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An extensive guide to developing an exciting concept art career featuring advice and insights
from top industry professionals and studios.
This guidebook is built around four complex example projects with clear step-by-step
instructions followed by useful explanation, advice, and handy reference material. It is richly
illustrated with a friendly, informal writing style. If you want to get started fast using ZBrush for
games then this is the book for you. This book is for all digital artists or game developers who
want to create their own 3D sculptures in ZBrush. No experience with ZBrush is required – it's
suitable for complete beginners and intermediate users.
d'artiste: Character Modeling 3 presents the techniques of leading character modelers Jan-Bart
van Beek, Giovanni Nakpil, and Cesar Dacol Jr.
An extraordinary book looking into extraordinary minds! Simply incredible.
A step-by-step guide to digital painting in Photoshop that covers the fundamental aspects in an
accessible and comprehensive fashion.
Sculpt machines, environments, and creatures for your game development projects.
Beginner s Guide to Sculpting Characters in Clay is a comprehensive guide to traditional
sculpting tools, materials and techniques for beginners."
Getting Started in ZBrushAn Introduction to Digital Sculpting and IllustrationCRC Press

Get started on ZBrush with the updated edition of this valuable how-to Introducing
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ZBrush 4 helps you jump into this exciting drawing and sculpting software without fear.
Learn ZBrush basics inside and out and get comfortable sculpting in a digital
environment with this relaxed, friendly, and thorough guide. Master these practical
techniques and soon you'll be creating realistic, cartoon, and organic models with flair.
Introduces you to the latest version-ZBrush 4-software that lets you create digital art
with a fine-art feel, which you can transfer into Maya or other 3D applications Covers
painting, meshes, organic sculpting, hard surface sculpting, textures, lighting,
rendering, working with other 3D applications, and scripting Walks you through a series
of fun and engaging tutorials where you can start creating your own work, including
human, cartoon, and organic models Learn to create lush, beautiful digital art with
ZBrush and this detailed guide.
Why take months to learn every button in 3ds Max when you can create great visuals
with just a few key tools? Utilize the tool of choice, 3ds Max 2015, for generating
realistic environments, seamless CG effects, and jaw dropping games in a matter of
hours. You can use the memory-hogging methods that choke your display and take
forever to render, or you can get it done quickly and efficiently. Michael McCarthy offers
a goldmine of artistic inspiration, timesaving tips & tricks, and step-by-step
walkthroughs—you’ll wonder how you every got by without it! This new edition has been
completely revamped for 3ds Max 2015. Start animating today with detailed tutorials,
source files, bitmaps, and video demonstrations—all featured on the companion website.
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Explore the versatile modeling features of ZBrush and learn how traditional sculpting
techniques can be applied to 3D character creation.
A compilation of key chapters from the top Focal game art books available today - in
the areas of Max, Maya, Photoshop, and ZBrush. The chapters provide the CG Artist
with an excellent sampling of essential techniques that every 3D artist needs to create
stunning game art. Game artists will be able to master the modeling, rendering, rigging,
and texturing techniques they need - with advice from Focal's best and brightest
authors. Artists can learn hundreds of tips, tricks and shortcuts in Max, Maya,
Photoshop, ZBrush - all within the covers of one complete, inspiring reference.
Step into the creative minds of some of today's best ZBrush artists! ZBrush is the digital
sculpting and painting program used for animation, film, video, and computer games
that has revolutionized the 3D industry. The artists featured in this book use ZBrush to
create 3D models for some of the most prestigious studios in the industry such as
Disney, Weta Digital, Sony, Dreamworks, Blur and Digital Domain. SECRETS OF
ZBRUSH EXPERTS: TIPS, TECHNIQUES, AND INSIGHTS FOR USERS OF ALL
ABILITIES allows you the opportunity to look into the creative process of these
remarkable artists. Each chapter details the professional background of an individual
expert and includes techniques, insights, and resources followed by an image gallery
highlighting some of the artist's work, both personal and professional. The book
features a companion website that includes image galleries, motion graphics, tutorials,
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favorite Internet links, and free content. This book and web resource will provide
inspiration, insight, and practical advice for ZBrush artists of all abilities.
Step-by-step guides by industry experts reveal how to get professional results from the
revolutionary digital sculpting and painting software ZBrush.
