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    Pixologic ZBrush 4R7


    Pixologic ZBrush 4R7 is a powerful modeling and sculpting software developed by Pixologic Inc. This software is used for developing highly detailed characters for movies, games, and digital design projects.


     


    Pixologic ZBrush 4R7: A Comprehensive Guide textbook covers all features of ZBrush 4R7 in a simple, lucid, and comprehensive manner. It gives in-depth details of the concepts and explains the usage and functions of the most commonly used tools of ZBrush. In this edition, new feature such as, ZModeler, NanoMesh, and KeyShot renderer have been added. This textbook will unleash your creativity and transform your imagination into reality, thus helping you create realistic 3D models. This textbook caters to the needs of both the novice and advanced users of ZBrush 4R6 and is ideally suited for learning at your convenience and at your pace.


     


    The salient features of this textbook are as follows:


     


    • Tutorial Approach


    The author has adopted the tutorial point-of-view and the learn-by-doing approach throughout the textbook. This approach will guide the users through the process of creating the models, adding textures to them, and animating them in the tutorials.


     


    • Real-World Models as Projects


    The author has used about 24 real-world sculpting and modeling projects as tutorials in this textbook. This will enable the readers to relate the tutorials to the real-world models in the animation industry. In addition, there are about 20 exercises that are also based on the real-world modeling projects.


     


    • Tips and Notes


    Additional information related to various topics is provided to the users in the form of tips and notes.


     


    • Learning Objectives


    The first page of every chapter summarizes the topics that are covered in the chapter. This will help the users to easily refer to a topic.


     


    • Self-Evaluation Test, Review Questions, and Exercises


    Every chapter ends with Self-Evaluation Test so that the users can assess their knowledge of the chapter. The answers to Self-Evaluation Test are given at the end of the chapter. Also, the Review Questions and Exercises are given at the end of each chapter and they can be used by the Instructors as test questions and exercises.


     


    • Heavily Illustrated Text


    The text in this book is heavily illustrated with about 550 diagrams and screen captures.


     


    Symbols Used in the Text


     


    Note


    The author has provided additional information to the users about the topic being discussed in the form of notes.


     


    Tip


    Special information and techniques are provided in the form of tips that helps in increasing the efficiency of the users.


     


    This symbol indicates that the command or tool being discussed is new.


    This symbol indicates that the command or tool being discussed has been enhanced in the current release.


    Formatting Conventions Used in the Text



    Please refer to the following list for the formatting conventions used in this textbook.


    
      
        • Names of palettes, subpalettes, buttons, sliders, and areas are written in boldface.

        



        • Names of dialog boxes and the check boxes are written in boldface.


         


        • Names of the files are italicized.


        •  

      


      
        Example: The Tool palette, the Geometry subpalette, the Load Tool button, the SDiv slider, and the DynaMesh area.


         


        Example: The Projection Master dialog box, the Fade check box.


         


        Example: c08tut3start.ZTL


         

      

    


     


     


    Naming Conventions Used in the Text


     


    Flyout


    A flyout is a menu that contains the tools having similar type of functions. Figure 1 shows the flyout displayed on choosing the Current Brush button.





    Palettes


    The palettes consist of tools and settings that are used to perform different tasks in ZBrush. Each palette is dedicated to a single set of related features. For instance, the Color palette consists of different buttons and sliders that are used to select solid and gradient colors for filling the canvas or an object. Figures 2 and 3 show the Color and File palettes, respectively.


     


    
      [image: C01SC0025_4r7.tif]


      
        Figure 1 The flyout displayed on choosing the Current Brush button
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Figure 2 The Color palette
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Figure 3 The File palette



    


     


    Subpalettes


    The subpalettes are the menus inside each palette containing different settings which are used for sculpting and modeling. Figure 4 shows the Geometry subpalette located in the Tool palette and Figure 5 shows the UV Master subpalette located in the ZPlugin palette.
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Figure 4 The Geometry subpalette
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Figure 5 The UV Master subpalette



    


     


    Free Companion Website


    It has been our constant endeavor to provide you the best textbooks and services at affordable price. In this endeavor, we have come out with a Free Companion Website that will facilitate the process of teaching and learning of Pixologic ZBrush 4R7. If you purchase this textbook, you will get access to the files on the Companion website.


     


    The following resources are available for the faculty and students in this website:


     


    Faculty Resources


     


    • Technical Support


    You can get online technical support by contacting techsupport@cadcim.com.


     


    • Instructor Guide


    Solutions to all review questions and exercises in the textbook are provided in this guide to help the faculty members test the skills of the students.


     


    • PowerPoint Presentations


    The contents of the book are arranged in PowerPoint slides that can be used by the faculty for their lectures.


     


    • ZBrush Files


    The ZBrush files used in tutorials and exercises are available for free download.


    • Final Output


    If you do an exercise or tutorial, you can compare your final output with the one provided in the CADCIM website.


     


    • Additional Resources


    You can access additional learning resources by visiting http://zbrushexperts.blogspot.com and http:/youtube.com/cadcimtech.


     


    • Colored Images


    You can download the PDF file containing color images of the screenshots used in this textbook from the CADCIM website.


     


    Student Resources


     


    • Technical Support


    You can get online technical support by contacting techsupport@cadcim.com.


     


    • ZBrush Files


    The ZBrush files used in tutorials and exercises are available for free download.


     


    • Final Output


    If you do an exercise or tutorial, you can compare your final output with the one provided in the CADCIM website.


     


    • Additional Resources


    You can access additional learning resources by visiting http://zbrushexperts.blogspot.com and http://youtube.com/cadcimtech.


     


    • Colored Images


    You can download the PDF file containing color images of the screenshots used in this textbook from the CADCIM website.


     


    If you face any problem in accessing these files, please contact the publisher at sales@cadcim.com or the author at stickoo@purduecal.edu or tickoo525@gmail.com.


    Stay Connected


    You can now stay connected with us through Facebook and Twitter to get the latest information about our textbooks, videos, and teaching/learning resources. To get such updates, follow us on Facebook (www.facebook.com/cadcim) and Twitter (@cadcimtech). You can also subscribe to our YouTube channel (www.youtube.com/cadcimtech) to get the information about our latest video tutorials.


    


  
     


     


     


     


     


     


    Chapter 1


     


     


     


     Exploring ZBrush Interface


     


    


    Learning Objectives


    After completing this chapter, you will be able to:


    • Explore the ZBrush 4R7 interface


    • Work with various tools available in the ZBrush interface


    • Open and save a ZTool and ZDocument




    INTRODUCTION TO Pixologic Zbrush 4R7


    ZBrush is a modeling and sculpting software used to create realistic 3D models. It was developed by Pixologic Inc. in the year 1999. It has a unique blend of 2D, 2.5D, and 3D features. ZBrush consists of different tools that enable you to create or import 3D models, and then add high level details to them. This software enables you to sculpt on high resolution models that consist of millions of polygons. ZBrush is used by all the major animation studios worldwide. It has been used in the movies such as 300, Pirates of the Caribbean, Avatar, Hulk, and so on. ZBrush 4R7 is compatible with different 3D software applications such as Maya, 3ds Max, CINEMA 4D, and Modo. Although ZBrush is a vast software to deal with, yet all the major tools available in ZBrush 4R7 are discussed in this textbook. In this chapter, you will learn about the ZBrush interface.


     


    starting Zbrush 4R7


    To start ZBrush 4R7, choose the Start button on the taskbar; the Start menu will be displayed. Next, choose All Programs > Pixologic > ZBrush 4R7 > ZBrush 4R7 from the Start menu, as shown in Figure 1-1; the default ZBrush interface will be displayed with its various components, as shown in Figure 1-2.
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        Figure 1-1 Starting Pixologic ZBrush 4R7 from the Start menu
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        Figure 1-2 The default ZBrush 4R7 interface

      

    


     


    Alternatively, you can start ZBrush 4R7 by double-clicking on its shortcut icon displayed on the desktop. This icon is automatically created on installing ZBrush 4R7 on your computer.


     


    Exploring the Zbrush 4R7 interface


    ZBrush interface consists of components such as title bar, palettes, shelves, trays, and canvas. When you start ZBrush 4R7 for the first time, the default interface will display various components of ZBrush 4R7, refer to Figure 1-3. These components are discussed next.


