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Milkshape is a wonderfully simple, but powerful, 3D modelling package. It
offers an easy path into the world of 3D model creation. Using Milkshape, it
will take you only a few weeks to master the basics of 3D design. Even if
you have no artistic abilities, you’ll be able to create realistic life-like
objects after only a few hours. A trial version of Milkshape can be
downloaded free from chumbalum.swissquake.ch. The purchase price is
only €25.00 ($35.00).

For the first tinl, here is a book to guide you through all of the main
stages of using this great package. The only knowledge you need to get
started is an understanding of basic computer operations. With each
chapter you are lead in detail through the stages of design until you end
up with a fully animated model.

Each chapter is packed with activities for you to do to help re-enforce the
learning experience - and at the end of each chapter is a full solution to
every activity.

Topics covered include:

A
Background Concepts

The Milkshape Interface

3D Primitives

Editing 3D Shapes

Extrusions

Mesh Groups and Shading Groups
Using Milkshape’s Additional Tools
Texturing

Animation

Using Models in Another Application
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Introduction

Welcome toHands On Milkshape. If you haven't read any of the other books in
our Hands On series, then | hope you're in for a pleasant surprise. Unlike almost
every other book, this one is designed to keep you active in front of your computer
while you're reading. Each chapter gives a detailed step-by-step description of its
topic and is filled with activities for you to perform, thereby reinforcing the learning
process and giving meaning to the explanations on the page.

In addition, the solution to each of these activities is given at the end of the chapter,
so you can check your own solutions or get help if you're struggling with some part
of an activity.

Learn by Doing

The only way to become an expert in Milkshape is to practice. No one ever learned
any skill by just reading about it! Hence, this is not a text book where you can just

sitback in a passive way and read from cover to cover whilst sitting in your favourite

chair. Rather it is designed as a teaching package in which you will do most of the
work.

The activities embedded in the text are included to help you gain experience of what
has gone before and as a method of helping you retain the knowledge you have
gained.

What You Need

You'll obviously need a PC and a copy of Milkshape and UVMapper as well as a
basic knowledge of how to use Microsoft Windows.

How to Get the Most out of this Text

Itis essential that you perform each of the activities as you read through the book.
Many activities follow on from previous ones. The model created in one chapter
may be used again several chapters later, so make sure you save each model when
requested to do so by an activity.

Downloads

Many of the activities make use of existing models and images. These can be
downloaded from our websitew{vw.digital-skills.co.uk Just click on the
MilkshapeandDownloadsoptions and download the fiMilkFiles.zip



