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Rigging for Games. A Primer for Technical Artists Using Maya and Python is
not just another step-by-step manual of loosely related tutorials. Using characters
from the video game Tin, it takes you through the real-world creative and
technical process of rigging characters for video games and cinematics, allowing
readers a complete inside look at a single project.

You'll explore new waysto write scripts and create modular rigs using Maya and
Python, and automate and speed up the rigging process in your creative pipeline.
Finally, you'll learn the most efficient ways of exporting your rigsinto the
popular game engine Unity. Thisisthe practical, start-to-finish rigging primer
you'’ ve been waiting for!

- Enhance your skillset by learning how to efficiently rig characters using
techniques applicable to both games and cinematics

- Keep up with al the action with behind-the-scenes images and code scripts

- Refine your rigging skills with tutorials and project files available on the
companion website
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Rigging for Games. A Primer for Technical Artists Using Maya and Python is not just another step-by-step
manual of loosely related tutorials. Using characters from the video game Tin, it takes you through the real-
world creative and technical process of rigging characters for video games and cinematics, allowing readers
acompleteinside look at asingle project.

You'll explore new ways to write scripts and create modular rigs using Maya and Python, and automate and
speed up the rigging processin your creative pipeline. Finally, you'll learn the most efficient ways of
exporting your rigs into the popular game engine Unity. Thisis the practical, start-to-finish rigging primer
you' ve been waiting for!

- Enhance your skillset by learning how to efficiently rig characters using techniques applicable to both
games and cinematics

- Keep up with all the action with behind-the-scenes images and code scripts

- Refine your rigging skills with tutorials and project files available on the companion website
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Editorial Review
About the Author

Eyal Assaf isaTechnical Artist currently living and working in Toronto, Canada. A graduate from the
Ontario College of Art and Design, Eyal has been involved in the animation, gaming and broadcast
industries since the mid-90’s when digital dinosaurs began to roam the big screens.

His wide range of experience led him to positions such as Visua Effects Supervisor on an award winning
animated 3D television show, aswell as other lead positionsin a variety of commercials, broadcast, film and
game projects.

Heisaso an internationally published illustrator in various trade publications and teaches 3D and Design at
acollegelevel.

Users Review
From reader reviews:
Peter Pitts:

Within other case, little folks like to read book Rigging for Games: A Primer for Technical Artists Using
Maya and Python. Y ou can choose the best book if you want reading a book. So long as we know about how
isimportant a new book Rigging for Games: A Primer for Technical Artists Using Maya and Python. You
can add understanding and of course you can around the world by just a book. Absolutely right, due to the
fact from book you can realize everything! From your country right up until foreign or abroad you will find
yourself known. About simple factor until wonderful thing you could know that. In this era, we can easily
open abook or searching by internet system. It is called e-book. Y ou can utilize it when you feel weary to go
to the library. Let's go through.

VirginiaWarriner:

In this age globalization it isimportant to someone to acquire information. The information will make
someone to understand the condition of the world. The fitness of the world makes the information quicker to
share. You can find alot of personal referencesto get information example: internet, newspaper, book, and
soon. Y ou can observe that now, alot of publisher that will print many kinds of book. Often the book that
recommended to your account is Rigging for Games: A Primer for Technical Artists Using Maya and Python
this publication consist alot of the information on the condition of this world now. This book was
represented just how can the world has grown up. The terminology styles that writer value to explainitis
easy to understand. Typically the writer made some investigation when he makes this book. Thisiswhy this
book appropriate all of you.



Charles Trask:

Beside thiskind of Rigging for Games: A Primer for Technical Artists Using Maya and Python in your
phone, it may give you away to get more close to the new knowledge or details. The information and the
knowledge you might got here is fresh through the oven so don't become worry if you feel like an old people
live in narrow community. It is good thing to have Rigging for Games. A Primer for Technical Artists Using
Maya and Python because this book offers for you readable information. Do you at times have book but you
rarely get what it's exactly about. Oh come on, that would not happen if you have thisin the hand. The
Enjoyable arrangement here cannot be questionable, such as treasuring beautiful island. Techniques you still
want to missit? Find this book and read it from right now!

Jose Rivera:

A number of people said that they feel uninterested when they reading areserve. They are directly felt the
item when they get a half portions of the book. Y ou can choose often the book Rigging for Games. A Primer
for Technical Artists Using Maya and Python to make your personal reading is interesting. Y our current skill
of reading talent is developing when you including reading. Try to choose simple book to make you enjoy to
study it and mingle the impression about book and looking at especially. It isto be first opinion for you to
like to open abook and go through it. Beside that the e-book Rigging for Games: A Primer for Technical
Artists Using Maya and Python can to be your brand new friend when you're sense alone and confuse with
what must you're doing of the time.
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