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Kapitel 26:
Cinema 4D
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Cinema 4D

1990: FastRay fur Amiga
Modellieren

Lichtquellen -
boole'sche Operatoren T =
Lathe- & Sweep-Extrusion == ea
Deformatoren

Rendern (Schatten, Radiosity)

Animation

Inverse Kinematics

Partikelsysteme (Emitter, Schwerkraft)
Export (DXF, VRML, Flash, QTRV)




