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architectstoolbox.com 888.986.8665 

S.F. 415.246.4743 L.A. 323.550-1668 CHI. 888.986.8665 N.Y. 888.986.8665

®

Call 888.986.8665 for the schedule of Group Workshops in 

Los Angeles, San Francisco, Chicago and New York.

1. The Zero Module: One-on-one with David Wolf  1 hour. 

2. The 5-Step Interface   See Brochure B for complete details.

3. The form•Z Demystified Book  See page C for complete details.

4. Group Workshops  Each workshop is 7 hours in length, 9-5 pm.
Computer provided. Workshops limited to 15 participants per session.  
See pages 7-15 for topics and structure.

G R O U P  W O R K S H O P S  I N C L U D E

“You couldn’t 

make a better 

investment if 

you are trying 

to understand 

something as 

powerful and 

sophisticated as 

form•Z.”

Tim Kobe

Principal - Eight Inc.

“Great teaching is both  
science and art. David Wolf 
amply fulfills the criteria 
of both. As an artist and 
professor, I have been using 
and teaching digital imaging 
for seven years and am a 
demanding (and usually 
disappointed) consumer 
of training. Too often they 
are long on rote recitation 
of the handbook and/or 
tutorials, and critically 
short of insights into how 
to synthesize the structure, 
interface and logic to 
facilitate their learning and 
workflow. David reconcep-
tualizes form•Z’s powerful 
tools to give participants a 
faster path to competence, 
but more importantly he 
provides them with a means 
to problem-solve from an ex-
pansive design framework 
that transcends the applica-
tion. The fundamental logic 
is of equal use to artists, 
designers and architects. 
It is always a pleasure and 
privilege to learn from some-
one who is a gifted teacher 
and for my money, David 

qualifies hands down.”

Brian Sikes

Professor of Art and Art History
De Paul University: Chicago, Illinois

CLIENT VIDEO
See our website to hear what your 
colleagues have to say on our new 
Client Video at archtool.com

G R O U P  W O R K S H O P S  P R I C I N G

S I N C E 1996

1 Day .............. $375 
2 Days  ........... $350 per day
3 Days ............ $325 per day
4 Days  ........... $295 per day
5 Days ............ $280 per day

G R O U P
W O R K S H O P S

D9

Since 1996, The form•Z Demystified Workshops have been 
offered in a traditional classroom-based, hands-on setting, which 
we call the Group Workshop format. Drawing clients from around 
the world, these workshops follow the same format as the One-
on-One version of the workshops, but is done in a concentrated 
fashion, meeting Monday-Friday, 9am-5pm.  Group Workshops 
are offered in San Francisco,  Los Angeles, Chicago and New 
York City. Alternatively, these same workshops are also available 
in One-on-One format as well (see page 6 for details).



On the form•Z Forum!
By RobRoy Campbell  (electronaut):   First of all, I’m not an architect. I 
design & build vacuum tube audio amplifiers for recording, and I was 
looking for a way to model all the parts I commonly use so I could 
more easily imagine assembly of these devices. I tried VectorWorks, 
and found that the 3D modelling tools were fairly limited. VectorWorks 
seems much more suited for architects. I’m pretty savvy with comput-
ers, but frankly form•Z intimidated me because of the million tools and 
billion options for each tool.

The classes offered by Architect’s Toolbox broke down this seemingly 
complex program into some much simpler concepts. David Wolf has ob-
viously put a large amount of time into conceptualizing and refining his 
teaching process. He breaks the program down into 5 basic concepts, 
(Draw, Pick, Move, Edit, and Derive) the concept being that most any-
thing you will do in form•Z will fall into one of these categories. The ac-
companying three-ring binder is filled with graphical representations 
of each lesson, and the book is organized according to the 5 concepts. 
Also, if you get the “customized interface”, it comes with well thought-
out keyboard shortcuts, and custom tool palettes that are arranged ac-
cording to the 5 concepts.