If you want to take advantage of one of the hottest CG tools available, Introducing
ZBrush is the perfect place to start. Introducing ZBrush helps you jump into this exciting
drawing and sculpting software without fear. Learn ZBrush 3.1 basics inside and out
and get comfortable sculpting in a digital environment with this relaxed, friendly, and
thorough guide. Master these practical techniques and soon you'll be creating realistic,
cartoon, and organic models with flair. Introduces you to ZBrush 3.1, the sculpting
software that lets you create digital art with a fine-art feel, which you can transfer into
Maya or other 3D applications Covers painting, meshes, organic sculpting, hard surface
sculpting, textures, lighting, rendering, working with other 3D applications, and scripting
Walks you through a series of fun and engaging tutorials where you can start creating
your own work, including human, cartoon, and organic models Learn to create lush,
beautiful digital art with ZBrush and this detailed guide.
Pixologic ZBrush 4R8: A Comprehensive Guide book covers all features of ZBrush 4R8
in a simple, lucid, and comprehensive manner. It gives in-depth details of the concepts
and explains the usage and functions of ZBrush such as DynaMesh, NanoMesh,
ZRemesher, ZModeler, NanoMesh, and KeyShot renderer. In this edition, new features
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such as Gizmo 3D and the Live Boolean mode, which is used to generate boolean
results, have been explained. This book will unleash your creativity and transform your
imagination into reality, thus helping you create realistic 3D models. This book caters to
the needs of both the novice and advanced users of ZBrush 4R8 and is ideally suited
for learning at your convenience and at your pace. Salient Features: Consists of 12
chapters and 1 project that are organized in a pedagogical sequence covering various
aspects of modeling, texturing, lighting, and animation. The author has followed the
tutorial approach to explain various concepts of modeling, texturing, lighting, and
animation. The first page of every chapter summarizes the topics that will be covered in
it. Step-by-step instructions that guide the users through the learning process.
Additional information is provided throughout the book in the form of notes and tips. SelfEvaluation test and Review Questions are given at the end of each chapter so that the
users can assess their knowledge. Table of Contents Chapter 1: Exploring ZBrush
Interface Chapter 2: Sculpting Brushes Chapter 3: Introduction to Digital Sculpting
Chapter 4: SubTools and FiberMesh Chapter 5: ZSpheres Chapter 6: DynaMesh,
NanoMesh, and ZRemesher Chapter 7: ShadowBox Chapter 8: Materials in ZBrush
Chapter 9: Texturing in ZBrush Chapter 10: UV Master Chapter 11: Lighting Chapter
12: Rendering Project 1: Cartoon Character Modeling Index
Pixologic ZBrush 2020: A Comprehensive Guide covers all features of ZBrush 2020 in
a simple, lucid, and comprehensive manner. It gives in-depth details of the concepts
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and explains the usage and tools of ZBrush such as DynaMesh, NanoMesh,
ZRemesher, ZModeler, NanoMesh, and KeyShot renderer. This book will unleash your
creativity and transform your imagination into reality, thus helping you create realistic
3D models. In this edition, the author has provided detailed explanation of some new
and enhanced concepts such as CamView and Spotlight. Moreover, new sculpting
brushes like XTractor and HistoryRecall have been covered. Additionally, the concepts
like Array, ZPlugin, and FiberMesh are explained with the help of step by step
instructions. Salient Features Consists of 12 chapters & 1 project that are organized in
a pedagogical sequence. Covers all aspects such as modeling, texturing, lighting, &
animation in ZBrush. Tutorial approach to explain the concepts and usage of tools. First
page of every chapter summarizes the topics that are covered in the chapter. Additional
information is provided throughout the book in the form of notes and tips. SelfEvaluation test & Review Questions at the end of each chapter so that the users can
assess their knowledge. Table of Contents Chapter 1: Exploring ZBrush Interface
Chapter 2: Sculpting Brushes Chapter 3: Introduction to Digital Sculpting Chapter 4:
SubTools and FiberMesh Chapter 5: ZSpheres Chapter 6: DynaMesh, NanoMesh, and
ZRemesher Chapter 7: ShadowBox Chapter 8: Materials in ZBrush Chapter 9:
Texturing in ZBrush Chapter 10: UV Master Chapter 11: Lighting Chapter 12:
Rendering Project 1: Cartoon Character Modeling Index
Model, texture and animate with Cinema 4D 11 using the techniques and tips provided
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in Cinema 4D 11 Workshop. Starting with all of the basic concepts, functions, and tools
- follow along to the workshop tutorials that deliver a hands-on knowledge of the new
R11 toolset as well as the returning advanced features. The companion website
provides all of the required tutorial media from the projects in the book so that you
create your own working models and animations.