     


    Title Bar


    The title bar is located on the top of the ZBrush screen. In the title bar, various information such as version number, hardware ID, and memory usage is displayed on the left, refer to Figure 1-4. Besides this, the QuickSave button and the See-through slider are also present in the title bar. The QuickSave button is used to save the different stages of a file sequentially. These files can be accessed from the QuickSave tab of the LightBox browser. The See-through slider is used to increase or decrease the transparency in the ZBrush interface so that you can view the background screen. This slider makes it convenient for you to view the reference images in the background without importing a reference image or toggling back and forth between the image and interface. For example, if you are following the steps of a tutorial of ZBrush, then you can view these steps in the background and follow the instructions with ease.


     


    On the right side of the title bar, various buttons are displayed, as shown in Figure 1-5. The Menus button is used to toggle the display of the palettes. The DefaultZScript button is used to run the default scripting language present in ZBrush if it has been edited. The Load Previous User Interface Colors, Load Next User Interface Colors, Load Previous User Interface Layout, and Load Next User Interface Layout buttons are used to change the color and the layout of the screen, respectively. These presets enable you to customize the ZBrush screen.
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        Figure 1-3 Various components of the ZBrush 4R7 interface displayed

      

    


    



    
      
        


      


      [image: C01SC0047.tif]

    


     


    
      
        Figure 1-4 Partial view of the left side of the title bar
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     Figure 1-5 Partial view of the title bar (right side)


    Canvas


    The canvas is the drawing area where you can sculpt or create 3D models. It covers most of the area of the ZBrush interface, refer to Figure 1-3. The 3D models created can be saved as 2D illustrations. A 2D illustration is called ZBrush document and is saved in the ZBR format. The 3D models are called ZBrush tools and are saved in the ZTL format.


     


    Palettes


    Palettes are located below the title bar. They are organized alphabetically, starting from the Alpha palette and ending at the Zscript palette, refer to Figure 1-6. These palettes are discussed next.
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        Figure 1-6 The palettes

      

    


     


    Alpha


    The Alpha palette consists of various grey scale images known as alphas. Alphas are available in different patterns. They determine the shape of the brush used in painting and sculpting. This palette also contains different subpalettes that are used to modify the alpha images as required.


     


    Brush


    The Brush palette consists of different types of 3D sculpting brushes. Besides this, it has different subpalettes that are used to modify the brush settings. The Standard brush is the default sculpting brush in ZBrush.


     


    
      
        

      


      
        Tip


        You can change the size of the brush by using the [ and ] keys. The [ key is used to reduce the size of the brush tip while the ] key is used to increase the size of the brush tip.


         

      

    


     


    Color


    The Color palette consists of different buttons and sliders that are used to select solid and gradient colors for filling the canvas or an object.


     


    Document


    The options in the Document palette are used to open, import, export, resize, and save a ZBrush document. A ZBrush document is a 2D illustration and is saved in the ZBR format. If you save a 3D object using the Document palette, it will be converted into a 2D illustration and cannot be edited further. You can also import a Photoshop file using the Document palette.


     


    Draw


    The Draw palette consists of different options that can be used to modify the settings of the 3D as well as 2D sculpting brushes. These options enable you to change the size, focal shift, and intensity of the brush stroke. In addition to this, these options help you to determine whether a sculpting brush will raise the surface of an object or push it in.


     


    Edit


    The Edit palette consists of options that enable you to undo or redo the modifications made in ZBrush. Alternatively, you can press CTRL+Z to undo an operation and CTRL+SHIFT+Z to redo an operation.


     


    File


    The options in the File palette are used to open and save a ZBrush project. A ZBrush project is a combination of different files. If you save a 3D model using the Save As button in the File palette, its 2D illustration, Zscript, materials, alphas, and different textures will be saved along with the 3D model. You can also save multiple 3D models in a ZBrush project. The models are saved in the .ZPR format.


     


    Note


    A ZBrush document is a still 2D image that can be used as an illustration. Therefore, if you save a 3D model as a document, you will not be able to edit it further in the 3D space. To avoid this, you should always save your 3D work using the options available in the Tool palette. In ZBrush, a 3D model is referred as ZTool. A ZBrush project contains a ZTool as well as its 2D illustration. A ZBrush project can save multiple ZTools simultaneously. However, it is not recommended to save multiple ZTools in a single ZBrush project as it results in a bigger file size which takes more system resources and slows down the system.


     


    Layer


    The Layer palette enables you to work in 16 different layers. Each layer represents a separate canvas. You can merge different layers into a single ZBrush document.


     


    Light


    The Light palette consists of different types of lights that can be used to light up a scene. Besides this, the Light palette also contains different subpalettes that are used to modify light settings in a scene.


     


    Macro


    The different options in the Macro palette are used to record the series of actions performed in ZBrush. Instead of repeating the same actions again and again, you can save different actions in a macro. The recorded macro can be loaded whenever required.


     


    Marker


    The Marker palette stores information about the orientation, colors, brush strokes, and position of the ZTools modeled by you. You can redraw a model by using the properties stored in the Marker palette.


     


    Material


    The Material palette consists of a library of different materials that can be applied to an object to give it an appearance of different materials such as glass, silver, water, gold, chrome, and so on. This palette also enables you to modify the settings in the materials as required.


     


    Movie


    The options in the Movie palette are used to record small movies from the canvas. These movies can be used for illustrating your workflow to other users.


     


    Picker


    The options in the Picker palette are used to pick information such as color, orientation, depth, and so on from the canvas.


     


    Preferences


    The options in the Preferences palette are used to customize the ZBrush interface and its behavior. Using these option, you can restore the default interface of ZBrush after making any changes in the interface, load and save hot keys, change the color and layout of the ZBrush interface, and record the ZScript automatically.


     


    Render


    The Render palette consists of options that are used to render a scene. When you render a scene, the rendered output of the scene will be displayed in the canvas instead of a separate window.


     


    Stencil


    The options in the Stencil palette are used to create patterns with different shapes. A stencil is used to mark out the areas where strokes will be applied. An alpha can be converted into a stencil by choosing the Make St button in the Transfer subpalette of the Alpha palette, refer to Figure 1-7.
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    Figure 1-7 The Make St button in the Transfer subpalette



    



    Stroke


    The Stroke palette consists of options that determine the strength and behavior of brush strokes on the canvas.


     


    Texture


    The options in the Texture palette help in applying textures to an object. Textures are the 2D images and can be created in ZBrush or can be imported from other sources.


     


    Tool


    The Tool palette is one of the most important palettes in ZBrush. It consists of various buttons that are used to open, save, import, and export ZTools. In addition to this, it contains a library of inbuilt 3D primitives, ZTools, and 2.5D brushes. When you choose the Current Tool button from the Tool palette, a flyout will be displayed, as shown in Figure 1-8.
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     Figure 1-8 The flyout displayed on choosing the Current Tool button from the Tool palette


    



    This flyout is divided into three areas namely, Quick Pick, 3D Meshes, and 2.5D Brushes. The Quick Pick area stores a library of 3D primitives and 2.5D brushes that were used recently. The 3D Meshes area contains a library of default 3D models in ZBrush. It also contains primitive 3D objects such as sphere, cube, rectangle, cone, and so on. You can select any one of these 3D primitives and draw it in the canvas by pressing and holding the left mouse button and then dragging the cursor in the canvas area.


     


    The third area of the Tool palette is 2.5D Brushes. It consists of a library of brushes that are used to add detail to a 2D illustration. The options in the Tool palette will be discussed in depth in the later chapters.


     


    Note


    If you use a 2.5D brush on a 3D object, the object will be converted into a 2.5D illustration.


     


    Transform


    The Transform palette consists of different buttons and sliders that are used in modeling, positioning, scaling, rotating, and editing 3D objects.


     


    Zplugin


    The options in the Zplugin palette are used to access different ZBrush plug-ins that are installed on the computer.


     


    Zscript


    ZBrush has an in-built scripting language known as Zscript. ZScripts can be loaded by using the options in the Zscript palette.


     


    Trays


    Trays are the areas on the ZBrush interface in which you can store different palettes and buttons. The trays are located on the left, right, and bottom of the canvas. By default, the Tool palette is docked in the right tray. The left and right trays can be opened or closed by clicking on the arrows adjacent to the left and right shelves. The bottom tray can be opened and closed by double-clicking on the arrow keys below the canvas.