I found the “5 concepts” approach to be very helpful. I especially liked 
the pace of the class and the way it was arranged. For example, we 
would do the first few lessons of the “Draw” section of the handbook, 
then skip the rest of that section and move on to the “Pick” section, do 
the first few lessons & skip the rest, etc. Then later, we would go back 
and pick up where we left off. This approach helped cover a wide range 

By Jack Bransfield (ricard23)  “I’m considering signing up for a Form•Z course 
given by Architect’s Toolbox. It sounds like a great course that teaches an ef-
ficient, methodical way of using the program, rather than just describing com-
mands, etc. The site includes a long list of rave reviews from past students of 
the course, but it is expensive, and I was hoping to get some feedback from 

“Below are some models 
of vacuum tubes I did, 

two weeks after taking 
the class. Again, I was 

TOTALLY NEW to form•Z 

before taking the 
class.”

others on this forum before I sign up. Has anyone taken these courses? What 
was your level of experience when you took the course? How did it help you? 
Any feedback would be appreciated.”      
                         Jack

By Jack Bransfield (ricard23)   “I just got back from the Architect’s Toolbox 
course and loved it. I wrote the following testimonial for David and thought I’d 
post it here as well. Feel free to contact me if you have any questions about 
the course. 

I bought Form•Z a year and a half ago, and had been trying to teach myself to 
use it in my spare time. I was able to learn a few of the tools, but I hadn’t re-
ally mastered any of them, and there were dozens more that I hadn’t touched. 
And although the Form•Z manuals are very comprehensive, they can be 
overwhelming when you’re looking for a basic understanding of the program. 
David’s course has been incredibly valuable because it presents nearly all of 
form•Z’s powerful tools in an exceptionally clear, logical manner. 

His customized interface and key shortcuts make the program’s features 
MUCH more accessible than the stock configuration. In the past I had 
been a bit skeptical of using any computer program (even Form•Z) for de-
sign because it forces the user to adapt to the program’s logic (compare 
the knowledge required to sketch with a pencil vs. building a 3d computer 

model) . But David’s approach makes this technology much more transpar-
ent. In the same way that we don’t think twice about using a telephone to 
speak to someone far away, his intuitive verbal approach allows you to start 
taking Form•Z for granted and concentrate on the design tasks you want 
to accomplish. I have just returned from the January course, and I’m ex-
cited (not intimidated) to start using Form•Z for some new architectural proj-
ects. I only wish I had known about his course when I bought the program. 

David’s teaching style is fundamental to the course’s success. He tailored the 
class to fit the skill level of our group, and always accommodated our ques-
tions and requests whenever possible. His creativity and sense of humor kept 
our attention all the way through the course. I think it’s quite an accomplish-
ment to keep an entire class engaged and learning for six hours a day! I would 
recommend the course highly to anyone interested in developing a strong 
foundation of skills in Form•Z.”

  Jack Bransfield     jackb602@attbi.com 

RobRoy Campbell
Chicago, IL

of concepts gradually, resulting in a basic skill level “foundation” on 
which to add the more advanced skills.

My main complaint was that the class was really tailored to architects’ 
needs, but Dave IS an architect after all. To his credit, he really did go out 
of his way to make sure every individual student’s requirements were 
met, often pointing out things to certain students that would be specifi-
cally beneficial to them. I was TOTALLY NEW to form•Z, and the guy next 
to me had already been using it for a year, and I think we both walked 
away a lot more informed.

I guess the proof is in the pudding. It’s been a month since I took the 
class, and so far I’m WAY beyond where I think I would have been if I had 
simply studied the manuals and the tutorial. I’ve been making models 
that are blowing my friends’ minds! “Looks like a PHOTOGRAPH!”

For me, it was worth the hefty $980 (even though I didn’t have a “boss” 
paying for it) to learn it in four days, as opposed to spending months read-
ing boring manuals. That said, there are certainly cheaper alternatives. 
The form•Z forum has been great to me so far, and the “Desktop Compan-
ion” book is great too, at least for reference. Admittedly, I never actually 
tried the auto*des*sys tutorial, which ADS strongly recommends. But 
if you prefer fast, intensive, brain-cramming methods of learning, this 
class is for you.     

Good luck!   E. Lectreau

They’re  talking   About Us

More than two years later, I am amazed at what I learned in 4 days. I wish all my intellectual endeavours could be as productive. 