ZBrush's popularity is exploding giving more CG artists the power to create stunning
digital art with a distinctively fine art feel. ZBrush Character Creation: Advanced Digital
Sculpting is the must-have guide to creating highly detailed, lush, organic models using
the revolutionary ZBrush software. Digital sculptor Scott Spencer guides you through
the full array of ZBrush tools, including brushes, textures and detailing. With a focus on
both the artistry and the technical know-how, you'll learn how to apply traditional
sculpting and painting techniques to 3D art while uncovering the "why" behind the
"how" for each step. You'll gain inspiration and insight from the beautiful full-color
illustrations and professional tips from experienced ZBrush artists included in the book.
And, above all, you'll have a solid understanding of how applying time-honored artistic
methods to your workflow can turn ordinary digital art into breathtaking digital
masterpieces.
Pixologic ZBrush 2021: A Comprehensive Guide book covers all features of ZBrush
2021 in a simple, lucid, and comprehensive manner. It provides in-depth details of the
concepts and explains the usage and tools of ZBrush such as DynaMesh, NanoMesh,
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ZRemesher, ZModeler, NanoMesh, and KeyShot renderer. This book will unleash your
creativity and transform your imagination into reality, thus helping you create realistic
3D models. This book caters to the needs of both the novice and advanced users of
ZBrush 2021 and is ideally suited for learning at your convenience and pace. In this
edition, cloth brushes and various other new brushes such as History, Recall, Hatch,
and so on have also been explained with the help of suitable examples for the readers
to enhance their skills. In addition, a new chapter on Dynamics describing in detail the
realistic cloth simulation and fiber mesh simulation has been added to make this book
an ideal resource for the ZBrush users. Salient Features Consists of 13 chapters & 1
project that are organized in a pedagogical sequence. Covers all aspects such as
modeling, texturing, lighting, & animation in ZBrush. Tutorial approach to explain the
concepts and usage of tools. First page of every chapter summarizes the topics that are
covered in the chapter. Step-by-step instructions to guide the users through the
learning process. Additional information is provided throughout the book in the form of
notes and tips. Self-Evaluation test & Review Questions at the end of each chapter so
that the users can assess their knowledge. Table of Contents Chapter 1: Exploring
ZBrush Interface (Enhanced) Chapter 2: Sculpting Brushes (Enhanced) Chapter 3:
Introduction to Digital Sculpting (Enhanced) Chapter 4: SubTools and FiberMesh
Chapter 5: ZSpheres Chapter 6: DynaMesh, NanoMesh, and ZRemesher Chapter 7:
ShadowBox Chapter 8: Materials in ZBrush Chapter 9: Texturing in ZBrush Chapter 10:
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UV Master Chapter 11: Lighting Chapter 12: Rendering (Enhanced) Chapter 13:
Dynamics (New) Project 1: Cartoon Character Model with a Background Scene Index
Learn ZBrush inside and out with this updated newedition Get totally comfortable
sculpting in a digital environment withthe latest edition of this bestselling beginner's
guide to ZBrush.Fully updated for the newest version of the software, ZBrush 4R3,this
book dispels any fears you might have about the difficulty ofusing ZBrush and soon has
you creating realistic, cartoon, andorganic models with flair. Learn all the essentials, as
youcomplete fun tutorials on painting, meshes, organic scripting, hardsurface sculpting,
lighting, rendering, and more. Introduces you to ZBrush, the sculpting software that lets
youcreate digital art with a fine-art feel, which you can transferinto Maya or other 3D
applications Covers painting, meshes, organic sculpting, hard surfacesculpting,
textures, lighting, rendering, working with other 3Dapplications, and scripting Walks you
through a series of fun and engaging tutorials whereyou can start creating your own
work, including human, cartoon, andorganic models Fully updated for the newest
version of ZBrush, ZBrush 4R3,including full coverage of its robust rendering tools
Includes a DVD with helpful video examples and files to helpyou complete the tutorials
Design remarkably realistic creatures, people, and objects withZBrush and the new
edition of this top-selling guide. The DVD is not included as part of the e-book file, but
isavailable for download after purchase.
Beginner's Guide to ZBrush is an essential resource for newcomers to this powerful
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software, packed with detailed instructions and tutorials.
Essential ZBrush offers a detailed overview of the popular digital sculpting tool as well
as a guide to mastering digital sculpting. From the basics of ZBrush to the creation of a
number of models that demonstrate hard surface sculpting, realisitic organic sculpting,
and environmental sculpting, this book provides readers with the tools to produce highquality digital sculpts. With this text, the reader will explore the various ZBrush palettes,
brushes, and settings, and learn how to customize the interface; discover how to create
a base mesh using ZSpheres; find out how to use normal and displacement maps in
both 3ds Max and Maya; understand the importance of properly posing your models;
explore a variety of production-tested pipelines and workflows; learn how to create and
apply materials to your models. Includes companion DVD with more than 3 hours of
video tutorials showing how to model and texture the image shown on the front cover! It
also contains full-color versions of the images in the book.
