink drawing, providing comprehensive instruction in,
information about, and illustration of all aspects and techniques of rendering

Ben Hogan's Five Lessons
“Jakobson and Halle’s initial statement of the principles of linguistic organization should be
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made available to all future generations of linguists. It builds a solid foundation for Saussurean
thinking about linguisic oppositions and establishes distinctive feature theory as the basis of
their formal treatment.” Prof. Dr. William Labov, University of Pennsylvania, Department of
Linguistics

Architects Draw
The professional golfer provides tips on the grip, stance, and swing of successful golf shots

Fundamentals of Computer Graphics, Fourth Edition
A must have for product design students! Are designers still making drawings by hand? Isn't it
more advanced to use a computer in this computer era? Some may think sketching is a
disappearing skill, but if you ever enter a design studio, you will find out differently. Studios still
make sketches and drawings by hand and in most cases, quite a lot of them. They are an
integral part of the decision-making process, used in the early stages of design, in
brainstorming sessions, in the phase of research and concept exploration, and in presentation.
Drawing has proved to be, next to verbal explanation, a powerful tool for communicating not
only with fellow designers, engineers or model makers but also with clients, contractors and
public offices. This book can be regarded as a standard book on design sketching, useful for
students in product design.
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Fundamentals of Data Visualization
Leverage the benefits of both client-side and server-side rendering to get the most out of your
React applications. By the end of this book you will be able to build and deploy React
applications using the Next.js framework to fully render server-side HTML on every Web page.
You'll begin by reviewing JavaScript fundamentals and how they work with the core principles
of React. You'll then move on to Next.js, the React framework for server-rendered applications.
Using this framework, you will create a fast and secure solutional React application that
renders content on the server-side, protects sensitive information, and optimizes response
times. Before deploying the application using Docker containers, you'll create automated unit
tests to verify that every component is appropriately doing its job Building React Apps with
Server-Side Rendering also covers other fun and interesting topics such as Bootstrap 4, JSX
(JavaScript XML), adding styling to your React applications, and much more. By the end of this
book, you will be able to build and deploy React applications that fully render server-side
HTML on every page. In the end you'll have a client-side rendered React application that
integrates server-side rendering into it using Next.js framework. What You'll Learn Examine
fundamental concepts of JavaScript (ES 2015) Create client-side apps using JavaScript
frameworks React and Redux Add server-side rendering to React apps using the NextJS
Framework Who This Book Is For Web developers who have prior experience in working with
JavaScript, HTML and CSS, who wish to step up a level and create better web applications
using modern JavaScript frameworks like React, Reduct & Next.
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Computer Graphics
Provides information on using ASP.NET MVC 4 to build server-side Web applications.

Ultrasonics
Due to limited publicly available software and lack of documentation, those involved with
production volume rendering often have to start from scratch creating the necessary elements
to make their system work. Production Volume Rendering: Design and Implementation
provides the first full account of volume rendering techniques used for feature animation and
visual effects production. It covers the theoretical underpinnings as well as the implementation
of a working renderer. The book offers two paths toward understanding production volume
rendering. It describes: Modern production volume rendering techniques in a generic context,
explaining how the techniques fit together and how the modules are used to achieve real-world
goals Implementation of the techniques, showing how to translate abstract concepts into
concrete, working code and how the ideas work together to create a complete system As an
introduction to the field and an overview of current techniques and algorithms, this book is a
valuable source of information for programmers, technical directors, artists, and anyone else
interested in how production volume rendering works. Web Resource The scripts, data, and
source code for the book’s renderer are freely available at https://github.com/pvrbook/pvr.
Readers can see how the code is implemented and acquire a practical understanding of how
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various design considerations impact scalability, extensibility, generality, and performance.