888.986.8665
architectstoolbox.com

Jack Bransfield
Architect

Chicago, IL
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architectstoolbox.com 888.986.8665 

S.F. 415.246.4743 L.A. 323.550-1668 CHi. 888.986.8665 N.Y. 917.463.4738

MODULE 1 (DAY 1) – MODULE 8 (DAY 8)

ONE-ON-ONE: AT YOUR PACE
250 SkILLSEtS, UNLIMItED tIME wItH DAvID woLF

two wEEkS PEr MoDULE

PeOPLe                  $/MOduLe (dAY)      TOTAL

1 person $149/module  $1112
2–4 people 139/module 1032 ea
5–9 people 119/module 952 ea
10–14 people 109/module 712 ea
15–19 people 99/module 632 ea
20+ 79/module 552 ea

DAYS 1-8 
1: Modeling: FoUNDAtIoNS
2: Modeling: FACES, FACEtS
3: Modeling: PrECISIoN
4: Modeling: PArAMEtrICS
5: Modeling: MESHING
6: rENDErING
7: ANIMAtIoN
8: orGANICS

DAYS 1-5 
1: Modeling: FoUNDAtIoNS

2: Modeling: FACES, FACEtS

3: Modeling: PrECISIoN

4: Modeling: PArAMEtrICS

5: Modeling: MESHING

MODULE 1 (DAY 1) – MODULE 8 (DAY 8)

GROUP: CLASSROOM BASED
250 SkILLSEtS, BrING YoUr owN LAPtoP

MoN, tUE,  wED, tHU, FrI ,  SAt,  SUN, MoN 

PeOPLe     $/MOduLe (dAY)         TOTAL

1 person $279/module  $2232
2–4 people 259/module 2072 ea
5+ people 196/module 1568 ea

The form•Z Demystified Group Workshops: Bootcamp
(San Francisco, Los Angeles, Your Location)

MODULE 1 (DAY 1) – MODULE 5 (DAY 5)

ONE-ON-ONE: AT YOUR PACE
190 SkILLSEtS, UNLIMItED tIME wItH DAvID woLF

two wEEkS PEr MoDULE

PeOPLe $/MOduLe (dAY) TOTAL

1 person $159/module $745
2–4 people 149/module 695 ea
5–9 people 129/module 645 ea
10–14 people 109/module 545 ea
15–19 people 99/module 495 ea
20+ 89/module 445 ea

MODULE 1 (DAY 1) – MODULE 5 (DAY 5)

GROUP: CLASSROOM BASED
190 SkILLSEtS, BrING YoUr owN LAPtoP

MoN, tUE,  wED, tHU, FrI 

PeOPLe        $/MOduLe (dAY) TOTAL

1 person $298/day $1490
2–4 people 258/day 1290 ea
5+ people 238/day 1190 ea

The form•Z Demystified Group Workshops: Mon-Fri
(New York, Chicago, SF Bay Area, L.A., Your Location)

ONE-ON-ONE WORKSHOPS GROUP WORKSHOPS

SEE BROCHURES B-D FOR DETAILS, OTHER OPTIONS AND SPECIALS!
WORKSHOP PACKAGES

THE BOnZaI 3d & FORM•Z LEaRnInG SYSTEM

D11

MODULE 1 (DAY 1) – MODULE 8 (DAY 8)

ONE-ON-ONE: AT YOUR PACE
250 SkILLSEtS, UNLIMItED tIME wItH DAvID woLF

HYBrID APProACH. two wEEkS PEr MoDULE.

PeOPLe                  $/MOduLe (dAY)      TOTAL

1 person $139/module  $1112
2–4 people 119/module 952 ea
5–9 people 99/module 792 ea
10–14 people 89/module 712 ea
15–19 people 79/module 632 ea
20+ 69/module 552 ea

MODULE 1 
(DAY 1) through 

MODULE 8 
(DAY 8)

1: Modeling: FoUNDAtIoNS
2: Modeling: FACES, FACEtS
3: Modeling: PrECISIoN
4: Modeling: PArAMEtrICS
5: Modeling: MESHING
6: rENDErING
7: ANIMAtIoN
8: orGANICS

MODULE 1 
(DAY 1) through 

MODULE 5 
(DAY 5)

