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	Greetings! Thanks for buying or considering this book. Investing

	your money in books like this is not an easy decision. There are

	many to choose from and many to consider.





	My intent in writing Animating Real-Time Game Characters has been to

	share my work methods, thoughts, and ideas about animating real-time

	characters in 3ds max 4™ and character studio 3®. Any factor that affects

	the animation process using these two tools has been covered. Design,

	modeling, texturing, rigging, weighting, keyframing, motion capture, and

	exporting to a game engine are all in here. Written for the relatively new

	or intermediate user of 3ds max, the book isn't just a rehash of the manuals

	and tutorials that came with your software, it's a companion to

	them. Make sure that you know your way around 3ds max 4 at a basic

	level and that you have at least gone through the animation tutorials in

	order to understand the terminology that will be used. Since I usually

	wait at least a year after the latest version of 3ds max comes out until I

	begin using it, the information presented doesn't include or apply to 3ds

	max 5. However, with the exception of a couple of key features, I'm confident

	that many of the tips and tricks covered will work for 3ds max 3

	and 3ds max 5 as well.





	To illustrate ideas, tips, tricks, and techniques, I've used several characters

	from games or projects I've completed over the last year and a half,

	but most often I've used a character called Betty Bad from the self-titled

	game that was released January 2002 by WildTangent. This is primarily

	to show you the thought and work that goes into an implemented game

	character. By doing so, I've hopefully given you a snapshot of what I do

	every day and have been doing every day for the past nine years: character

	animation. It's not just my job, it's my hobby, passion, and the thing I

	love to discuss with others.
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Compressed Video CommunicationsJohn Wiley & Sons, 2002
Compressed Video Communications addresses the compression and transmission of coded video streams over mobile IP networks. By analysing a broad spectrum of compression techniques and error resilience algorithms this book provides realistic solutions to the problems of quality degradation and transmission error.
 Features include: 
...
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Good Kids, Bad City: A Story of Race and Wrongful Conviction in AmericaPicador, 2019

	
		From award-winning investigative journalist Kyle Swenson, Good Kids, Bad City is the true story of the longest wrongful imprisonment in the United States to end in exoneration, and a critical social and political history of Cleveland, the city that convicted them.

	
		In the early 1970s, three African-American...
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Emerging Technologies for Semantic Work Environments: Techniques, Methods, and ApplicationsIGI Global, 2008
Todays work is characterized by a high degree of innovation and thus demands a thorough overview of relevant knowledge in the world and in organizations. Semantic Work Environments support the work of the user by collecting knowledge about needs and providing processed and improved knowledge to be integrated into work.
Emerging...
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Statistical Software EngineeringNational Academy Press, 1996
The development and the production of high-quality, reliable, complex computer software have become critical issues in the enormous worldwide computer technology market. The capability to efficiently engineer computer software development and production processes is central to the future economic strength, competitiveness, and national security...
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Office 2010 For DummiesFor Dummies, 2010

	The latest edition of one of the bestselling Microsoft Office books of all time!


	Spend less time figuring out Word, Excel, PowerPoint, Outlook, and Access and more time working on actual projects with this new edition of Office 2010 For Dummies. Filled with straightforward, friendly instruction, this book gets you...
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Vanadium: Chemistry, Biochemistry, Pharmacology and Practical ApplicationsCRC Press, 2007

	The first comprehensive resource on the chemistry of vanadium, Vanadium: Chemistry, Biochemistry, Pharmacology, and Practical Applications has evolved from over a quarter century of research that concentrated on delineating the aqueous coordination reactions that characterize the vanadium(V) oxidation state. The authors distill...
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