Embark on your sketching journey with 3dtotal's inspirational Beginner's Guide to
Sketching: Characters, Creatures and Concepts.
Teaches how to use Maya to create three-dimensional animation projects, including focusing
on such topics as lighting, modeling, and character skinning.
The Beginner's Guide series returns to focus on character creation in Autodesk's industry
leading 3D animation software, Maya.
Zero in on the most cutting-edge trend in creature design forfilm and games: ZBrush! ZBrush
allows you to develop a creature for film and games inrealistic, 3D format. With this book, you
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will learn how to createa unique creature from start to finish and search for and repairany
foreseeable problems. Clear instructions guide you throughusing Photoshop in combination
with ZBrush to finely render acreature so you can see how it will appear on screen.
ExperiencedZBrush author and designer Scott Spencer shows you how to startwith your
concept in ZBrush as a preliminary digital model and thenfurther refine it in Photoshop in order
to fabricate ahyperrealistic image. Guides you through artistic concepts to visualize
yourcreature Walks you through the process of conceptualizing a creature inZBrush Details
techniques for using Photoshop to refine yourdesign Encourages you to use ZBrush as a
sculpting and designing tooland then use Photoshop as a painting and finishing tool ZBrush
Creature Design helps you bring your creatureconcepts to life.
Getting Started in ZBrush is a gentle introduction to ZBrush, today’s premier digital sculpting
program. Beginning with the fundamentals of digital sculpting as well as a thorough
introduction to the user interface, Getting Started in ZBrush will have you creating a variety of
professional-level 3D models in no-time. More than just another button-pushing manual, this
comprehensive guide is packed with start-to-finish projects that ease you into the workflow of
the program, while at the same time providing tips and tricks that will allow you to achieve
certain tasks much more quickly. After progressing through the tutorials, you will be shown how
to customize brushes, materials, scripts, and the interface so that you can utilize these tools to
their full advantage. Special consideration is given to ZBrush’s integration plug-ins with Maya
and 3ds Max, allowing you to properly import and export your models in all programs.
Texturing, painting, mapping, decimation, baking, and topology are also fully covered so your
Zbrush creations can come to life without sacrificing that high-resolution look. Ease your way
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into this complex subject with this straight-forward approach to ZBrush Perfect your technique
with step-by-step tutorials that allow you to create high res models from start to finish. Expand
your knowledge by visiting the companion website, which features video demonstrations,
project files, texture and model files, scripts, customized menus, brushes, and additional
resources.
Professional modeling is the foundation of every aspect of the 3D production pipeline and is
essential to the success of any 3D computer graphics project. [digital] Modeling is unlike any
other modeling book you’ve seen—it gets to the core of what it takes to create efficient
production-ready models and demystifies the process of producing realistic and jaw-dropping
graphics. Taking a software-neutral approach, it teaches you the essential skills and concepts
that you can apply to modeling in any industry 3D software, such as 3ds Max, LightWave 3D,
Maya, Modo, Silo, XSI, ZBrush and other leading programs. Modelers, animators, texture
artists, and technical directors can all benefit from the valuable information covered in this jampacked guide containing years of industry knowledge. Simply put, if you work in 3D, you must
have this book. In this inspiring and informative guide to modeling, industry veteran William
Vaughan teaches you how to: Master modeling techniques to produce professional results in
any 3D application Use the tools of a professional digital modeler Control your models polygoncount as well as polygon-flow Create both organic and hard surface models Understand a
modeler’s role in a production environment Gain the knowledge to land a job in the industry as
a digital modeler Model using specific tools such as LightWave and 3ds Max in over 6 hours of
video training in the accompanying downloadable lesson files (see below for details) And much
more! All of Peachpit's eBooks contain the same content as the print edition. You will find a link
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in the last few pages of your eBook that directs you to the media files. Helpful tips: If you are
able to search the book, search for "Where are the lesson files?" Go to the very last page of
the book and scroll backwards. You will need a web-enabled device or computer in order to
access the media files that accompany this ebook. Entering the URL supplied into a computer
with web access will allow you to get to the files. Depending on your device, it is possible that
your display settings will cut off part of the URL. To make sure this is not the case, try reducing
your font size and turning your device to a landscape view. This should cause the full URL to
appear.
They say money isn’t important, but they’re lying. They’re making a fool of you. They don’t
want you to reach the bottom. They just want you to scrape the dirt above. They mislead you.