1: Modeling: FoUNDAtIoNS

2: Modeling: FACES, FACEtS

3: Modeling: PrECISIoN

4: Modeling: PArAMEtrICS

5: Modeling: MESHING

MODULE 1 (DAY 1) – MODULE 8 (DAY 8)

GROUP: CLASSROOM BASED
250 SkILLSEtS, BrING YoUr owN LAPtoP

MoN, tUE,  wED, tHU, FrI ,  SAt,  SUN, MoN 

PeOPLe     $/MOduLe (dAY)         TOTAL

1 person $279/module  $2232
2–4 people 259/module 2072 ea
5+ people 196/module 1568 ea

The form•Z Demystified Group Workshops: Bootcamp
(San Francisco, Los Angeles, Your Location)

MODULE 1 (DAY 1) – MODULE 5 (DAY 5)

ONE-ON-ONE: AT YOUR PACE
190 SkILLSEtS, UNLIMItED tIME wItH DAvID woLF

HYBrID APProACH. two wEEkS PEr MoDULE.

PeOPLe $/MOduLe (dAY) TOTAL

1 person $159/module $795
2–4 people 139/module 695 ea
5–9 people 119/module 595 ea
10–14 people 109/module 545 ea
15–19 people 99/module 495 ea
20+ 89/module 445 ea

MODULE 1 (DAY 1) – MODULE 5 (DAY 5)

GROUP: CLASSROOM BASED
190 SkILLSEtS, BrING YoUr owN LAPtoP

MoN, tUE,  wED, tHU, FrI 

PeOPLe        $/MOduLe (dAY) TOTAL

1 person $298/day $1490
2–4 people 258/day 1290 ea
5+ people 238/day 1190 ea

The form•Z Demystified Group Workshops: Mon-Fri
(New York, Chicago, SF Bay Area, L.A., Your Location)

ONE-ON-ONE WORKSHOPS GROUP WORKSHOPS

BOOK
5-STEP, Z-KEYS
Includes Formulator Package, 5-Step, Books 
(bound as one). See Brochure “C” for details.

Without workshops ........................................  $349 $225 
When taking any workshop  ............................. $295 $195
When taking Workshops 1-8  ........................... $195 $99

COMPENDIUM PACKAGE COLOR B&W

© 1996-2009.  All rights reserved. Workshops are subject to scheduling changes. All sales are final. Materials are licensed as intellectual property to the individual trainee not their employer or payee and may not be sold or transferred. No refunds. All materials are sold “as is.” Pricing subject to change without notice.

P A C K A G E

THE FORMZONE 
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FUNDAMENTALS

Each Skillset 
corresponds with a 
different set of pages in  
The Demystified Book

By color-coding the 
5-Step Interface 
with the book 
and structure of 
the workshops, 
you will quickly 
gain a deeper 
understanding of the 
intuition behind the 
logic.

In our first pass we begin with the A-Level: Overview Workshop, in 
which we will pass through the first two pages of each section of The 
form•Z Demystified Book (pages 00 and 01). The goal of the A-Level 
workshop is to give you simple exposure to the topics that will follow 
rather than specific facts and procedures. The A-Level: Overview 
Workshop goal is simple exposure in our recursive approach as 
we return to go deeper with each topic in the B-level workshop, 
which returns to these same ten slices. In this Introductory 
Workshop, each Skill Segment includes an audio follow up that 
guides you through the hands-on portion of the training, ending 
the workshop with a simple case study. Proceeding to the C-level, 
The Fundamentals Workshop continues this recursive theme, 
repeating information we’ve gone over previously while taking your 
knowledge to the next step. 

     

2. Interface Overview

3. Navigate Overview

4. DRAW OVERVIEW

5. PICK OVERVIEW

6. MOVE OVERVIEW

7. EDIT OVERVIEW

8. DERIVE OVERVIEW

9. Simp Display Overview

10. The 5-Step Sampler

1. FormZone: The Goal

A-LEVEL

OVERVIEW 
WORkSHOpS

     

12. Default & 5Step

13. views Pull Down

14. line and object type

15. topological levels

16. topo or Self-Copy

17.  Booleans

18. Simple Derivatives

19. Color tool

20. B-level House

11. virtual reality

B-LEVEL

INTRODUCTORY
WORkSHOp

     