Fundamentals and Applications of Magnetic Materials
Create high-quality 3D animations and models by using the basic concepts and principles of
3D art presented by GeekAtPlay.com's Ami Chopine. This handy studio reference breaks down
the core concepts into easy-to-understand segments and teaches you the 'why' in addition to
the 'how.' Using application agnostic step-by-step tutorials, this book teaches you how to
model, pose, and texture your creations as well as scenery creation, animation, and rendering.
Learn which applications are best for your needs and how you can get started making money
in the 3D field. The companion website includes video tutorials, models, project files, and other
resources. This book is endorsed by Daz3d.com and includes exclusive Daz3d models.

Stagecraft Fundamentals
Concept designer, educator and author of the bestselling design books How to Draw and How
to Render, Scott Robertson, shares more than 200 never-before-published sketches,
traditional and digital, from his personal archives in SRW: Sketch Collection Vol 01. Truly an
exploration of cutting-edge mech design, weaponry, military vehicles, and even reimagined
muscle cars and hot rods, Robertson's work achieves what all his workshops set out to do: to
inspire and educate the next-generation of artists and designers.
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3D Art Essentials
'Rendering for Beginners is bound to become a must-read for anyone interested in Pixar's
RenderMan. Saty's experience as both RenderMan practitioner and RenderMan teacher gives
him a unique and valuable perspective. I can't wait to add a copy to my own graphics library.'
Dana Batali, Director of RenderMan Development, Pixar Animation Studios Whether you are
an animator, artist or 2D illustrator looking to move to 3D rendering you will be amazed by what
can be achieved with RenderMan. Saty Raghavachary offers a complete, non-technical
introduction to RenderMan and rendering in general - finally a guide you don't need a math
degree to follow! Full of clear explanations and plenty of samples on the associated website www.smartcg.com/tech/cg/books/RfB - for you to play with, this color guide will quickly get you
up to speed with this powerful, professional program so you too can harness the power of the
program to create top quality imagery. The book features: * Clear explanations of rendering
concepts to get you up and running fast * Extensive color illustrations to inspire you to make
the most of your skills * An associated website with numerous self-contained examples which
you can download, reproduce, modify and learn from * Comprehensive coverage of
RenderMan's functionality to show you how to get the most out of this powerful renderer *
Coverage relevant for all versions of the package, including a section on global illumination
introduced in Release 11, as well as the key, general rendering concepts Pixar's awardwinning RenderMan is one of the best renderers available and has been used to create visual
effects for dozens of movies since 1985. It is also the renderer used to make blockbuster
animated movies such as Toy Story and Finding Nemo. As the beautiful images in this book
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show, in addition to photoreal imagery you can also use it to create illustrations, visualizations,
simulations of natural media and even abstract art! Contents: Rendering; RenderMan; RIB
syntax; Geometric primitives; Transformations; Camera, output; Controls; Shading; What's
next; Resources Saty Raghavachary is a senior graphics software developer at DreamWorks
Feature Animation. He has written software used in The Prince of Egypt, The Road to El
Dorado, Spirit: Stallion of the Cimarron, Sinbad: Legend of the Seven Seas and Shark Tale. He
is also a part-time instructor at Gnomon School of Visual Effects, USA where he teaches
RenderMan and MEL (Maya) programming. * Harness the power of Pixar's RenderMan with
this introductory guide for the artist - you don't need a maths degree! * Coverage is relevant for
all versions of the package, including v11 and also explains general, key rendering concepts
too * Fully illustrated in color with numerous examples to inspire you to make the most of your
skills