They don’t let you see through the bottom. They don’t want you to get your hands on the oil
and minerals. They absorb everything and persuade you with tempting and attractive things.
This is a book about making money from scratch. This book will teach the methods and secrets
of earning millions, as well as how the rich become rich and the poor remain poor. This is a
comprehensive guide on how to earn money without any investment. A guide for people with
nothing in their pockets. This book covers both the beginner earning process and the multiplier
method. This book will show you how to save money and multiply it exponentially.
Delve into the world of digital painting on an iPad with step-by-step tutorials, hints, and tips
from professional artists.
Create believable CG character models with this unique book and DVD package. The stunning
color images show just what you can achieve, and the detailed step-by-step tutorials show
exactly how to achieve them. Every technique and tip is backed up with practical tutorials,
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using the models, textures and video on the companion DVD to offer a crash course to this
vital skill. Jason Patnode takes you from low to high-resolution modeling - helping you span the
gap between game and film industry skills. Based on Maya 2008 and ZBrush 3.0. You'll learn:
Pipeline and modeling guidelines . Overview of Maya . Introduction to ZBrush modeling .
Concept art . Anatomy . Creating a video game character . Creating a hyper-real character .
Creating a photo-real character . UVs and texturing . How to create a demo reel
What happens to amusement park rides once they are put into storage or destroyed? They are
magically transported to a place known as Amusement Park Between, a park that coexists
within any other and is only accessible by those who are of its blood. There are no limits and
no humans. The only residents are the rides. However, they are much different from our kind.
Amusement Park Between’s rides are alive, having both the characteristics of man and beast.
Amusement Park Between was once merry and joyous, but for the past several years, it has
spiraled into turmoil. An evil tyrant known as Ironwheel has taken control, casting a dark
shadow over Amusement Park Between, his evil intentions endangering both their world and
our own. The rides’ only hope is the key to their prophecy: the red will defeat the black. That
particular key is the only ride that was created differently: Railrunner, the red roller coaster.
This is his story.
Tips and techniques for bringing reality and creativity to your game characters and art As video
games evolve, the bar moves ever higher for realism, one of the most challenging artistic
frontiers is creating realistic human characters. In ZBrush Studio Projects: Realistic Game
Characters, ZBrush expert Ryan Kingslien zeroes in on specific areas of concern for game
creation: human body style, faces, skin texturing, clothing, shoes, weaponry, and putting your
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character into a game environment. Throughout the book Ryan offers tips and insights that
provide readers with the depth and breadth they need to bring reality and creativity to their
game characters and art. Projects start from the beginning, just as they do in the studio, with
the author to guide you step by step through attributes and tools. Projects encompass multiple
disciplines to obtain finished, professional results.Although some step by step explanations are
given, projects serve more as a guide for readers to complete their own version of the project.
Each project comes with support files to validate results Covers one of the most unique
challenges for game artists -- sculpting realistic and moveable human characters for a game
environment Brings you up to speed on ZBrush, the top digital sculpting tool used to create
characters and props in such games as Rock Band and World of Warcraft Covers body style,
faces, skin texturing, clothing, shoes, weaponry, and how to put your character into a game
environment Provides in-depth techniques and tips for everyone from aspiring digital sculptors
to high-level professional ZBrush artists Includes a DVD with supporting files from the projects
in the book, as well as videos that illustrate concepts Build the next game-winning action
character with ZBrush and this professional guide! Note: CD-ROM/DVD and other
supplementary materials are not included as part of eBook file.
Cg is a complete programming environment for the fast creation of special effects and realtime cinematic quality experiences on multiple platforms. This text provides a guide to the Cg
graphics language.
Learn to work effectively and creatively with all versions of ZBrush! ZBrush is used by top
artists in Hollywood to model and sculpt characters in such films as Avatar, Iron Man, and
Pirates of the Caribbean. In addition, this amazing technology is also used in jewelry design,
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forensic science, aerospace, video games, toy creation, and the medical field. Written by
Pixologic's in-house ZBrush expert Paul Gaboury, this full-color, beautifully illustrated guide
provides you with the ultimate tips and tricks to maximize your use of all versions of ZBrush.
Reveals numerous little-known tips and tricks that exist within ZBrush, but often go unexploited
Shares an abundance of helpful techniques and insights that the author has acquired from
years of helping professional artists in various industries Offers dozens of version-neutral
solutions and shortcuts in areas such as sculpting, texturing, posing, rendering, and more
Features "Artist Spotlights" from several ZBrush experts, offering their how-to's for using the
feature-rich software in today's studios Improve your productivity and quality of work with this
helpful, easy-to-understand resource.
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