C-LEVEL

FUNDAMENTALS
WORkSHOp

21. Cyberspace

22. Learning Interface

23. views Palette

24. Lines, Splines and Arcs

25. Delete: Topology/Geometry

26. Other Copy Modifi ers

27. Trim/Split: Trim Line

28. Parallel Single

29.wireframe Interactive

30 Pencil

     
FOrMZONe

Interface

DRAW

PICK

EDIT

DERIVE

cASe StuDY

Simple Display

MOVE

navigate

1

E1
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FACES, FACETS, FACTS 
2

Module 2 (Day 
2) completes 
the introductory 
overview that was 
begun in Module 
1 (Day 1). The 
six workshops 
contained within 
give you a solid 
foundation 
from which to 
understand the 
program.

M O D U L e  T W O  ( D A y  T W O )

Where our first module gives us a solid foundation in 
modeling, Module 2 (Day 2) builds on this solid base, 
beginning to fill in the essential parts and pieces of 3D 
modeling, covering the language and key moves of the 
program as we make our way towards precision and 
Module 3. 

The Language Workshop (D-Level) begins this 
transition, covering the same ten essential slices, this 
time focusing on translating the language of your 
mind to the language of the computer by teaching you 
the syntax behind the logic. We end this workshop 
by modeling the sophisticated geometry of a groin 

or double-barrel vault, which helps demonstrate the 
depth and sophistication possible after four workshops. 
At the E-Level, we enter the Key Moves Workshop, 
focusing on the nuts and bolts of 3D modeling, from the 
introduction of reference planes to palettes, insertions 
to cloning. It is at this point that we’ve entered the heart 
and core of 3D modeling.

The Accuracy Workshop (F-Level) begins another 
transition to the realm of precision and numeric entry. 
Other topics include essential line editing, scaling 
and projection tools that accompany our deepening 
knowledge of the key moves in form•Z.

     
FOrMZONe

Interface

DRAW

PICK

EDIT

DERIVE

cASe StuDY

Simple Display

MOVE

navigate

     
31. Language

32. Pull-Down menus

33. Zoom, Hand, Fit, Set view

34. other Draw Basics

35. Smooth, Facetted, Convert

36. rotate

37. Section (vs  trim/Split)

38. Parallel: Double

39. Doodle 

40. the Barrel Vault

D-LEVEL

LANGUAGE
WORkSHOp

     

E-LEVEL

kEY MOVES
WORkSHOp

42. Palettes 

43. Planes & Perpendicular  

44. Drawing Insertions 

45. Objects Palette, Ghosting

46. Cloning

47. Trim/Split Objects

48. Contour Tool

49. Hidden Line 

50. Simple House e

41. Polarities 

E2
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Module 4 (Day 4) gives you a larger framework from which to understand 
the recurrent theme of parametric geometry, which retains its original 
mathematical parameters. For example, a parametric cylinder is not just 
points and faces, but also carries the original parameters that allow you 
to easily change the radius and height by typing in new dimensions. 

The Rounding Workshop (J-Level) covers all types of rounding as 
well as the general theme of curving and introducing you to methods of 
creating more complex and free form geometries.

The Data/metadata Workshop (K-Level) examines what qualifies as 
parametric, converting from parametric to non-parametric (Plain and 
Facetted) and the advantages of each, all while weaving through the 
general theme of rounding and sweeping and parametrics which form 
the core of Module 4 (Day 4).

Finally, in the L-Level, Parametric Recap Workshop returns to the 
themes laid out in the previous two workshops, doing deeper into the 
general themes of parametric geometry.

MODULe FOUR (DAy FOUR)

PARAMETRICS

     

DERIVE

cASe StuDY

Interface

DRAW

PICK

EDIT

MOVE

navigate

     

I-LEVEL

pARAMETRICS 

INTRODUCTION

81. Window Frames

82. Edit Cone of Vision

84. Edit-Controls/Query Prmtrs

83. Analytic Primitives

85. Geometric Transform Recap

86. Deform Tool #1

87. Deform Tool #2

88. Revolve Tool

89. Helix

90. Revolving Examples

     
91. window Setup

92. view Parameters & Scenes

93. Smooth geometry

94. edit-Controls 2: Bezier

95. [Place]