     


    Shelves


    Shelves are the areas that contain the most commonly used buttons and controls. The shelves can be classified into top, left, and right shelves. These shelves are discussed next.


     


    Top Shelf


    The top shelf is located below the palettes. It consists of different buttons and sliders, as shown in Figure 1-9. The buttons and sliders in the top shelf are discussed next.
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        Figure 1-9 The top shelf

      

    


     


    Projection Master


    The Projection Master is a unique feature of ZBrush. It is mainly used in texturing, deforming, and coloring the 3D models. When the Projection Master button is chosen from the top shelf, the brush switches to the painting mode and the 3D object is converted into a 2.5D illustration temporarily. Alternatively, this button can be chosen by pressing the G key. The Projection Master will be discussed in detail in later chapters.


     


    LightBox


    On choosing the LightBox button, the LightBox browser that contains a library of ZBrush documents, ZTools, ZBrush projects, brushes, alphas, textures, materials, and so on will be displayed, refer to Figure 1-10. All ZBrush files can be easily accessed by using the LightBox browser, without navigating through different folders on your system. The browser also contains a library of default 3D models which can be modified, as required.
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        Figure 1-10 The LightBox browser

      

    


    


    QuickSketch


    The QuickSketch feature allows you to draw 2D sketches in the same way as you draw on a piece of paper. With the help of this feature, you can create 2D sketches inside ZBrush. In order to activate this feature, choose the QuickSketch button from the top shelf. On doing so, a gray canvas along with a brush is displayed. In the canvas, the symmetry in X-axis will be activated by default, which allows you to draw symmetrical sketches, refer to Figure 1-11. If you want to turn off the symmetry, press X. To quit the QuickSketch mode, choose the Init ZBrush button from the Preferences palette; the INITIALIZE ZBRUSH? message box will be displayed. Choose the Yes button from this message box; the default ZBrush interface will be restored.
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     Figure 1-11 A symmetrical sketch created in the QuickSketch mode


    Edit


    The Edit button is used to enable the sculpting brushes so that you can add details to a 3D model. Whenever a 3D primitive is created in the canvas, you need to choose the Edit button from the top shelf. If this button is not chosen, ZBrush will remain in paint mode and dragging the cursor on the canvas will simply place copies of 3D objects in it, refer to Figure 1-12. To make changes in a 3D model, you need to make sure that the Edit button is chosen.
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     Figure 1-12 Copies of the 3D objects placed in the canvas


    



    Draw


    The Draw button allows you to draw a 3D object by first choosing a 3D model from the Tool palette and then dragging the cursor in the canvas. It allows you to sculpt 3D objects when the Edit button is chosen. However, if the Edit button is not chosen, dragging the cursor on the canvas will simply place copies of 3D objects in it.


     


    Move, Scale, and Rotate


    The Move, Scale, and Rotate buttons are used to, respectively position, scale, and rotate the 3D object in the canvas. The Move, Scale, and Rotate buttons can also be invoked by pressing the W, E, and R, keys, respectively. When any of these buttons is chosen, and the Edit button is not chosen, then a gyro parallel to the canvas will appear, as shown in Figure 1-13. If you want to move the object around the canvas, choose the Move button and then drag the cursor on the area inside the gyro. For scaling the object uniformly, choose the Scale button, and then drag the cursor on the canvas. For scaling the object vertically, drag the cursor on the pink arc on the gyro vertically. For scaling the object horizontally, drag the cursor on the cyan arc horizontally, as shown in Figure 1-14. For rotating the object freely by using the Rotate button, drag the cursor on the area within the gyro but not on the rings. Ondoing so, the orientation of gyro will change, as shown in Figure 1-15.  


     


    
      
        


      


      [image: C01SC0019.tif]

    


     Figure 1-13 Gyro displayed on choosing the Move button


    



    



     


    If you choose the Move button when the Edit button is chosen, only the vertices of the object will move and not the entire object.
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      Figure 1-14 The vertical and horizontal scaling using gyro
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        Figure 1-15 Rotating the object using gyro



        Tip


        You can move an object on the canvas in the edit mode by dragging the cursor on the canvas with the ALT key pressed. To scale an object, press and hold the left mouse button with the ALT key pressed, and then release the ALT key. To rotate an object, press and hold the left mouse button and drag the cursor.

      

    


     


     


    Mrgb, Rgb, and M


    These buttons are used to fill colors and apply materials to an object. The Mrgb button is used to fill an object with both material and color. The Rgb button is used to fill an object only with color. The M button is used to fill an object with the material only.


     


    Rgb Intensity and Z Intensity


    The Rgb Intensity slider is used to control the intensity of the color applied to an object. The higher the value specified for the slider, the more will be the intensity of color.


     


    The Z Intensity slider is used to control the depth of the brush stroke. The higher the value specified for slider, the more will be the depth of stroke.


     


    Zadd, Zsub, and Zcut


    The Zadd and Zsub buttons are used to determine whether a sculpting brush will raise the surface of an object or push it in. If you choose the Zadd button, the surface of the object will be elevated and if you choose the Zsub button, the surface will be pushed in. The Zcut button is used to create holes in a surface. It is activated when the Edit button is not chosen.


     


    The ALT key toggles the alternate mode for the Zadd and Zsub buttons. If you sculpt a surface by choosing the Zadd button and holding the ALT key, it will be pushed in instead of being raised. Similarly, holding the ALT key with the Zsub button chosen will raise the surface of an object. The Z Intensity slider controls how much each stroke of the brush raises, lowers, or cuts into the surface of the 3D object.


     


    Focal Shift and Draw Size


    The Focal Shift slider is used to change the softness or fall off of the edge of the brush. The Draw Size slider is used to change the size of the brush. The higher the value of this slider, the bigger will be the size of the brush. The sculpting brush in ZBrush will be displayed as two concentric circles. The diameter of the outer circle determines the size of the brush and the diameter of the inner circle determines the focal shift. The Dynamic option located on the right of the Draw Size slider helps in sculpting. If this option is chosen then the brush size is adjusted automatically depending on the scale of the model.


     


    Left Shelf


    The left shelf consists of different buttons that contain libraries for various brushes, strokes, alphas, textures, materials, and colors, as shown in Figure 1-16. All these libraries can also be accessed through the palettes. However, the left shelf enables easy access to these libraries. The brushes, strokes, alphas, textures, and materials will be discussed in later chapters. The different buttons in the left shelf are discussed next.


     


    Current Brush


    The Current Brush button is used to invoke a flyout that has different types of sculpting brushes, refer to Figure 1-17. Whenever you select a brush from the flyout, its icon will be displayed on the Current Brush button.


    
      
        


      


      [image: Snap49.tif]

    


    Figure 1-16 The left shelf



    



     By default, the Standard brush icon is displayed on this button. This flyout consists of the Quick Pick and 3D Sculpting Brushes areas. The Quick Pick area consists of the recently chosen brushes and the 3D Sculpting Brushes area consists of all the brushes in ZBrush.


     


    Current Stroke


    The Current Stroke button is used to invoke a flyout that consists of different types of strokes, as shown in Figure 1-18. A stroke is a pattern which determines how the painting and sculpting will be done.


     


    If you select a stroke from the flyout, its icon will be displayed on the Current Stroke button. By default, the Dots stroke icon is displayed on this button.


     


    Current Alpha


    The Current Alpha button is used to invoke a flyout that consists of different types of alpha images, as shown in Figure 1-19. The different gray scale images in this flyout are known as alphas.