Srw Sketch Collection: Vol. 01: Scott Robertson
Create next-generation Augmented Reality and Mixed Reality apps with the latest version of
Google ARCore Key Features Harness the power of the Google's new augmented reality (AR)
platform ARCore to build cutting-edge Augmented reality apps Learn core concepts of
Environmental Understanding, Immersive Computing, and Motion Tracking with ARCore
Extend your application by combining ARCore with OpenGL, Machine Learning and more.
Book Description Are you a mobile developer or web developer who wants to create immersive
and cool Augmented Reality apps with the latest Google ARCore platform? If so, this book will
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help you jump right into developing with ARCore and will help you create a step by step AR
app easily. This book will teach you how to implement the core features of ARCore starting
from the fundamentals of 3D rendering to more advanced concepts such as lighting, shaders,
Machine Learning, and others. We'll begin with the basics of building a project on three
platforms: web, Android, and Unity. Next, we'll go through the ARCore concepts of motion
tracking, environmental understanding, and light estimation. For each core concept, you'll work
on a practical project to use and extend the ARCore feature, from learning the basics of 3D
rendering and lighting to exploring more advanced concepts. You'll write custom shaders to
light virtual objects in AR, then build a neural network to recognize the environment and
explore even grander applications by using ARCore in mixed reality. At the end of the book,
you'll see how to implement motion tracking and environment learning, create animations and
sounds, generate virtual characters, and simulate them on your screen. What you will learn
Build and deploy your Augmented Reality app to the Android, Web, and Unity platforms
Implement ARCore to identify and visualize objects as point clouds, planes, surfaces, and/or
meshes Explore advanced concepts of environmental understanding using Google ARCore
and OpenGL ES with Java Create light levels from ARCore and create a C# script to watch
and propagate lighting changes in a scene Develop graphics shaders that react to changes in
lighting and map the environment to place objects in Unity/C# Integrate motion tracking with
the Web ARCore API and Google Street View to create a combined AR/VR experience Who
this book is for This book is for web and mobile developers who have broad programming
knowledge on Java or JavaScript or C# and want to develop Augmented Reality applications
with Google ArCore. To follow this book no prior experience with AR development, 3D, or 3D
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math experience is needed.

Metal by Tutorials (Second Edition): Beginning Game Engine Development with
Metal
Introduces object tracking algorithms from a unified, recursive Bayesian perspective, along
with performance bounds and illustrative examples.

Next. Js Quick Start Guide
In the real world, most signals are analog, spanning continuously varying values. Circuits that
interface with the physical environment need to be able to process these signals. Principles of
Analog Electronics introduces the fascinating world of analog electronics, where fields, circuits,
signals and systems, and semiconductors meet. Drawing on the author’s teaching experience,
this richly illustrated, full-color textbook expertly blends theory with practical examples to give a
clear understanding of how real electronic circuits work. Build from the Essentials of Math,
Physics, and Chemistry to Electronic Components, Circuits, and Applications Building a solid
foundation, the book first explains the mathematics, physics, and chemistry that are essential
for grasping the principles behind the operation of electronic devices. It then examines the
theory of circuits through models and important theorems. The book describes and analyzes
passive and active electronic devices, focusing on fundamental filters and common siliconPage 25/32
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based components, including diodes, bipolar junction transistors, and
metal–oxide–semiconductor field-effect transistors (MOSFETs). It also shows how
semiconductor devices are used to design electronic circuits such as rectifiers, power
suppliers, clamper and clipper circuits, and amplifiers. A chapter explores actual applications,
from audio amplifiers and FM radios to battery chargers. Delve Deeper into Analog Electronics
through Curiosities, Key Personalities, and Practical Examples Each chapter includes helpful
summaries with key points, jargon, and terms, as well as exercises to test your knowledge.
Practical tables illustrate the coding schemes to help identify commercial passive and active
components. Throughout, sidebars highlight "curiosities," interesting observations, and
examples that make the subject more concrete. This textbook offers a truly comprehensive
introduction to the fundamentals of analog electronics, including essential background
concepts. Taking a fresh approach, it connects electronics to its importance in daily life, from
music to medicine and more.

Building React Apps with Server-Side Rendering
Effective visualization is the best way to communicate information from the increasingly large
and complex datasets in the natural and social sciences. But with the increasing power of
visualization software today, scientists, engineers, and business analysts often have to
navigate a bewildering array of visualization choices and options. This practical book takes you
through many commonly encountered visualization problems, and it provides guidelines on
how to turn large datasets into clear and compelling figures. What visualization type is best for
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the story you want to tell? How do you make informative figures that are visually pleasing?
Author Claus O. Wilke teaches you the elements most critical to successful data visualization.
Explore the basic concepts of color as a tool to highlight, distinguish, or represent a value
Understand the importance of redundant coding to ensure you provide key information in
multiple ways Use the book’s visualizations directory, a graphical guide to commonly used
types of data visualizations Get extensive examples of good and bad figures Learn how to use
figures in a document or report and how employ them effectively to tell a compelling story

