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LightWave 10 is the first release 
of LightWave 3D® to integrate 
NewTek’s CORE technology 
with Modeler and Layout. The 
three elements work in unison 
to give you the workflow and 
functionality you’re familiar 
with, along with the interactive 
power of the innovative CORE 
technologies. LightWave’s speed, 
flexibility, value and control are 
the benefits you rely on and 
LightWave 10 delivers all that  
and more. 
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"We use LightWave because it’s the best option, plus it's the platform 
which best combines time and performance. We can always count 

on it to get us the best results in the least amount of time."   
– Mauro Corveloni, artist, Bitt Animation & VFX

Model on it.    Animate on it.   Render on it. 
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NewTek LightWave™ is the backbone of fast, 
efficient 3D pipelines. Day in and day out, 
LightWave artists deliver stunning graphics and 
animation on time and on budget. LightWave 
artistry is everywhere, from blockbuster feature 
films and primetime television, to the cover of 
Rolling Stone. The result of the collaboration 
between artist and LightWave is that more Emmy® 
Awards for visual effects and animation sit on the 
mantels of LightWave artists than any others.

Today, that mighty collaboration between artist 
and NewTek has created a new LightWave. 
LightWave  10 is innovative, interactive and 
immersive. Built on a NewTek tradition of 
pioneering ground-breaking 3D capabilities, 
LightWave 10 maintains the fast, efficient workflow 
and powerful, proven render engine you’ve 
come to depend on, with seamless integration 
into diverse pipelines. 

LightWave 10 benefits artists with unique 
features not found in any other 3D application, 
like Viewport Preview Rendering (VPR) and CG 
hardware enhancements that give you an 
immediate look at changes to your rendered 
scenes, and real-time OpenGL views of Ambient 
Occlusion, Bloom, Stereoscopic Anaglyph 
and HDRI background images. LightWave 10 
delivers the power of Modeler and Layout with 
next generation CORE technologies, such as 
immersive real-time and game tools, Python-
based expressions and scripting, Bullet rigid 
body dynamics and sophisticated UV mapping 
capabilities.  

LightWave 10 will breathe new life into your 
pipeline. Count on it.

Count on it.
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"Seven infantry/cavalry shots were 
done in five weeks, four shots inte-
grated with  
plates and the other three  
were all LightWave." 

David Ridlen, Pixel Magic

Television Production for television extends beyond Emmy®-winning shows, to the 
creation of commercials and music videos, where time and budgets 
can be incredibly short and tight. Here, the value, speed and flexibility of 
LightWave really shines. LightWave artists prove time and again that they 
deliver for their clients on projects from the latest ads, such as Volkswagen 
Amarok, featuring realistic LightWave elephants, to the newest music 
videos like Red’s Ordinary World, and Iron Maiden’s The Final Frontier.

LightWave is used consistently on Emmy® Award-winning 
shows. Teams of artists from LightWave facilities have taken 
home Emmy® Awards nine times in the last nine years for 
their stellar work in television shows such as: Battlestar 

Galactica, Lost, Star Trek: Enterprise, Firefly, Frank Herbert’s 
Children of Dune, Star Trek: Voyager, and Frank Herbert’s Dune. The winning 
trend continues this year with Emmy® nominations for LightWave artists 
working on Caprica, CSI: Crime Scene Investigation, National Geographic 
Channel Alien Earths and V. 

Win on it.

 “With LightWave, we don't have to 
sacrifice quality for speed. The speed 
at which you can generate content 
with LightWave makes it our tool of 
choice. The director never has to 

feel a need to sacrifice ideas, due to 
schedule or budget constraints.” 

