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Ready to learn from a seasoned visual effects veteran? Then sit down and pay attention! In Maya 5
Killer Tips, effects wizard Eric Hanson lets the genie out of the bottle, revealing all of the Maya
tricks, techniques, and shortcuts he's employed to create visual marvels for films like The Day After
Tomorrow, Cast Away, Fifth Element, and more. By focusing on concise tips, informative nuggets,
and seasoned productivity secrets that are rarely found in other volumes, this book takes you
straight to the heart of the matter: the productivity enhancers that you usually only acquire after
working with a program in an intensive professional environment. In this case, Eric reveals many of
these road-tested Maya secrets: efficient modeling with NURBS and polygons; creating rich
rendering results with shader networks; conveying professional camera techniques; using particle
systems, dynamics; and more. Along the way he explores Maya 5's new features as well, including
improved rendering and character setup options.. 
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Ready to learn from a seasoned visual effects veteran? Then sit down and pay attention! In Maya 5
Killer Tips, effects wizard Eric Hanson lets the genie out of the bottle, revealing all of the Maya
tricks, techniques, and shortcuts he's employed to create visual marvels for films like The Day After
Tomorrow, Cast Away, Fifth Element, and more. By focusing on concise tips, informative nuggets,
and seasoned productivity secrets that are rarely found in other volumes, this book takes you
straight to the heart of the matter: the productivity enhancers that you usually only acquire after
working with a program in an intensive professional environment. In this case, Eric reveals many of
these road-tested Maya secrets: efficient modeling with NURBS and polygons; creating rich
rendering results with shader networks; conveying professional camera techniques; using particle
systems, dynamics; and more. Along the way he explores Maya 5's new features as well, including
improved rendering and character setup options.

This "Killer Tips!" (An idea of Scott Kelly) series consists of a little book with around 180-200pages
with wide collection of useful tips. "Maya 5 Killer Tips!" includes tips and trucks for Alias|Wavefront
Maya 5. The book is written by Eric Hanson visual effects artist worked on movies like Spider-Man,
Hollow Man and Fantasia 2000.

Maya 5 Killer Tips! Is a great book of resources to enhance and pepper up your knowledge about
Alias|Wavefront Maya in general, a book from the beginner and the experts.The book includes tips
and trucks you might never have found, if you had to find it yourself. It's a great resource for saving
time when working with Maya 5. Especially the tips about (speeding) rendering and modelling were
of big value for me.

This book has something for everyone. As an animation supervisor I was of course particularly
interested in the sections on Character Animation and Rigging, but I was able to glean good
information from the books other sections as well. Its written in a clear, concise (and sometimes
witty) manner, and the book walks you through each tip and trick in a economical but thorough way.
The great thing about this book IMHO is that because of its approach to each problem, it is able to fit
a *lot* of different tips between the covers of its relatively slim profile. This makes it an ideal
companion to larger, more pedestrian tomes on Maya, while keeping one step ahead with its
insightful and often invaluable professional instruction. I recommend it for both the novice and
seasoned user alike.

This book is great for unleashing new ideas on how to use Maya. Great at showing easier ways to
accomplish common task. Best all around book ever on Maya with a catch. These are tips only,
without detailed explanations. But that's okay, because once you can look online or in reference
manuals for more details on the tools. This book is must for any Maya artist. One other negative is
there is no CD. It was frustrating when you wanted to see for yourself how the steps were all put
together.

This little book is a worth while addition to any Maya users desktop library. It contains a collection of
tips that might take hours upon hours of probing the tool set to discover. Some of the tips included in
the book could save a great deal of time as well as ease the headaches associated with the
everyday use of a tool as complex as Maya. I have no problems recommending this book to both
beginner and experienced Maya users alike.

This is a book that every Maya artist should have in "the little room off their master bedroom". The
compact format that Hanson used in writing these tips makes it perfect for flipping through when you
are sitting down for a couple of minutes in the morning... Seriously, when I saw the title I thought 'big
deal, I've been using Maya for more than seven years now, why would I care about a book like
this?', but it's an incredible treasure trove of quick little goodies for newbie and seasoned pro alike.
Perhaps as importantly, the layout and design of the book are by far the best of any CG reference



text I've ever encountered. I've probably spent many hundreds of dollars over the years on reference
books that I never used because the layouts were so reader-unfriendly, and having been burned
that way too many times I now put a lot of value on good design work. Hanson's Maya 5 Killer Tips
just raised the book design bar to a new height. It looks good. The tips are good. It will help you
make your art. Buy it.

I could not more highly recommend a book then this one, "Maya 5 Killer Tips." It truly is a killer book.
I am very new to Maya, but with this book I have been able to work with some of the more powerful
features of Maya 5 with greater ease thanks to this book. It is books like this one that greatly
shortens the learning curve of powerful programs like Maya as well as enabling new users to enjoy
the learning process at the same time. For the price of admission for two to a movie and a couple
soft drinks you can have this excellent book.

