
FACULTY OF COMPUTER APPLICATIONS
B.Sc.(IT) ( Animation, Vfx and Game Design)

▪ Sem : 5

▪ Subject Code : 05BA0501

▪ Subject : Digital Sculpting

▪ Course Objectives : Students will be able:

1. Understand the fundamental principles of digital sculpting and its

applications.

2. Gain proficiency in using ZBrush tools and interface for organic and hard-

surface modeling.

3. Develop skills in creating detailed high-resolution models and characters.

4. Explore various workflows including DynaMesh, ZRemesher, and

Polypainting.

5. Prepare sculpted models for game engines and animation pipelines.

▪ Prerequisites : Basic knowledge of 3D modeling and anatomy is
recommended.
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PRACTICALS

Unit No Topics Covered No of
lectures
required

1 Introduction to ZBrush

▪ UI Overview, Brushes, Navigation, Subtools, and

Dynamesh.

▪ Basic Sculpting Techniques – Add, Subtract,

Smooth, Move, Clay, Inflate, Trim.

▪ Understanding Forms – Blocking out character

shapes and silhouettes.

▪ Working with Symmetry and Radial Symmetry.

▪ Using Reference Images and Spotlight.

30

2 Intermediate Sculpting

▪ Refining anatomy and form.

▪ Hard Surface Techniques – ZModeler, Live Boolean

system.

▪ Using Alphas and Stencils for detailing.

▪ Masking and PolyGroups for selection and

organization.

▪ Using ZRemesher for topology cleanup.

30
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3 Detailing and Texturing

▪ High-resolution sculpting, pores, wrinkles.

▪ Using Surface Noise and HD Geometry.

▪ Polypainting – Painting directly on models.

▪ UV Master – Creating UV maps inside ZBrush.

▪ Creating Normal, Displacement, and Ambient

Occlusion maps.

30

4 Rendering and Exporting

▪ BPR (Best Preview Render), Lighting setup.

▪ Compositing ZBrush Renders in Photoshop.

▪ Exporting models to Maya, Blender, Unreal, or

Unity.

▪ Creating a Turntable Presentation and Portfolio

Shots.

▪ Final Project – Fully sculpted and textured creature

or character.

30

Course Outcomes:

1. Students will demonstrate proficiency in digital sculpting using ZBrush.

2. Students will create detailed organic and hard-surface models for production.

3. Students will prepare texture and normal map exports for use in game or film

pipelines.

4. Students will build a personal portfolio with turntable renders and presentation

sheets.

5. Students will understand industry workflows and standards in character and

creature creation.

Course Outcomes – Program Outcomes Mapping Table:
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PO1 PO2 PO3 PO4 PO5 PO6 PO7 PO8 PSO1 PSO2 PSO3
CO1 L - M - H - - H M L -
CO2 - H - M - L - - H - M
CO3 - - L - - H H - M M -
CO4 M - H - - - L M - H -
CO5 H M - H L - - - L - M

Text Book:

1. ZBrush Character Creation: Advanced Digital Sculpting by Scott Spencer 2008 by

Sybex

Reference Books:

1. Digital Sculpting with Mudbox by Mike de la Flor & Bridgette Mongeon 2010 by Taylor

& Francis

2. ZBrush Digital Sculpting Human Anatomy by Scott Spencer 2010 by Sybex

Web Reference:

1. Pixologic ZBrush Docs

2. ZBrush Central Community

App Reference:

1. YouTube – Michael Pavlovich.

2. Skillshare – Digital Sculpting & ZBrush Courses.
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Syllabus Coverage from text /reference book & web/app reference:

Unit Chapter Numbers
1 Book 1 – Chapters 1–2 (ZBrush UI, Sculpting Basics)
2 Book 1 – Chapters 3–5 (Intermediate Modeling & Tools)
3 Book 1 – Chapters 6–7 (Detailing & Painting)
4 Book 1 + Web Docs – Exporting, Rendering, Portfolio Setup


	▪Sem: 5
	▪Course Objectives: Students will be able:
	Course Outcomes:
	Reference Books:
	Syllabus Coverage from text /reference book & web/