– Ernest Chan, post-production CG 
supervisor, Nick Digital

The Fairly OddParents —  
image courtesy of Nickelodeon
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CSI — image courtesy of Zoic Studios V
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"LightWave is extremely easy to use. It has 
a full-featured modeler, solid animation 

tools, and what I think is the best integrated 
render engine out there … I'm able to get an 
extremely professional result … if you spend 

as much money as I do keeping a studio 
afloat, with the dozens of software licenses, 

having free render nodes is a big deal!"  
  – Andrew Clement, owner and founder, 
Creative Character Engineering, special 

makeup effects design/creator,  
Repo Men

Feature Film The Virtual Art Department (VAD) for James Cameron’s 
Avatar was conceived and created using LightWave as the 
primary tool for the modeling and creation of the virtual 
environments, providing Cameron with a virtual 3D set and 
the ability to view and control the action in real time. 

Now, with LightWave 10 all 3D artists have the unique ability 
to create your own VAD with full support for the InterSense 
VCam™, virtual camera system built right into LightWave. 
Immerse yourself fully into LightWave scenes with real-time 
control of the camera, objects and light placement. 

Innovate on it.

Computer-generated visual effects are the “star” in many 
of Hollywood’s recent blockbuster films where LightWave 
played a key role, such as Alice in Wonderland, Avatar, 
Repo Men, and Tintin. LightWave 10 delivers robust modeling 
tools, photorealistic rendering, and easy data interchange, 
making it the perfect complement to any film production 
pipeline.

Repo Men — images courtesy of Universal Pictures
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The powerful renderer and precision modeler make 
LightWave a natural for visualization and design. From early 
sketches, to finished print resolution renders, the unique work-
flow in LightWave provides unmatched creative flexibility. 
LightWave  10 offers the exclusive ability to see your results 
instantly. With the new Viewport Preview Rendering (VPR), the 

Visualization  
and Design

Build on it.

Christian Schrul

Craig Clark at ten24 

Cesar Alejandro Montero Larry Vasquez

Khalid Al-Muharraqi

changes you make in your scene, from lights and shading, to scene 
set-up are done in real time. No more waiting on a final render to 
view your changes, VPR delivers them on the spot. New CG hardware 
support delivers real-time OpenGL view of Ambient Occlusion, Bloom, 
Stereoscopic Anaglyph, and HDRI background images.

LightWave 10 also provides the freedom to move between 
applications easily, using MDD with powerful, new capabilities 
including support for Autodesk® Geometry Cache, COLLADA™, FBX® 

and ZBrush®. Expand the reach of your 3D pipeline with easy transfer 
of camera data, lights, objects placement, image and UV maps, 
parenting hierarchies and more.



"LightWave won me over with its powerful modeling tools and really fast navigation. I 
love to do camerawork in it, since it is incredibly intuitive and fun to work with.  

The shading system and rendering possibilities are absolutely fantastic, making LightWave 
the most reliable tool in my pipeline."  — Moritz Mayerhofer, artist/director, Urs

Dream on it.

Short Film
As an independent short filmmaker you want to see your vision on-
screen without compromise. LightWave gives you the ability to control 
every aspect of your production, so you may realize your dreams on 
your own or with a small production team. From the visually striking, 
emotionally-charged short film Urs, to the kinetic, action-packed 
THE RAVEN, independent filmmakers find that LightWave delivers the 
perfect solution.

LightWave 10 presents a virtual soundstage with real-world 
camera and lights, allowing you to create your universe 
and direct the action, all from an elegant interface. With a 
production-proven photoreal render engine, a time tested 
production workflow, 999 render nodes and free technical 
support, you can deliver your masterpiece on time  
and on budget.
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Pencils © 2008 Laurent Rouquette

LightWave is used for informational graphics and advertising in the high-pressure 
world of publishing, where deadlines are often hours long rather than days or weeks. 
With native support for both Windows® and Mac® included with each license, real-
world camera and lighting effects, and a powerful render engine, LightWave delivers 
the speed and flexibility perfect for graphic design. LightWave visuals appear in 
publications the world over, in daily newspapers like the LA Times, New York Post and 
Wall Street Journal, and magazines like Fortune, Newsweek, Rolling Stone and Time.

Design on it. 