96. 2D round: Fillet/Bevel

97. 3D round: Plain round

98. Sweep: 1 Source

99. Sweep: 2 Source

100. Building rounding

J-LEVEL

ROUNDING
WORkSHOp

     

K-LEVEL

DATA/METADATA
WORkSHOp

102. Grid & Directional Snap

103. Spheric and Star Tools

104. Query-Convert

105. [Attach]

106. Controlled Rounding

107. Stitch Rounding

108. Sweep: 2-Path

109. Sweep: Boundary

110. Sweep Chair

101. Customizing
     

L-LEVEL

pARAMETRIC 
RECAp

112. Object Snaps

113. 3D text

114. Attributes

115. Smooth & Parametric recap

116. Filleting

117. Blending

118. Draft Sweep

119. Frame

120. --

111. Underlay

E4

4



What does it take 
to learn form•Z?

THIS IS BROCHURE

S
K

IL
L

S
E

T
S

E3 MODULe THRee (DAy THREE)

Now we get down to brass tacks and the extraordinary precision that 
form•Z allows. In Module 3 (Day 3), we enter the realm of numeric 
entry, the steepest part of the learning curve as well. It is not so much 
that the topics are difficult. It’s really that these issues are less interesting 
than the pure geometry that were the focus of Module 1 and 2. And yet, 
they are absolutely  essential.

In the Precision Workshop (G-Level), we begin by focusing on the most 
essential parts and pieces of this realm of accuracy, beginning with the 
core principals of working methodically in Skillset 61 and following 
through with the major tools for ensuring extraordinary accuracy and 
precision. This workshop ends with the Door Case Study (Skill Segment 
70), which brings all of the essential moves together into an  example 
of  precision and accuracy.

PREC IS ION 

The Preciser Workshop (H-Level) continues these themes, focusing on 
the essential details of dialing in and checking the locations of points, 
segments, faces and objects. We end this workshop with a case study on 
hip roofs, an excellent complement to the topics covered previously.

In the Parametrics Introduction Workshop of Module 3 (Day 3) we begin 
the transition to the topics covered in the next module while continuing 
the general theme of precision and accuracy. As parametric geometry 
carries the original mathematical parameters that were used to initially 
model your geometry, your ability to later change the parameters—either 
graphically with the mouse or numerically with the keyboard—is key to 
designing in form•Z. This workshop completes the themes of accuracy 
and precision.

     
FOrMZONe

Interface

DRAW

PICK

EDIT

DERIVE

cASe StuDY

Simple Display

MOVE

navigate

     

F-LEVEL

ACCURACY 

WORkSHOp

52. Save, Save As...

53. Defi ne reference Plane

54. Numeric: Absolute/Relative

55. Layers Palette

56. Uniform Scale Tool

57. Insert Line, Point, Break

58. Projection Tool

59. Surface & Shaded render

60. Simple House F

51. working Methodically
     

61. working Methodically

62. Importing Files

63. Plane Tools

64. numeric: World/local

65. measuring

66. independent Scale

67. Close and trim lines

68. unfold

69. Sketch render

70. Door

G-LEVEL

pRECISION
WORkSHOp

     

H-LEVEL

pRECISER
WORkSHOp

72. exporting

73. Plane Projection

74. Numeric: Polar

75. Query & Misc Measuring

76. Mirror

77. Join Lines/Connect

78. Derivative 2D Surfaces

79. Image Options

80. roofs: Hip roofs

71. Loose to Methodical

E3
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M E S H I N G

Meshing is the process of dividing a faces into a 
grid of smaller faces. By creating a meshed grid, we 
are able to gain the geometry needed to create free- 
form geometry. Adding faces also gives us additional 
rendering options.

Module 5 (Day 5) is largely dedicated to the realm of 
meshing as found in the Edit palette. Though the heavy 
emphasis on terrain modeling may suggest an emphasis 
on architecture, this module is vital to the disciplines 
of Point-of-Purchase and Industrial design as well as 
symbols and compartmentalization. 

We begin with the M-Level: Introduction to Mteshing 
Workshop where we cover an introduction to meshing 
in three separate One-on-one Skillsets. An introduction 

to terrain modeling (not just terrains) is also covered. Symbols 
are introduced in this workshop, a theme that continues 
into the next. Finally, two case studies provides examples 
that apply to all design disciplines.

