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Foreword
Dear readers, starting to work with powerful and complex software of any kind may
be a reason for countless moments of frustration. Although modo from Luxology
is a modern application with a beautiful and streamlined user interface, the newuser-frustration aspect is not new. If you want to avoid these moments and shorten
your learning curve dramatically, then you have come to the right place. Juan
Jiménez shares his experience, and will help you to quickly be productive and not
waste time fighting the tool. His workflow has been tested and iteratively refined in
many real-life projects. Be it cars, furniture, machinery, interior architectural design
and visualization, or many other areas, Juan covers a broad range in the computer
graphics world. This book is not about theory, it is about how to achieve results, get
the job done, and meet deadlines. Only years of experience, intense and passionate
use of this great software for a long time, can lead to a book like this. I wish I had
access to such a source of inspiration when I started to work with modo. It would
have shortened my learning curve a lot as well.

Peter Stammbach,
modo YouTube guru, Switzerland
Peter's YouTube Channel: http://www.youtube.com/user/stammpe2
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the help of some old work companions, launching a formation center in his town to
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Many thanks to David, the guy who put a copy of Lightwave in my
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Many thanks to Brad Peebler and the rest of the guys from Luxology
for producing such state of the art piece of software like modo. You
guys rock.
Many thanks, finally, to the modo community, who are always
giving help to complete strangers willing to learn this awesome
software, and for helping me more than I expected, as I now want to
help others by writing this humble book.
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Preface
There are always a lot of people asking me very basic questions about my work
in 3D art.
Sadly, learning how to use 3D software can be tedious and difficult, especially
if you base your advances in self learning, which can imply double the effort. This
book will focus on those kind of people who want to grow their skills in Luxology
modo, but find the information about this software sometimes too hard to find or
too technical for a beginner.
As that was the case when I started developing my skills in 3D art, I want to help
others to understand the basics of this great piece of software, as I wanted to have
in my early days. So, what you will find here is less technical information, and more
practical definitions and examples, straight to the point and without unnecessary
and confusing terminology.
I hope you all enjoy this book the same way as I enjoyed, writing it for you.

What this book covers

Chapter 1, Knowing the Interface, introduces the general use of the software's interface.
Chapter 2, Beginning with Modeling, will teach the use of the modeling tools.
Chapter 3, Texturing and Materials, covers the use of textures and materials as we see
them in the real world.
Chapter 4, Illuminating a Scene, explains the use of different types of lights and
illumination techniques.

Preface

Chapter 5, Preparing a Shot, covers many good practices to be carried out at the
time of taking a picture of your scene.
Chapter 6, Rendering your Scene, will teach you how to set up your scene to get
the best results.
Chapter 7, The Post-production Phase, covers a great number of methods to
enhance your final render.

What you need for this book
You will need the following for the book:
•

Luxology modo 701

•

Adobe Photoshop CS3 or higher

Who this book is for

People looking for an introduction to the world of 3D art, newcomers, or those with
a little knowledge of using 3D software in general, or Luxology modo in particular.

Conventions

In this book, you will find a number of styles of text that distinguish between
different kinds of information. Here are some examples of these styles, and an
explanation of their meaning.
Code words in text are shown as follows: '"I renamed mine to depth.'"
New terms and important words are shown in bold. Words that you see on the
screen, in menus or dialog boxes for example, appear in the text like this: '"and a
third button called RAY GL, which is off by default'".
Warnings or important notes appear in a box like this.

Tips and tricks appear like this.

[2]

Preface

Reader feedback

Feedback from our readers is always welcome. Let us know what you think about
this book—what you liked or may have disliked. Reader feedback is important for us
to develop titles that you really get the most out of.
To send us general feedback, simply send an e-mail to feedback@packtpub.com,
and mention the book title via the subject of your message. If there is a topic that you
have expertise in and you are interested in either writing or contributing to a book,
see our author guide on www.packtpub.com/authors.

Customer support

Now that you are the proud owner of a Packt book, we have a number of things to
help you to get the most from your purchase.