With more than 90 percent of film effects houses and half of the North American game studios using
Maya in their projects, the pressure is on for 3D modelers to prove their Maya chops! It's not enough
to just know how to use the program; you need to demonstrate that you can do so swiftly, efficiently,
and with dazzling results! Here to ensure you do is a fun, full-colored guide that's been pared down
to just the essentials: the hundreds of tips, shortcuts, and tricks the pros use every day to speed
their Maya 6 workflows. Along with tips for customizing the Maya interface, polygonal modeling,
rendering, and more, veteran author Eric Hanson also provides tons of insider techniques for
working with Maya 6's newest features including tips for working with new tools like the Soft
Modification Tool, Animation Retargeting, and High Quality Shading; advice for working with the new
particle behavior features; cool new hotkeys; and insight into streamlining the texting process with
Maya's new Photoshop integration, to name only a few. You'll quickly find that the techniques
revealed here allow you to work faster, smarter, and more creatively!

Visual effects designer Eric Hanson creates digital backgrounds for feature films. He has worked for
Digital Domain, Sony Imageworks, Dream Quest Images, Walt Disney Feature Animation, and
more. He is also a teacher and lecturer on the topic of visual effects as well as the author of the
previous edition of this book.

I was not disappointed; in fact I was bordering on elation. Here finally is a well-laid out, very easy to
understand Maya 6 manual. While the authors state in the introduction that this book is designed for
the advancing intermediate Maya artist, I had no problems whatsoever understanding what they
were trying to show. This book is well illustrated, with clear screenshots showing exactly what the tip
is saying.

Reading through Maya 6: Killer Tips actually made me feel some enthusiasm for attempting once
again to conquer the Maya beast. I would highly recommend this book to anyone who uses Maya 6,
from the newbie like myself to the advanced artist who thinks there is nothing more to learn about
using Maya. This book is definitely a five star edition.

I continue to find inspiration and new ideas from this book day after day. Each page has an insight
or tip that you will likely not have considered before. It's rare to find a book with so much
production-oriented real-world knowledge. This is an essential book for any 3D animator's bookshelf
whether you use Maya or some other 3D application.

If you are tired of buying 300 page books where you might find 2 or 3 new tips you didn't know about
Maya before, than this book is a must have. Almost twice as thick as its predecessor (Maya 5 Killer
Tips), this book is chalk full of cool stuff you probably don't know about. Written with a sense of
humor (yes, I have actually chuckled out loud while reading), and by some of the industries leading
professionals, this book is easy to read, and every tip in here makes you go "ahhh...thats cool!"
Page after page of short, but very sweet tips on how to get the most out of Maya, this book covers
everything from customizing your Maya startup screen to character rigging, lighting and rendering, to
modeling and professional camera work, to dynamics and MEL scripting, this book delivers and
plethora (yes I used plethora) of Killer Tips. I can't recommend this book enough!



...but I absolutely LOVE this one. It is everything it says it is. I'm an intermediate user of Maya 5 and
found every page had a meaty, time-saving killer tip. It does not waste time with step-by-step
instruction, but rather describes the process to achieve a certain effect or technique. If you don't
know the Maya interface, this book is not for you. But if you have exhausted all the obvious
functions, this book will turn the leftovers in your fridge into a gourmet meal. "Killer Tips" is intended
for version 6, but as a version 5 user, in a few pages it was already worth the purchase. Humor is a
little corny at times, but this book earns the right to dress whatever way it wants. Can't wait for more
from Hanson...Keep 'em coming!!!
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Eric Hanson is a visual effects artist specializing in digital environments and effects for feature films.
Originally an architect, he established early 3D visualization studios for some of the country's largest
architectural firms, including The Callison Partnership in Seattle and Gensler in Los Angeles. An
expanding interest in film led to a move into visual effects work, resulting in senior CG artist
positions with leading visual effects houses Digital Domain, Sony Imageworks, Dream Quest
Images, Walt Disney Feature Animation, and SimEx Digital Studios. His work can be seen in
Spider-Man, Cast Away, Hollow Man, Mission to Mars, Bicentennial Man, Fantasia 2000, Atlantis,
and The Fifth Element, as well as many large-format special-venue films worldwide.

Eric specializes in 3D work with Maya, RenderMan, and Shake, and is an active teacher of those
packages. He has taught for several years, having instructed courses on advanced 3D techniques
at SGI's Silicon Studio and Gnomon School of Visual Effects, and is currently leading a curriculum
on visual effects at the University of Southern California's School of Cinema-TV. He frequently
speaks and holds workshops at various trade shows and schools domestically, as well as in Japan,
even though he is not sure what to eat while there.
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Eric Hanson has assembled over 200 tips, showing you how to use Maya 5 more efficiently. He's cut
to the chase in coverage of efficient modeling with NURBS and polygons, creating rich rendering
results with shader networks, conveying professional camera techniques, using particle systems and
dynamics, and more.
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