Print 
Graphics

"We have used LightWave to create covers for dozens of magazines from Rolling Stone and Fortune, to    Time and Newsweek, as well as advertising images for Porsche, M&M's, Pepsi and Mercedes-Benz. 
It is the most relied-upon piece of software in our studio. We couldn't    imagine working without it."   – Joe Zeff, Joe Zeff Design

Time, Newsweek,     Entertainment Weekly — images courtesy of Joe Zeff Design

M&M and Rolling Stone cover — illustration and image by Joe Zeff Design at Splashlight

Luis Santos

William Vaughan

Elvis Blazencic 

based on photograph by Gavin Bond
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Feature Benefit
Interactive Display and Rendering Tools  

Viewport Preview Rendering (VPR)
See instant results with realistic view of scenes and objects with interactive light, nodal 
shading and scene set up

New CG Hardware real-time 
viewport shading enhancements   

Real-time OpenGL view of Ambient Occlusion, Bloom, Stereoscopic Anaglyph and HDRI 
background images

Linear workflow
Supports consistent gamma, color space, and custom Look Up Tables (LUTs) for more 
realistic lighting, and to maximize compositing flexibility in a professional pipeline

Data Interchange Enhancements 

MDD with powerful new enhancements include 
support for Autodesk Geometry Cache 

Freedom to move deformations and transforms between applications allowing for an 
extremely flexible, extensible pipeline for animation, dynamics, effects, and rendering

FBX 
Load and save camera data, lighting, objects with UV maps and image maps, parenting 
hierarchies, etc.

Collada  
Easy transfer of camera data, lights, object placement, image maps, etc., from one 
application to another 

Improved ZBrush Interchange Easy transfer and manipulation of UV maps from ZBrush  

Improved OBJ UV Support Delivers the ability to import and export any number of UV maps

New Immersive, Real-Time and Game Tools 

Support for the InterSense VCam virtual camera 
system used in feature film Virtual Art Departments 
(VAD) 

Gain a true “on location” experience through interaction with massive 3D scenes in real 
time with control of light placement and camera directly in your 3D application

Support for 3Dconnexion line of 3D mouse
Move through the virtual world and interact with models and scenes controlling 
cameras and lights in real time

SpriteGen Automates creation of sprite animation images for real-time and game engines

Bullet Rigid Body Dynamics 

Integrated dynamics and simulation
Create dynamics, calculations and simulations for effects such as collapsing buildings, 
breaking glass, etc.

UV Mapping Tools

Transform 
Scale Rotate 
Move 
Separate 
Stitch 
Relax 
UV Unwrap

Sophisticated tools for quick creation, editing and adjustment of UV maps  
to generate the best texture map layout for objects  

LightWave 10 provides a motion-picture-quality render engine that 
supports Windows® 64 and 32-bit and Mac® UB 64 and 32-bit, and is a 
leader in multi-core technology support. In addition, LightWave offers 
free, 999 cross-platform render nodes, making it the highest quality, most 
affordable, and efficient render pipeline in the 3D market. 

“My confidence in LightWave and its rendering speed is what made me feel like it was realistic to tackle 
‘Ordinary World’ under such a tight deadline … there is no other software out there that can do  

as much as LightWave.”  – Jeremy Hughes, director, Elevate Pictures

Facts

Chris Lomaka 

Khalid Al-Muharraqi

Antonis Kotzias 

Neal MacCormack 
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Model on it.
Animate on it.
Render on it.

Win on it.
Innovate on it.

Build on it.
Dream on it.
Design on it.
Count on it.
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Cover Art — LightWave 10 Alien Emissary, Leigh Bamforth

"In LightWave 10, VPR allows me to 
see the complex creature rigging 

deformations in a beautiful real time 
render.  It's incredible to be able to 

work on the character rig and get 
this advanced level of visual feedback!  

Interactive lighting, procedural 
textures, reflections, transparency, 

radiosity, it's all there!"
- Lino Grandi, Feature Film Creature 

Rigging and Visual Effects 
Supervisor

You’ve read the brochure, now try LightWave 3D for yourself with our free 30-day trial version, 200MB of royalty-free content  
and over 24 hours of training here: www.lightwave3d.com/lwtrial
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