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Introductim;@

for This
Career

Now, 3D effect design with computer is
more and more popular in the world of film
media making,designing ad or in the field of
upholster of architecture.

In the course of 3D designing, the most
important factor is the himself of stylist ,not
software.The domination is man ,software is
only a tool to show the originality of
stylist. When you selecting design software ,
cannot simplicity look at whether software's
function is strong or not ,the concision of
operation surface should be selected base on
actual derhand of creation.No matter what
design software both has long suit and
shortcoming.In the course of selecting
software must synthesize all kinds of factor to
think over. ‘

After stylist make up project,he must
show his idea to clients through some
fashion.Design 3D with computer can show
his idea with the most intuitionisticly and
realistically method.As stylist is concerned,he
can synthesize softwares such as 3DS VIZ
R3. Photoshop. Lightscape to select the best
processing method .In the course of designing
3D effect picture ,the stylist may find
problems which latency in the projects,and
,achieve the

attempt new conception

approximate perfect design effect.
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