
 

 

ZBrush Character Sculpting and Digital Art 

Professional Training Course 

 

Target Audience 

This course is designed for aspiring 3D artists, character designers, digital sculptors, 

game artists, animation professionals, and beginners who want to learn ZBrush 

from the ground up. It is ideal for individuals with little or no prior experience in 

digital sculpting who want to build professional skills in character creation, hard 

surface modeling, polypainting, rendering, and portfolio development for the 

gaming, film, animation, and entertainment industries. 

 

Course Outcomes 
• Understand the ZBrush interface and digital sculpting workflow 

• Create organic and hard surface models using industry-standard sculpting 

techniques 

• Use ZSpheres for character base mesh creation and retopology 

• Apply detailing techniques using alphas, brushes, and sculpting tools 

• Create and manage SubTools, Polygroups, and topology workflows 

• Develop hard surface assets using ZModeler and Live Boolean tools 

• Apply PolyPaint for character texturing and color development 

• Create hair and fur using FiberMesh 

• Use Dynamics for cloth and simulation-based modeling 

• Configure lighting and rendering using BPR 

• Build a complete game-ready or portfolio-ready character project 

• Create professional renders and presentation compositions 

 

Course Objectives 
• Introduce learners to ZBrush and professional digital sculpting workflows 

• Develop proficiency in organic sculpting and character creation techniques 

• Build strong foundations in topology, retopology, and mesh optimization 

• Train participants in hard surface modeling workflows within ZBrush 

• Enable learners to texture, render, and present their work professionally 

• Provide hands-on experience through a complete end-to-end character project 

• Reinforce industry best practices used in game and entertainment production 

• Prepare learners for professional opportunities in digital sculpting 

 

 



 

 

Course Outline 

The course comprises 32-hours of theory and labs and is divided into 12 different 

chapters. Each chapter will be followed by hands-on lab exercises to reinforce 

learning and gauge understanding of the topics covered. 
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