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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.
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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
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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
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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
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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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