Downloading the images of this book

We also provide you a PDF file that has the images of the screenshots/diagrams
used in this book. The images will help you better understand the changes in the
output. You can download this file from http://www.packtpub.com/sites/
default/files/downloads/2465OT_Graphics_Bundle.pdf

Errata

Although we have taken every care to ensure the accuracy of our content, mistakes
do happen. If you find a mistake in one of our books—maybe a mistake in the text or
the code—we would be grateful if you would report this to us. By doing so, you can
save other readers from frustration and help us improve subsequent versions of this
book. If you find any errata, please report them by visiting http://www.packtpub.
com/submit-errata, selecting your book, clicking on the errata submission form link,
and entering the details of your errata. Once your errata are verified, your submission
will be accepted and the errata will be uploaded on our website, or added to any list of
existing errata, under the Errata section of that title. Any existing errata can be viewed
by selecting your title from http://www.packtpub.com/support.
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Piracy

Piracy of copyright material on the Internet is an ongoing problem across all media.
At Packt, we take the protection of our copyright and licenses very seriously. If you
come across any illegal copies of our works, in any form, on the Internet, please
provide us with the location address or website name immediately so that we can
pursue a remedy.
Please contact us at copyright@packtpub.com with a link to the suspected
pirated material.
We appreciate your help in protecting our authors, and our ability to bring you
valuable content.

Questions

You can contact us at questions@packtpub.com if you are having a problem
with any aspect of the book, and we will do our best to address it.
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Knowing the Interface
Before we put our hands on the software, let's spend a few minutes learning how
modo is organized so that we can use its features wisely. Learning how modo
works as a whole can help us optimize our workflow. So, double-click on your
modo shortcut and let's see what's in there.
In this chapter, we will cover the following aspects:
•

Using the viewports

•

Working with tabs

•

Understanding the tools panel

•

Understanding the info panel

•

Working with the selection methods

Knowing the Interface

Using viewports

If you have some previous experience with 3D software, you will notice a
typical 3D interface and a big workspace showing a single perspective view
surrounded by a bunch of buttons. If you are new to all this, then it's time
to explain what this is all about.

First of all, take a look at what will be the main workspace you will be using. A
single perspective visor occupies the main part of the screen. That's a perspective
view of your model. If you look at the top of it, you will see the information you
need to identify it.
This information is divided in to two parts: information about the visor and how it
displays the view (in the left-hand side corner), and general controls for zooming,
panning, and rotating the basic stuff. You can see three big buttons in the left corner
of each visor (giving information about the view represented, the kind of display it is
showing, and a third button called RAY GL, which is off by default). We will see the
RAY GL mode later on, since it's related to the rendering phase, but it's important to
know about the other two.
[6]
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For the first button, you will notice there is a difference in each viewport. I'm sure
you have guessed the meaning of it. It's telling you what view you are seeing in each
one. That's Top for the top view, Perspective for the perspective view, and so on. We
will see their uses in the customizing part.
These viewports (and the layout of viewports) are customizable, as we will see
later. But for now, just know that you have all the information for the visual
control of your scene.

Controlling the viewports

Let's focus on controlling the viewports. Viewports are not fixed in any way. You can
manipulate them, change their size, position, maximize/minimize them, change their
properties, and so on. That's what the control area—on the top-right of each visor—is
for. Since this section will talk about controlling the viewport, we will cover the use
of the top-right controls.

If you look at the previous screenshot, there are a number of icons, some of them
very clear about their function and others not. Let me explain what each of them do:

The panning tool

[7]
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The first icon is for panning. You can click-and-drag this icon to pan over the image.

The rotating tool

The second is for rotating. Click-and-drag over this icon to rotate the image.
Of course, this button only works in a perspective or camera visor, since the
rest of the views are unable to rotate, due to its very nature.

The zooming tool

The third is the zooming control. Again, click-and-drag left or right to zoom in
and out.

The maximizing tool

The fourth is the maximize button. Nothing fancy here. Just click on it and the
visor will expand to occupy the whole workspace. Click on it again to return to
the previous viewport setup.

The options button

The fifth (the one shaped as a gear) is the options button. If you click on it, a menu
will show up with all the options you need to customize that particular visor. It's
divided into tabs, each one related to particular aspects of the visor. You can change
things such as visibility of the wireframe, colors, mesh displays, and backgrounds.
But for now, and being an introductory explanation of the interface, my advice is
that you don't mess too much with this menu. The standard values should be good
for you. Anyway, feel free (and it's a good thing) to experiment with some of these
options to see the effect on the display of the viewport.

[8]
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Customizing the viewport quad

Now that we know how to control the views, we can move on to the next step,
which will be customizing the viewports as per our own likings.

[9]
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