The Terrain Tools Workshop (N-Level) continues the 
themes established in the previous workshop. Our focus 
on meshing concentrates on the subtleties and nuances of 
editing facetted meshes.

In the Mesh Movement Workshop we introduce the 
powerful Mesh Move tool through three segments. Finally, 
the Subdivision Meshing Workshop completes our cycling 
through the topic of meshing by covering both Q-Subz and 
T-Subz, each a form of subdivision meshing, which is used in 
everything from product design to landscape architecture.

F O R M • Z  d E M Y S T I F I E d  w O R K S H O p S

     

122. Group

123. Mesh Tool

124. Mesh: 1 Direction

125. Mesh: 2 Direction

126. Terrain 1

127. Building: Mesh Floors

128. Building: Mesh Bays

121. Symbols 1

M-LEVEL

MESHING 
INTRODUCTION

     

122. Group

123. Mesh Tool

124. Mesh: 1 Direction

125. Mesh: 2 Direction

126. Terrain 1

127. Building: Mesh Floors

128. Building: Mesh Bays

121. Symbols 1

M-LEVEL

MESHING 
INTRODUCTION

     

122. Group

123. Mesh Tool

124. Mesh: 1 Direction

125. Mesh: 2 Direction

126. Terrain 1

127. Building: Mesh Floors

128. Building: Mesh Bays

121. Symbols 1

M-LEVEL

MESHING 
INTRODUCTION

     

122. Group

123. Mesh Tool

124. Mesh: 1 Direction

125. Mesh: 2 Direction

126. Terrain 1

127. Building: Mesh Floors

128. Building: Mesh Bays

121. Symbols 1

M-LEVEL

MESHING 
INTRODUCTION

DRAW

PICK

cASe StuDY

DERIVE

EDIT
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M O D U L e  S I X  ( D A y  S I X )

O V E R V I E W  O F 

RENDERING7. A N I M A T I O N

161. Strategies: Scale

Q-LEVEL

RENDERING 
INTRO

(~1.5 hours)

R-LEVEL

pARTS 
WORkSHOp

(~1.5 hours)

S-LEVEL

pIECES 
WORkSHOp

(~1.5 hours)

T-LEVEL

REFINEMENT
WORkSHOp

(~1.5 hours)

159. r-Zone overview 169. r-Zone Settings 179. r-Zone topics A 189. r-Zone topics B

160. Simple House 170. Simple House 2cASe StuDY 180. Simple House 3 190. lantern

152. tool overview 162. texture maprendertools 172. tool: text.map 2 182. tool: Decal

153. Color: Simple Brick 163. textured BrickColor

154. matte & Plastic 164. metal refl ectionsRefl ection

155. Simple, Center edge 165. Stripe transp.Transparency

173. marble & Foliage

174. Catcher & Constant

175. grid transp.

183. Wood

184. Custom

185. transp. maps

156. Bump: overview 166. Bump: mist, roughBump 176. Bump: knurl 186. Bump maps

158. lights intro 168. Distant lights 178. Point lights 188. Cone lights

151. rendering overview 171. Strategies: edges 181. --oVerVieW

157. photoshop: FZ Logo 167. map Size, Import-exportrendertools 177. image map Seamless 187. PS: CompositePHotoSHoP/
Color mAP

ligHt
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EMODULe Seven (DAy Seven)

Animation is a design tool, an essential aid to assist the 
designer in visualizing their creation. Our clients often 
mistake animation as just a tool for presenting ideas 
to their clients. Though Animation is certainly key to 
presentations for some, animations also allow you to 
have new insights into the nature of the form you are 
creating.

The 7th module of our series is broken into three 
workshops, reflecting the three areas of animation from 
within the program. Unlike Modules 1-5, we will not cycle 
between the 14 sections of the book, but instead focus 
on just one chapter: Animation. 

In the Camera Animation Workshop, we’ll focus on 
moving the eye of the viewer through your project. Using 
keyframe animation techniques that harken back to the 
days of Walt Disney, we will connect saved views into a 
seamless stream of connected frames.

