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Take your games to the next level! 2D Artwork and 3D Modeling for Game Artists is the perfect stepping stone for beginning or intermediate game artists entering the gaming industry. This book will show you how to create models, arrange U-Vs, generate textures, then finalize your models for use with a video game engine. By the time you?re finished, you?ll have added your work to a live video game. Use this book to develop your skills as a game artist, then let your imagination run wild and see where it takes you!

Welcome to the wonderful world of graphic artistry and design for video games! If you’re like me, you’ve taken a keen interest in learning how to create all of those cool graphics you’ve been seeing while perched behind your personal computer, Playstation, Nintendo, or Sega. Well, that’s what this book is all about.

For the most part, the digital gaming art world encompasses a few primary categories: 2D texture and background creation, 3D modeling and animation, and level design. We’ll be diving deep into the first two, then adding our hard-earned work to a live video game. Level design, however, is subject for another book entirely (don’t tempt me)! My intention with this book is to rev up your engine and get you saturated with many of the how-to’s of game artwork—with hopes that with your natural creativity I’ll see your work in a hot game title in the future.

As a fairly creative person myself, I find it easy to quickly absorb artistic ideas that get me going with tons of unique creations. I don’t want this book to be anywhere near boring; rather, as you dig into each section I want you to feel that I’m giving you some totally cool ideas. But before you lay down a single pixel in your blank, eagerly awaiting image, you’ll need a heads-up on the required hardware and software you’ll need to have, and what you should be familiar with in order to accomplish many of the tasks in this book. On that note, read on, and I’ll make sure not to conceal any secrets!
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The Animator's Survival Kit, Expanded Edition: A Manual of Methods, Principles and Formulas for Classical, Computer, Games, Stop Motion and Internet AnimatorsFaber & Faber, 2009

	The definitive book on animation, from the Academy Award-winning animator behind Who Framed Roger Rabbit?

	

	Animation is one of the hottest areas of filmmaking today--and the master animator who bridges the old generation and the new is Richard Williams. During his fifty years in the business, Williams has been...
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Practical PCCourse Technology PTR, 2010

	At last, here is a book about the computers that people really use, with practical tips about how to
	use them. Practical PC provides a state-of-the-art introduction to Windows-based PCs, written in
	an easy-to-read style. In addition to the printed book, you receive a multimedia version of the entire
	textbook with videos and interactive...


	[image: ]	[image: ][image: Finance: A Fine Art]

Finance: A Fine ArtJohn Wiley & Sons, 2003
"Like a true Master in Fine Arts, Michel Fleuriet is able to combine a great historical culture with a deep technical background to give us a brilliant and synthetic view of the fundamentals driving financial markets. This book should be a reference in a troubled period where everyone, from the non professional investor to the sophisticated...
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Frommer's France 2011 (Frommer's Complete)Frommers, 2010

	France presents visitors with an embarrassment of riches—you may find yourself bewildered by all the choices. We’ve tried to make the task easier by compiling a list of our favorite experiences and discoveries. In the following pages, you’ll find the kind of candid advice we’d give our closest friends.

	...
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Physical Computing: Sensing and Controlling the Physical World with ComputersCourse Technology PTR, 2004
We believe that the computer revolution has left most of you behind. Steve Jobs had similar thoughts when he founded Apple Computer and set out to build “computers for the rest of us.” The idea was to enable people who were not computer experts—like artists, educators, and children—to take advantage of the power of...
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Visual Basic® 2010Sams Publishing, 2010

	The first time I ever heard from Alessandro was through my blog contact form. A few years ago he reached out to me about his interest in donating an article to the Visual Basic Developer Center on MSDN. Reading his email, it was immediately apparent that Alessandro was passionate about programming and particularly the Visual Basic language....
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