     


    Alphas come in different shapes and determine the shape of brush that will be used in painting and sculpting.
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     Figure 1-17 The flyout displayed on choosing the Current Brush button
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        Figure 1-18 The flyout displayed on choosing the Current Stroke button
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        Figure 1-19 The flyout displayed on choosing the Current Alpha button

      

    


     


    Current Texture


    The Current Texture button is used to invoke a flyout that consists of different types of texture images, as shown in Figure 1-20. Textures are the 2D images that can be created in ZBrush or can be imported from other sources.
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        Figure 1-20 The flyout displayed on choosing the Current Texture button

      

    


     


    Current Material


    The Current Material button is used to invoke a flyout that consists of different types of materials such as glass, silver, water, and gold, as shown in Figure 1-21. These materials can be applied to an object to give it the appearance of the specified material.
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        Figure 1-21 A flyout displayed on choosing the Current Material button

      

    


     


    Current Color


    The Current Color swatch is located just below the Current Material button. It is used to pick a color from the canvas and fill a 3D object with the selected color. If you hover the cursor on the color picker, the RGB value of the color is displayed beneath the cursor, as shown in Figure 1-22.
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     Figure 1-22 The RGB value of a color displayed


    



    Gradient Colors


    The Gradient Colors button is used to produce a gradient effect with the help of the Secondary Color and Main Color swatches available below it. The gradient will be produced from the main color to thesecondary color. The color swatch below the Gradient Colors button represents the secondary and the main color used for gradient filling. The SwitchColor button located below this button is used to interchange the primary and secondary colors.
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    Figure 1-23 The right shelf



    



     


    Right Shelf


    The right shelf consists of different buttons and sliders that are used for rendering and navigating through canvas, refer to Figure 1-23. These buttons and sliders are explained next.


     


    BPR


    BPR stands for Best Preview Render. This button is used to produce high quality realistic renders on the canvas. It displays details including shadows, depth, transparency, and so on in the rendered scene. This button will render an object only when the Edit button is chosen.


     


    SPix


    SPix stands for Sub Pixel. This slider controls the quality of antialiasing in the render. Antialiasing is a technique used to smoothen the uneven projections on the edges of an image, thereby producing high quality images. These uneven projections occur because the screen does not have the required resolution to represent a smooth line. The value of the SPix slider varies between 0 and 7. If you set the value of the SPix slider to 7, the highest quality of antialiasing will be achieved.


     


    Scroll


    The Scroll button is used to move the canvas. Press and hold the left mouse button on the Scroll button and then drag the cursor to scroll the canvas.


     


    Zoom


    The Zoom button is used to zoom in and zoom out the canvas. To zoom in and zoom out the canvas, place the cursor on this button and drag the cursor upward or downward. Alternatively, you can zoom in and zoom out the canvas by using + (plus) and - (minus) keys, respectively.


     


    Actual


    The Actual button is used to display a document at its 100% size. If you have zoomed in or zoomed out the canvas, you can return to the actual canvas size by choosing this button. Alternatively, press the 0 key to return to the actual size of the canvas.


     


    AAHalf


    The AAHalf button is used to reduce the display of canvas to half of its original size. Alternatively, press CTRL+0 to reduce the canvas to half of its original size.


     


    Persp


    The Persp button is used to enable the perspective distortion in the canvas. This button gets activated when an object is created in the canvas.


     


    Floor


    The Floor button is used to display the floor grid in all the axes. This button gets activated when an object is created in the canvas. By default, the Y-axis is selected. If you select all the axes in the floor grid, the floor grid in all the selected axes will be activated, as shown in Figure 1-24.
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     Figure 1-24 Floor grid activated in all the axes


    



    Local


    The Local button is used to transform the last edited area of a 3D object into the center point of rotation or scaling.


     


    L. Sym


    The L. Sym button is used with the subtools. In ZBrush, subtools are different 3D objects which combine to form a single 3D object. For instance, if you have modeled a character and its clothes separately, both of these will be referred to as subtools. The L. Sym button activates the mirroring of symmetry across the subtool axes.


     


    Rotation Buttons


    The three rotation buttons are located just below the L. Sym button. These buttons control the rotation of an object along different axes. The XYZ button rotates the object in all the axes. The Y and Z buttons rotate an object in Y and Z axes, respectively. For rotating an object along any of the axes, press and hold the left mouse button and drag the cursor over the canvas.


     


    Frame


    The Frame button is used to fit an object into the canvas, as shown in Figure 1-25. To choose this button, the Edit button should be already chosen. Alternatively, press F to fit an object into the canvas.
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     Figure 1-25 The object fitted into the canvas


    



    Move, Scale, and Rotate


    The Move, Scale, and Rotate buttons are used to move, scale, and rotate a 3D object in the canvas, respectively. These buttons are used when a 3D object is in the Edit mode. These operations can be carried out by placing the cursor on these buttons and then dragging it.


     


    PolyF


    The PolyF button is used to display the polygon edges of a 3D object, as shown in Figure 1-26.
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     Figure 1-26 The polygon edges of a 3D object


    



    Transp


    The Transp button activates the transparency of the different subtools that are not selected in the list of subtools present in the SubTool subpalette, refer to Figure 1-27. On choosing this button, different subtools such as clothes and accessories used in the 3D model become transparent, as they are not selected in the SubTools subpalette.


     


    In Figure 1-27, the default 3D model present in the LightBox browser has been used. To load this model on the canvas, choose the Tool tab in the LightBox browser. Next, double-click on the DemoSoldier.ZTL file in the LightBox browser. Press and hold the left mouse button and drag the cursor in the canvas; the model will be created in the canvas. After loading the model, choose the Edit button from the top shelf to switch to the edit mode. Next, choose the Transp button.
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     Figure 1-27 Transparency created in the subtools


    



    Ghost


    The Ghost button is used in combination with the Transp button. When you choose the Transp button, the Ghost button is automatically activated. However, if this button is not activated, the subtools will remain transparent but their color and texture will be displayed, as shown in Figure 1-28.


     


    Solo


    The Solo button is used to hide all the deselected subtools used in the model. Only the selected subtool will be displayed, as shown in Figure 1-29. In this figure, all the clothes and accessories of the 3D model have disappeared, as only the 3D model is selected. The disappeared subtools can be restored back by choosing this button again.


     


    Xpose


    The Xpose button is used to separate the subtools from the base model, as shown in Figure 1-30. On choosing this button, the subtools start moving and are separated from the base model.
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        Figure 1-28 Color in transparent subtools displayed



        


      


      [image: C01SC0037.tif]

    


     Figure 1-29 The selected subtool displayed
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        Figure 1-30 The subtools separated from the model

      

    


     


    Opening and Saving A Ztool and ZBrush Document


    In ZBrush, a 3D model is known as ZTool. In order to save the ZTool, you need to save your 3D model using the Tool palette. The model will be saved in the ZTL format by choosing the Save As button in the Tool palette, refer to Figure 1-31. The saved ZTool can be opened later by using the Load Tool button in the Tool palette.


     


    The ZBrush document only contains the 2D illustration and not the full 3D model. Therefore, if you save a 3D model as a document, only the 2D version of its current view will be saved. This document cannot be edited further in 3D space and can only be used as an illustration. If you want to save a 3D object as an illustration, you must save your 3D model using the Document palette by choosing the Save As button, refer to Figure 1-32. It will be saved in the ZBR format. Once saved, the ZBrush document can be opened by using the Open button from the Document palette.
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        Figure 1-31 The Save As button in the Tool palette
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    Figure  1-32 The Save As button in the Document palette


    



    You can also save all your ZTools as a project using the File palette. To save a project, choose the File palette to expand it. In this palette, choose the Save As button, refer to Figure 1-33; the Save Project dialog box will be displayed, refer to Figure 1-34. In this dialog box, enter the desired name in the File Name text box and then choose the Save button. It will be saved in the .ZPR format.
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        Figure 1-34 The Save Project dialog box

      

    


     


    
      
        Tip


        On hovering the mouse pointer on different buttons and sliders in ZBrush, the full names of these buttons and sliders will be displayed. If you press and hold the CTRL key while hovering the mouse pointer on the buttons and sliders, a brief description about them will also be displayed.


         

      

    


     


    Hot keys


    In ZBrush, you can use shortcut keys to invoke the commonly used features. These keys are also referred to as hot keys which help you work efficiently and faster. The most commonly used keys and their functions are listed in Table 1-1.