The Quicktime VR Workshop turns our attention to a 
different type of animation, one in which the viewer has 
control over the scene, allowing them to interactively 
navigate about. This happens in one of two ways. A 
QTVR Panorama movie allows the viewer to rotate 
their view point not only 360º in a cylindrical fashion, 
but spherically as well.

` ANIMATION

211. Quicktime Vr overview

212. Quicktime Vr: Panorama

213. Quicktime Vr: object

214. group: Deformation 2

215. group: Camera Circling

216. lights 3: Sun Animation

217. group: Car on Path

218. noise, Sine, Wave

219. group: Articulating Arm 

220. morph: umbrella

W-LEVEL

MOTION-BASED 
MODELING

     

193. Anim editor intro: Door

194. Animate entities: objects

195. Animate entities: Cameras

196. Animate entites: lights

197. Animate Along Path 1

198. red-Dot/green-Dot

199. generate & export 1

200. extract Animation

191. Animation overview

192. keyframe 1: moving Cube

U-LEVEL

ANIMATION 
OVERVIEW

          

202. Keyframe Ball Bounce

203. Ball Bounce & Stretch

204. Deformation : Single

205. Camera (Lights): Keyframe 

201. Object Overview

208. Parameters : Morph 

209. Export CODECS

210. Movie in Scene

V-LEVEL

ANIMATION 
 INTUITION

207. Bend on Curve: Param.

206. Lights (Camera): Path 

oVerVIeW

KeYFrAme tooL

ANImAtIoN eDItor

ANImAte oBJectS

ANImAte cAmerAS

ANImAte LIGHtS

ANImAte oN pAtH

pArAmeterS

eXport

cASe StuDY

E7
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ORGAN I C S

The term ‘Organics’ does not appear in the form•Z manual. 
We are using this term here in module 8 to describe a set 
of tools that create free form geometry that is neither 
rectangular or orthogonal. Modules 4 and 5 cover some 
rounded, revolved and swept geometries, meshes and even 
some very free form shapes using some of the meshing tools. 

In module 8, we’re going to cover an introductory overview 
of Skin, Patch, MetaformZ, C-Mesh and NurbZ tools that 
are described here as Organics. Imagine a big Rose Parade 
float with a giant bear on it created entirely of flowers. 
Below the flowers you will find a mesh of chicken-wire type 
material into which the flowers are set. Below this mesh 
there is an inner skeleton of welded metal bars that form a 

rough 3D outline around which the mesh is stretched. This is a 
good analogy for how most of the tools covered in this module 
operate.  It is like creating a closed series of 2D shapes (known 
as sources) and connecting them together in the other direction 
with stiff wire (known as paths) and then wrapping the whole 
thing in shrink-wrap.

The Skinning Workshop covers a tool that uses both 
sources and paths to describe nearly any form you can 
imagine. In the Y-Level, the Patch Modeling and MetaformZ 
Workshop follows.  Finally, at the Z-Level workshop, we 
complete our trip through form•Z with a look at C-Mesh 
and Lofting and an overview of the NurbZ tools that are 
the most sophisticated of the “Organic” tools in form•Z. 
.

MODULe eIGHT  (DAy EIGHT)

X-LEVEL

SkINNING
WORkSHOp

Y-LEVEL

C-MESH, LOFT, 
PATCH, METAFORMZ

Z-LEVEL

INTRO TO 

NURBZ

241. nurbZ open: Degrees

222. Skin Paths A: Vase 232. C-mesh open 242. nurbZ Closed: edit/round

223. Skin Paths B: Column 233. C-mesh Closed 243. types: tight/loose (boat)

224. Skin Paths C: Car 234. lofting 244. types: Boundary (joystick)

225. Skin Paths D: Plane 235. S-loft Basic 245. types: uV Curves (tent)

226. Skin Paths e: Snake 236. S-loft Branched 246. types: Primitives, Points

231. Cover and Cap tools

227. Cross Skinning: ellipse 237. Patch 1 247. tools: Blend, merge, Attach

228. Cross Skinning: mountain 238. Patch 2 248. tools: Curve on nurbZ

229. Cross Skinning: umbrella 239. metaformZ 1 249. reconstruct nurbZ

230. Cross Skinning: 2 Source 240. metaformZ 2 250. nurbZ examples

221. organics overview
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