Drive
Create, build and deploy universal JavaScript applications using Next.js 6.0 Key Features
Work with the entire tool-chain for developing universal Javascript applications with Next.js A
straightforward guide to implementing server-side rendering Use Next.js to build SEO-friendly
and super fast websites Book Description Next.js is a powerful addition to the ever-growing
and dynamic JavaScript world. Built on top of React, Webpack, and Babel, it is a minimalistic
framework for server-rendered universal JavaScript applications. This book will show you the
best practices for building sites using Next. js, enabling you to build SEO-friendly and superfast
websites. This book will guide you from building a simple single page app to a scalable and
reliable client-server infrastructure. You will explore code sharing between client and server,
universal modules, and server-side rendering. The book will take you through the core Next.js
concepts that everyone is talking about - hot reloading, code splitting, routing, server
rendering, transpilation, CSS isolation, and more. You will learn ways of implementing them in
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order to create your own universal JavaScript application. You will walk through the building
and deployment stages of your applications with the JSON API,customizing the confguration,
error handling,data fetching, deploying to production, and authentication. What you will learn
Explore the benefts of server-side rendering with Next.js Create and link JavaScript modules
together by understanding code splitting and bundling Create website pages and wire them
together through website navigation Extend your application with additional Webpack loaders
and features, as well as custom Babel plugins and presets Use GraphQL and Apollo
frameworks with Next.js to fetch data and receive push notifcations Design and implement core
modules, such as logging and authentication, and then more complex solutions for access
control and business rule management Write tests and use online CI tools such as Travis,
GitLab, and more Build a Docker-based container for your app and deploy it to online services
such as Heroku and Now.sh Who this book is for This book is for JavaScript developers who
want to learn how to generate server-rendered applications.

Learn Arcore - Fundamentals of Google Arcore
Divided into four chapters, each with a different aesthetic - aerospace, military, pro sports and
salvage, this book is bursting with images of sports cars, big rigs and off-road vehicles.

Rendering in Pen and Ink
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Light for Visual Artists is the first book to look at the way light can be used to create realistic
and fantastical effects in a wide range of visual media. It is a valuable resource for animators,
digital illustrators, painters, photographers, and artists working in any medium. Clearly written
by a practicing illustrator, this book is essentialreading for both students and professional
artists.

Programming ASP.NET MVC 4
From New York Times best-selling author of the Dinotopia series, James Gurney, comes a
carefully crafted and researched study on color and light in paintings. This art instruction book
will accompany the acclaimed Imaginative Realism: How to Paint What Doesnâ€™t Exist. James
Gurney, New York Times best-selling author and artist of the Dinotopia series, follows
Imaginative Realism with his second art-instruction book, Color and Light: A Guide for the
Realist Painter. A researched study on two of art's most fundamental themes, Color and Light
bridges the gap between abstract theory and practical knowledge. Beginning with a survey of
underappreciated masters who perfected the use of color and light, the book examines how
light reveals form, the properties of color and pigments, and the wide variety of atmospheric
effects. Gurney cuts though the confusing and contradictory dogma about color, testing it in the
light of science and observation. A glossary, pigment index, and bibliography complete what
will ultimately become an indispensible tool for any artist. This book is the second in a series
based on his blog, gurneyjourney.com. His first in the series, Imaginative Realism, was widely
acclaimed in the fantastical art world, and was ranked the #1 Bestseller on the Amazon list for
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art instruction. "James Gurney's new book, Color and Light, cleverly bridges the gap between
artistic observation and scientific explanation. Not only does he eloquently describe all the
effects of color and light an artist might encounter, but he thrills us with his striking paintings in
the process." --Armand Cabrera, Artist

Rendering with Mental Ray and 3Ds Max
Provides instruction on drawing objects and environments from the imagination, constructing
accurate perspective grids, and experimenting with various mediums.
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