    


    
       

    


    
      
        
        
      

      
        
          	
            Key

          

          	
            Function

          
        

      

      
        
          	
            G

          

          	
            Invokes the Projection Master tool

          
        


        
          	
            T

          

          	
            Activates the 3D edit mode

          
        


        
          	
            Q

          

          	
            Activates the Draw mode

          
        


        
          	
            W

          

          	
            Activates the Move tool

          
        


        
          	
            E

          

          	
            Activates the Scale tool

          
        


        
          	
            R

          

          	
            Activates the Rotate tool

          
        


        
          	
            I

          

          	
            Changes the Rgb Intensity

          
        


        
          	
            U

          

          	
            Changes the Z Intensity

          
        


        
          	
            O

          

          	
            Changes the Focal Shift

          
        


        
          	
            S

          

          	
            Adjusts the draw size of the brush

          
        


        
          	
            V

          

          	
            Switches colors in the color swatches

          
        


        
          	
            0

          

          	
            Displays the actual size of the canvas

          
        


        
          	
            P

          

          	
            Activates Perspective Distortion

          
        


        
          	
            F

          

          	
            Fits the mesh to view

          
        


        
          	
            SHIFT+R

          

          	
            Invokes BPR renderer

          
        


        
          	
            CTRL+0

          

          	
            Displays the antialiased half size of the canvas

          
        


        
          	
            SHIFT+P

          

          	
            Displays Floor Grid

          
        


        
          	
            SHIFT+F

          

          	
            Draws Polyframe

          
        

      
    


    


    


     Table 1-1 Commonly used keys and their functions


    
      

    


    Self-Evaluation Test


    Answer the following questions and then compare them to those given at the end of this chapter:


     


    1. In which of the following formats a ZBrush document is saved?


     


    (a) ZBR (b) ZTL


    (c) ZBD (d) None of these


     


    2. Which of the following palettes is used to change the focal shift and intensity of the brush stroke?


     


    (a) Brush (b) File


    (c) Document (d) Draw


     


    3. The Projection Master button is located at the __________ .


     


    4. The __________ brush is the default sculpting brush in ZBrush.


     


    5. The term BPR stands for __________ .


     


    6. The value of the SPix slider varies from __________ to __________ .


     


    7. The ZBrush canvas can be zoomed in and zoomed out with the help of the [ and ] keys. (T/F)


     


    8. The Transp button is used to hide all the deselected subtools used in the model. (T/F)


     


    9. The Actual button is used to display a document at its 100% size. (T/F)


     


    10. The Projection Master can be activated by pressing P. (T/F)


    



    Review Questions


    Answer the following questions:


     


    1. In which of the following shelves is the QuickSave button located?


     


    (a) Top shelf (b) Title bar


    (c) Left shelf (d) Right shelf


     


    2. In which of the following shelves is the Current Color button located?


     


    (a) Top Shelf (b) Left Shelf


    (c) Right Shelf (d) None of these


     


    3. Which of the following buttons is used to control the quality of antialiasing in the render?


     


    (a) Material (b) Texture


    (c) Local Symmetry (d) SPix


    


    4. Which of the following buttons is used to display the polygon edges of a 3D object?


    


    (a) PolyF (b) Xpose


    (c) SPix (d) Frame


     


    5. The __________ button is used to enable the sculpting brushes.


     


    6. The __________ key toggles the alternate mode for Z Add and Z Sub buttons.


     


    7. The palettes in ZBrush are organized alphabetically, starting from __________ to __________ .


    


    8. The LightBox browser is located on the right side of the canvas. (T/F)


     


    9. In ZBrush, a 3D model is known as ZProject. (T/F)


    


    10. The Marker palette stores information about the orientation, colors, brush strokes, and position of the 3D object. (T/F)


     


    Answers to Self-Evaluation Test


    1. a, 2. d, 3. top shelf, 4. Standard, 5. Best Preview Render, 6. 0 to 7, 7. F, 8. F, 9. T, 10. F

  


  
     


     


     


     


     


     


    Chapter 2


    



    Sculpting Brushes


     


     


    Learning Objectives


    After completing this chapter, you will be able to:


    • Understand digital sculpting


    • Work with different types of sculpting brushes


     




    INTRODUCTION


    Digital sculpting in ZBrush offers a very efficient and artistic way to create models. It allows you to add subtle details to 3D models which help in achieving photorealistic and hyperrealistic outputs. In this chapter, you will learn about the use of different brushes in sculpting.


     


    Sculpting Brushes


    The sculpting brushes are used to modify the shape of a 3D model. These brushes push, pull, smoothen, grab, and pinch a 3D model depending on the type of brush chosen. ZBrush contains an extensive library of brushes. Before using these brushes, you need to create a 3D primitive object or load a model from the LightBox browser. After creating a 3D primitive object or loading a model, you need to choose the Edit button in the top shelf. If this button is not chosen, then ZBrush will be in the paint mode and drawing on the canvas will simply create copies of the 3D model in the canvas.


     


    The different brushes in ZBrush can either be accessed from the Brush palette located at the top of the interface or from the left shelf, refer to Figures 2-1 and 2-2. Before using any brush, you can change its settings in the Brush palette. In addition to this, you can also modify the brush size and depth by using the settings in the top shelf, refer to Figure 2-3.
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     Figure 2-1 Partial view of the Brush palette in the top shelf


    
      
        

      


      [image: C01SC0111.tif]


      
        Figure 2-2 The brushes accessed from the left shelf on choosing the Current Brush button
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    Figure 2-3 The different brush settings in the top shelf 


    



    After creating a 3D primitive object in the canvas, it should be converted into a polymesh. Polymesh is a collection of polygons or faces that form the surface of a mesh. When you drag a brush on a 3D primitive object, a message box will be displayed, prompting you to convert the 3D primitive object into polymesh, refer to Figure 2-4. You can also import 3D models created in external software applications. These 3D models are imported as polymeshes. The sculpting, texturing, and mapping can only be done on the polymeshes. To convert a 3D primitive object into a polymesh, choose the Make PolyMesh3D button from the Tool palette, refer to Figure 2-5. After converting a 3D primitive object into polymesh, you can increase the number of polygons so that you can sculpt easily at different resolutions. The various sculpting brushes in ZBrush are discussed next.
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     Figure 2-4 Message box displayed on using a brush on a 3D primitive object


     


     Note


    Before using the brushes on a polymesh, it is recommended to increase the number of polygons in the object. For achieving a greater level of detail on the object, you need to have larger number of polygons. When you place an object on the canvas, it has lower number of polygons. If you start sculpting on low poly objects, the output will not carry a high level of detail. To increase the number of polygons in the object, expand the Geometry subpalette in the Tool palette, and then choose the Divide button.
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     Figure 2-5 The Make PolyMesh3D button in the Tool palette


    Blob Brush


    The Blob brush is used to add organic details to an object. This brush is ideal for creating fungus on the surface of an object. To sculpt using this brush, first create a 3D primitive object in the canvas. To do so, choose the Current Tool button from the Tool palette; a flyout will be displayed, refer to Figure 2-6. Choose the Sphere3D primitive from this flyout. Next, press and hold the left mouse button and drag the cursor on the canvas to create a sphere. After creating the sphere, choose the Edit button from the top shelf and then choose the Make PolyMesh3D button from the Tool palette; the primitive object will be converted into a polymesh. Next, expand the Geometry subpalette in the Tool palette, and then click thrice on the Divide button; the sphere will become smoother as more polygons are added, refer to Figure 2-7.
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        Figure 2-6 Flyout displayed on choosing the Current Tool button

      

    


     


    Choose the Current Brush button from the left shelf; a flyout containing different sculpting brushes will be displayed. Choose the Blob brush from this flyout. If required, adjust the size of the brush using the [ or ] keys. Next, press and hold the left mouse button, and drag the cursor on the surface of the sphere; the shape of the sphere will be modified and will become blobby, refer to Figure 2-8.
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        Figure 2-7 The sphere smoothened
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     Figure 2-8 Shape of the sphere modified using the Blob brush


    Clay Brushes


    There are three types of Clay brushes, namely Clay, ClayBuildup, and ClayTubes, as shown in Figure 2-9. These brushes are discussed next.


     


    Clay Brush


    The Clay brush is used to add detail and depth to an object by using different alphas, refer to Figure 2-10. On choosing the Zadd button, the lump of clay will be created on a sculpture and on an effect will be created as if the sculpture has been scooped on the clay has been taken off, choosing the Zsub button.
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        Figure 2-9 The clay brushes
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     Figure 2-10 Patterns created using different alphas


    



    ClayBuildup Brush


    The ClayBuildup brush is used to increase the volume of an object significantly. On choosing this brush, a rectangular alpha gets automatically assigned to it. You can also choose other alpha images from the flyout displayed on choosing the Current Alpha button from the left shelf. To increase the volume of an object using this brush, press and hold the left mouse button and drag the cursor continuously on the surface of the object, refer to Figure 2-11.


    



    


    ClayTubes Brush


    The ClayTubes brush is similar to the ClayBuildup brush with the only difference that it does not produce displacement in the surface of the object, refer to Figure 2-12. On choosing this brush, a rectangular alpha gets automatically assigned to it. It gives an effect similar to an effect produced when a wooden tool is used on the surface of a wet lump of clay.
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        Figure 2-11 Volume of the sphere increased using the ClayBuildup brush
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     Figure 2-12 Volume of the sphere increased using the ClayTubes brush


    



    Clip Brushes


    The Clip brushes are used to slice a particular area of a 3D model, without deleting the polygons in that model. Instead, these brushes squash and squeeze the polygons, without affecting the number of polygons in an object. There are four types of Clip brushes, namely ClipCircle, ClipCircleCenter, ClipCurve, and ClipRect, refer to Figure 2-13. These brushes are discussed next.
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     Figure 2-13 The Clip brushes


    ClipCircle Brush


    The ClipCircle brush uses a circular or elliptical stroke as a mask to squeeze the polygons. By using this brush, all the polygons that lie outside of the mask will be pushed to the border of the mask. The resulting object will have hard edges.


     


    To squeeze the polygons of the 3D model, choose the Current Brush button from the left shelf; a flyout containing different sculpting brushes will be displayed. Choose the ClipCircle brush from this flyout; a message box prompting you to press CTRL+SHIFT to use this brush will be displayed, refer to Figure 2-14. Choose the OK button in this message box. Press and hold CTRL+SHIFT and then drag the cursor on the surface of the sphere; a marquee selection will be displayed, refer to Figure 2-15. Next, release the left mouse button; the shape of the sphere will be modified, as shown in Figure 2-16.
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        Figure 2-14 The message box displayed on choosing the ClipCircle brush
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        Figure 2-15 A elliptical marquee selection displayed
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     Figure 2-16 The shape of the sphere modified


    ClipCircleCenter Brush


    The ClipCircleCenter brush is similar to the ClipCircle brush, with the only difference that the brush stroke creates a perfect circular marquee selection as a mask, with its center point originating from the position where you first clicked and began dragging the cursor, refer to Figure 2-17. Figure 2-18 shows the shape of the sphere modified by using this brush.
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        Figure 2-17 A circular marquee selection displayed
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        Figure 2-18 The shape of the sphere modified

      

    


     


    ClipCurve Brush


    The ClipCurve brush uses curves or straight lines to squeeze in the polygons. To invoke this brush, choose the Current Brush button from the left shelf; a flyout containing different sculpting brushes will be displayed. Choose the ClipCurve brush from this flyout; a message box prompting you to press CTRL+SHIFT to use this brush will be displayed. Choose the OK button in this message box. Press and hold CTRL+SHIFT and then drag the cursor on the surface of the sphere starting from top to bottom; a straight line with grey highlighted area around it will be displayed on the surface of the sphere, refer to Figure 2-19. Release the left mouse button; the shape of the sphere will be modified, as shown in Figure 2-20.


    



    
      
        


      


      [image: Snap249.tif]


      
        Figure 2-19 A straight line displayed on the surface of the sphere
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     Figure 2-20 Shape modified by using the ClipCurve brush


    



    You can change the position of the line by pressing SPACEBAR along with CTRL+SHIFT. In Figure 2-20, you will notice that the polygons in the direction of the grey highlighted area will be squeezed toward the line. On pressing the ALT key along with CTRL+SHIFT, a curved line will be created instead of the straight line, refer to Figure 2-21. On releasing the left mouse button, the polygons that are not in the direction of the grey highlighted area will be squeezed in, refer to Figure 2-22.
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        Figure 2-21 A curved line displayed on the surface of the sphere
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     Figure 2-22 Shape modified by using the ClipCurve brush along with ALT


    ClipRect Brush


    The ClipRect brush works similar to the ClipCircle brush with the only difference that it uses a rectangular marquee selection to squeeze in the polygons, refer to Figures 2-23 and 2-24.
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        Figure 2-23 A rectangular marquee selection displayed
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     Figure 2-24 The shape of the sphere modified


    CreaseCurve


    The CreaseCurve brush uses straight lines to create a creased edge on the surface of the 3D object. To invoke this brush, choose the Current Brush button from the left shelf; a flyout containing different sculpting brushes will be displayed. Choose the CreaseCurve brush from this flyout; a message box prompting you to press CTRL+SHIFT to use this brush will be displayed. Choose the OK button in this message box. Press and hold CTRL+SHIFT and then drag the cursor on the surface of the sphere starting from left to right; a straight line with grey highlighted area around it will be displayed on the surface of the sphere, refer to Figure 2-25. Release the left mouse button; the creased edge will be created, refer to Figure 2-26.
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          Figure 2-25 A straight line with grey area
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          Figure 2-26 The creased edge created on the sphere

        

      

    


     


    Crumple


    [image: C01SC0018.tif]The Crumple brush is used to create creases on the surface of a 3D object, as shown in Figure 2-27. This brush can be used to create wrinkles on skin or clothes.
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     Figure 2-27 A pattern created using the Crumple brush


    



    Curve Brushes


    There are fifteen types of Curve brushes available in ZBrush, as shown in Figure 2-28. The Curve brushes are used to create different curve patterns on a mesh. These brushes are discussed next.
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        Figure 2-28 The Curve brushes

      

    


     


    Note


    Before using some of the curve brushes, you need to freeze the subdivision levels of the object. This can be done by choosing the Del Lower button from the Geometry subpalette of the Tool palette.


     


    CurveBridge Brush


    The CurveBridge brush is used to create a bridge geometry between two curves. To sculpt using this brush, choose the Current Brush button from the left shelf; a flyout containing different sculpting brushes will be displayed. Choose the CurveBridge brush from this flyout. Create a curve on the first sphere and then another curve create on the second sphere; the bridge geometry will be created between two curves on the surface of the spheres, as shown in Figure 2-29.
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     Figure 2-29 The bridge geometry created between two curves


    CurveEditable Brush


    The CurveEditable brush is used to add depth to the surface of an object along a predefined path. To add depth using this brush, press and hold the left mouse button, and drag the cursor on the surface of the object to create the shape of your choice; a curve indicating the path will be displayed, refer to Figure 2-30. After creating the path, hover the cursor on the surface of the path and click on it; a depth will be created along the path, as shown in Figure 2-31. You can modify the shape of the path either by moving the end points of the path created or by clicking on a point or by clicking on a point on the curve and then dragging the cursor.
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        Figure 2-30 A path created on the surface of the object
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     Figure 2-31 Depth created along the path


    CurveLathe Brush


    The CurveLathe brush is used to create different shapes on the surface of the object. Before using this brush, make sure that the value in the SDiv slider is set to 1 or the geometry has not been subdivided. If you use this brush on a mesh which has been subdivided, a message box will be displayed, as shown in Figure 2-32.
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        Figure 2-32 The message box displayed on using the CurveLathe brush on subdivided mesh

      

    


     


    To use this brush, create a plane in the canvas and convert it into polymesh. Choose the Current Brush button from the left shelf; a flyout containing different sculpting brushes will be displayed. Choose the CurveLathe brush from this flyout. Next, press and hold the left mouse button, and drag the cursor on the surface of the object to create the shape of your choice; a profile curve indicating the shape of the new mesh will be displayed, refer to Figure 2-33. Now, release the left mouse button; a new mesh will be created on the surface, as shown in Figure 2-34.
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        Figure 2-33 A profile curve created on the surface of plane
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     Figure 2-34 A new mesh created along the profile curve


    



    You can move, scale, and rotate the newly created mesh by choosing the Move, Scale, and Rotate buttons, respectively from the top shelf. You can also create a duplicate copy of the mesh. To do so, choose the Move button from the top shelf. Press and hold the left mouse button and drag the cursor on the surface of the mesh and then release the left mouse button; a line with three circles will be displayed, refer to Figure 2-35. Press and hold the CTRL key and the left mouse button and hover the cursor over the middle circle. Next, drag the cursor toward right; a duplicate copy of the mesh will be created, refer to Figure 2-36.
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        Figure 2-35 A line with three circles displayed
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     Figure 2-36 The duplicate copy of the mesh created


    



    On creating a new mesh using this brush, you will notice that the color of the plane changes to grey and a mask is applied to it. To remove the mask, press and hold the CTRL key, and drag the cursor in the canvas area. After removing the mask, you cannot move, scale, or rotate the new mesh.


     


    CurveLine Tube Brush


    The CurveLine Tube brush is used to create a tube on the surface of an object along a straight line, refer to Figure 2-37. This brush does not work on the subdivided geometry.
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        Figure 2-37 A tube created along the straight line

      

    


     


    CurveMultiLathe Brush


    The CurveMultiLathe brush is used to create multiple shapes on the surface of the object by drawing profile curves for different shapes, refer to Figure 2-38. Each of these shapes can be modified as required. This brush does not work on the subdivided geometry.
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        Figure 2-38 Multiple shapes created on the surface of a plane

      

    


     


    CurveMultiTube Brush


    The CurveMultiTube brush is similar to the CurveTube brush with the only difference that you can create multiple tubes on the surface of an object, refer to Figure 2-39. The shape of different tubes can be modified as required.


     


    CurvePinch Brush


    The CurvePinch brush is used to pinch the polygons of a mesh inward along the path defined by you. To sculpt using this brush, press and hold the left mouse button, and drag the cursor on the surface of the object to create the shape of your choice; a curve indicating the path will be displayed. After creating the path, hover the cursor on the surface of the path and click on it; the surface will be pinched along the path, as shown in Figure 2-40. You can modify the shape of the path either by moving the end points of the path created or by clicking on a point or by clicking on a point on the curve and then dragging the cursor.
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        Figure 2-39 Multiple tubes created on the surface of a sphere
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      Figure 2-40 The polygons pinched along the path


    CurveQuadFill Brush


    The CurveQuadFill brush is used to create a planar mesh on the surface of an object. To use this brush, choose the Current Brush button from the left shelf; a flyout containing different sculpting brushes will be displayed. Choose the CurveQuadFill brush from this flyout. Next, press and hold the left mouse button and drag the cursor to draw an outline for the planar mesh that you want to create, refer to Figure 2-41. Next, release the left mouse button; the planar mesh will be created on the surface of the object, refer to Figure 2-42. The shape of the newly created mesh can be modified by moving different points of the path.
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        Figure 2-41 An outline drawn on the surface of the sphere
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        Figure 2-42 A planar mesh created on the surface of the sphere

      

    


     


    CurveSnapSurface Brush


    The CurveSnapSurface brush is used to create surfaces between multiple number of curves created on the surface of the object. To use this brush, choose the Current Brush button from the left shelf; a flyout containing different sculpting brushes will be displayed. Choose the CurveSnapSurface brush from this flyout. Next, press and hold the left mouse button and drag the cursor to draw a curve, refer to Figure 2-43. Draw another curve below the curve drawn previously, refer to Figure 2-44; a surface will be created between the two curves. Draw a third curve, refer to Figure 2-45; a surface will be created between the second and third curves. Continue drawing more curves to create the surface, as shown in Figure 2-46. The new surface can be moved by using the Move button at the top shelf.
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        Figure 2-43 A curve drawn on the surface of the sphere
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        Figure 2-44 Second curve drawn below the curve drawn previously
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        Figure 2-45 Third curve drawn below the second curve
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     Figure 2-46 A surface created using the CurveSnapSurface brush


    CurveStandard Brush


    The CurveStandard brush is used to pull out the geometry of an object in a specified path. To sculpt using this brush, press and hold the left mouse button, and drag the cursor on the surface of the object to create the desired shape, refer to Figure 2-47. After creating the path, click on it; a depth will be created along the path, as shown in Figure 2-48.
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        Figure 2-47 A path created on the surface of the sphere



        


      


      [image: Snap279.tif]

    


     Figure 2-48 The depth created along the path


    CurveStrapSnap Brush


    The CurveStrapSnap brush is used to create a ribbon like curved surface on an object. To use this brush, choose the Current Brush button from the left shelf; a flyout containing different sculpting brushes will be displayed. Choose the CurveStrapSnap brush from this flyout. Next, press and hold the left mouse button and drag the cursor to draw a curve, refer to Figure 2-49. Release the left mouse button; a surface resembling a ribbon will be created along the curve, refer to Figure 2-50.
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        Figure 2-49 A curve created on the surface of the sphere
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     Figure 2-50 A surface resembling a ribbon created along the curve


    CurveSurface Brush


    The CurveSurface brush is used to create a new mesh on the surface of an object by drawing curves for the new mesh. This brush is ideal for creating a flowing cloth on the surface of an object or wings on a model. The thickness of the new mesh depends on the value of the Draw Size slider located in the top shelf. If the value of this slider is high, the mesh will be thicker. To use this brush on a cube converted into a polymesh, choose the Current Brush button from the left shelf; a flyout containing different sculpting brushes will be displayed. Choose the CurveSurface brush from this flyout. Next, press and hold the left mouse button and drag the cursor to draw a curve, refer to Figure 2-51. Draw another curve on the right side of the curve drawn previously, refer to Figure 2-52; the two curves will be snapped, refer to Figure 2-53. Similarly, draw more curves on the surface of the cube; the new mesh will be created on the surface of the cube, refer to Figure 2-54.
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        Figure 2-51 A curve drawn on the surface of the cube
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        Figure 2-52 Second curve drawn on the right side of the curve drawn previously
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        Figure 2-53 The two curves snapped
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     Figure 2-54 A new mesh created on the surface of the cube


    CurveTriFill Brush


    The CurveTriFill brush is used to create a planar surface by drawing an outline on the surface, refer to Figure 2-55.


     


    CurveTube Brush


    The CurveTube brush is used to create a curved tube on the surface of an object. The shape of the tube can be modified as required, refer to Figure 2-56.
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        Figure 2-55 A planar surface created using the CurveTriFill brush
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        Figure 2-56 A curved tube created using the CurveTube brush

      

    


     


    CurveTubeSnap Brush


    The CurveTubeSnap brush is similar to the CurveStrapSnap brush with the only difference that instead of creating a ribbon like surface, it creates tubes.


     


    Dam_Standard Brush


    The Dam_Standard brush is used to create very subtle details like wrinkles, clothing seams, machined bevels, and so on. On choosing this brush, the Zsub button gets automatically chosen. To use this brush, press and hold the left mouse button, and drag the cursor on the surface of the object; a seam will be created on its surface, refer to Figure 2-57.


    



    Deco1 Brush


    The Deco1 brush is used with different alphas to create detailed decorative designs on an object, refer to Figure 2-58. When this brush is chosen, an alpha gets automatically assigned to it. To sculpt using this brush on a smoothened plane, choose the Current Brush button from the left shelf; a flyout containing different sculpting brushes will be displayed. Choose the Deco1 brush from this flyout. Adjust the value of the Draw Size slider in the top shelf as required. Next, press and hold the left mouse button and drag the cursor slightly at different places on the surface of the plane; a pattern will be created on the surface of the plane, refer to Figure 2-58.
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        Figure 2-57 A seam created in the sphere using the DamStandard brush
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        Figure 2-58 A pattern created on the surface of a plane using the Deco1 brush

      

    


     


    Displace Brush


    The Displace brush is used to pull or push the polygons in a direction perpendicular to the surface of an object. To sculpt using this brush, choose the Current Brush button from the left shelf; a flyout containing different sculpting brushes will be displayed. Choose the Displace brush from this flyout. Adjust the value of the Draw Size slider as required, and set the value of Z Intensity slider to 100. Next, press and hold the left mouse button, and drag the cursor slightly at different places on the surface of the sphere; the polygons will be pulled out perpendicularly, refer to Figure 2-59. To push the polygons in, you need to choose the Zsub button from the top shelf and then drag the cursor at different places, refer to Figure 2-60.


     


    DisplaceCurve Brush


    The DisplaceCurve brush is used to pull or push the polygons in a direction specified by creating a path curve. To sculpt using this brush, adjust the value of the Draw Size slider as required, and set the value of the Z Intensity slider to 60. Next, press and hold the left mouse button and drag the cursor on the surface of the object to create the path curve, refer to Figure 2-61. After creating the path curve, hover the cursor on the surface of the path and click on it; the polygons will be pulled out along the path curve, as shown in Figure 2-62.
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        Figure 2-59 The polygons pulled out using the Displace brush
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        Figure 2-60 The polygons pushed in using the Displace brush
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        Figure 2-61 The path curve created on the surface of the sphere
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        Figure 2-62 The polygons pulled out along the path curve

      

    


     


    Elastic Brush


    The Elastic brush is used to displace the polygons of the surface without changing the original shape of an object, refer to Figure 2-63. In Figure 2-63, you will notice that there is deformation in the surface but the original curves in the sphere are retained.


     


    Flakes Brush


    The Flakes brush is used to create roughness on the surface of an object. This brush can be used to create rust or flake like effect on a surface, refer to Figure 2-64.
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        Figure 2-63 The original shape of the sphere maintained
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        Figure 2-64 Flakes created on the surface of a sphere

      

    


     


    Flatten Brush


    The Flatten brush is used to flatten the displaced or extruded surface of an object. Figure 2-65 shows a surface on which the Flakes brush has been applied and Figure 2-66 shows the same surface flattened after using the Flatten brush on it.
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          Figure 2-65 Flakes created on the surface of a sphere using the Flakes brush
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          Figure 2-66 The surface of the sphere flattened using the Flatten brush

        

      

    


     


    Fold Brush


    The Fold brush is used to fold the polygons inward along the path on which you drag the cursor on the surface of an object, refer to Figure 2-67.


     


     


    FormSoft Brush


    The FormSoft brush is used to create smooth displacement in the surface of an object.
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     Figure 2-67 Folds created on the surface of a sphere


     


    Fracrture Brush


    The Fracrture brush is used to make the surface of an object disordered and uneven. This brush is best suited for creating rocky surfaces or crystals.


     


    Groom Brushes


    The Groom brushes are used to sculpt the FiberMesh in ZBrush. The FiberMesh is mainly used to create hair on the surface of an object. It is also used to generate different types of fibers, fur, plants, flowers, and so on. The FiberMesh option can be accessed from the Tool palette. The Groom brushes have been designed specifically for the FiberMesh. These brushes are used to edit fibers in the mesh to create different patterns and hairstyles. There are sixteen types of Groom Brushes, refer to Figure 2-68. These brushes will be discussed in detail in the later chapters.
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        Figure 2-68 The Groom brushes

      

    


     


     


     


     


    hPolish Brush


    The term hPolish stands for hard polish. The hPolish brush is used to displace the surface of an object inward, so that the resulting surface has sharp and well defined edges, as shown in Figure 2-69.
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     Figure 2-69 Surface of the sphere modified by using the hPolish brush



OEBPS/Images/Snap239_fmt.jpeg





OEBPS/Images/Snap34_fmt.jpeg
Current Color
Red :255
Green:255
Blue :255






OEBPS/Images/C01SC0023_fmt.jpeg





OEBPS/Images/Snap285_fmt.jpeg





OEBPS/Images/C01SC0032_fmt.jpeg





OEBPS/Images/C0pSC0029_4r7_fmt.jpeg
UV Master

fr—

Unweap | Unwrap All

CLETM Polvaroups

Use Existing UV Seams

Enable Control Painting

Work On Clone

Copy Vs Paste UVs





OEBPS/Images/cover.jpeg
Consists of/534 pages covering
theifollowing tapics:

DigalScl
SulTaolsani Finorifosn
(ESHEES

s g uotuecwior 501 |

TR

Free Resources for Facul

O ne technics suppart by containg lechauppo L acadeimcom
Al Zarsh s usedin o =

 Custorizabls PoverPoin: resentat ns of sl crapter
 Acdtiona lamin * tpbstexpert blogspatec
" ntructor Guide wit 0kt 03 rstew quest s an exerc
oFor aculy ol

Pixologic ZBrush 4R7

A Comprehensive Guide, 3 Edition

Sham Tickoo

Purdue University Calumet, USA





OEBPS/Images/Snap58_fmt.jpeg





OEBPS/Images/Snap111_fmt.jpeg





OEBPS/Images/Snap49_fmt.jpeg
Current Brush

Current
Stroke

Curtent
Alpha

Current
Texture

Current
Material

Current
Color

Gradient
Calors





OEBPS/Images/C01SC0056_fmt.jpeg





OEBPS/Images/Snap261_fmt.jpeg





OEBPS/Images/C01SC0038_fmt.jpeg





OEBPS/Images/Snap270_fmt.jpeg





OEBPS/Images/C01SC0047_fmt.jpeg
Hemory Usage
Version Number  Harcosre 10 information

I I A ey





OEBPS/Images/C01SC0057_fmt.jpeg





OEBPS/Images/LOGO01_fmt1.jpeg





OEBPS/Images/Snap102_fmt.jpeg





OEBPS/Images/Snap110_fmt.jpeg





OEBPS/Images/C01SC0111_fmt.jpeg
e

iai0iela; ¥

wloiome

iewiving

i






OEBPS/Images/Snap275_fmt.jpeg





OEBPS/Images/C01SC0112_fmt.jpeg
I Focal shifto_ ActivePoints: 508
25z Intensity Draw Size 64 Owame Totalpoints: 508






OEBPS/Images/Snap33_fmt.jpeg





OEBPS/Images/Snap286_fmt.jpeg





OEBPS/Images/Snap280_fmt.jpeg





OEBPS/Images/C01SC0046_fmt.jpeg





OEBPS/Images/Snap63_fmt.jpeg





OEBPS/Images/Snap57_fmt.jpeg





OEBPS/Images/Snap109_fmt.jpeg





OEBPS/Images/Snap51_fmt.jpeg
Preferences | Render ||Stencil | Stroke || Texture | Tool | Transform | Zplugin | Zscript





OEBPS/Images/C01SC004_fmt.jpeg





OEBPS/Images/Snap60_fmt.jpeg





OEBPS/Images/C01SC0076_fmt.jpeg
Tool  Transform  Zplugin  Zseript

<
T
one [ pomecion ]

T O (T O






OEBPS/Images/C01SC0018_fmt.jpeg





OEBPS/Images/Snap250_fmt.jpeg





OEBPS/Images/C0pSC0028_4r7_fmt.jpeg
Geometry

Higher Res

Reconstruct Subdiv

Suv

Divide

Dynamic Subiv
EdgeLoop.
Crease
ShadowBox
claypolish
Dynattesh
ZRemesher
Modify Topology
Position

size

MeshIntegrity





OEBPS/Images/Snap244_fmt.jpeg





OEBPS/Images/Snap87_fmt.jpeg





OEBPS/Images/C01SC0021_fmt.jpeg





OEBPS/Images/Snap32_fmt.jpeg





OEBPS/Images/Snap249_fmt.jpeg





OEBPS/Images/C01SC0113_fmt.jpeg
ZBrush

To enable sculpting, please convert this 3D-Primitive to a
PolyMesh3D by pressing the ‘Make PolyMesh3D' button in the
Taol pajette.






OEBPS/Images/Snap35_fmt.jpeg





OEBPS/Images/C01SC0075_fmt1.jpeg
a






OEBPS/Images/LOGO01_fmt.jpeg





OEBPS/Images/Snap258_fmt.jpeg





OEBPS/Images/C01SC0048_fmt.jpeg
Load Previous Load Previous User
User Interface Interface Layout
Colors

Unlock Ul

Close

Load Next
User Interface Load Next User
Colors Interface Layout





OEBPS/Images/Snap90_fmt.jpeg
*n‘"

L b9 e





OEBPS/Images/Snap272_fmt.jpeg
L






OEBPS/Images/C01SC0095_fmt.jpeg
Bun e 0

s Bt e

one Selecticon

Lightbox) Brushes

hcmet Snoot

Depth,

=

wrface
foditinrs

uto Masking

S0t Tablet prassure

.‘um and Texture

Gl Brush Nodifiers
i

| Smaoth Brush Hedifiers





OEBPS/Images/C01SC0102_fmt.jpeg





OEBPS/Images/Snap101_fmt.jpeg





OEBPS/Images/C01SC0078_fmt.jpeg





OEBPS/Images/C0pSC0026_4r7_fmt.jpeg
Color

[
SwitchColor
Gradient

Resams | eas

Fillayer

Syspalette  Clear

Modifiers





OEBPS/Images/C01SC0037_fmt.jpeg





OEBPS/Images/Snap242_fmt.jpeg
@ This brush wil be selected as the active ‘selection’ orush,
Press the CTRL+SIIFT KEYS end then Click to use it.

ZBrusH
OK  Skip this note unt | next restert






OEBPS/Images/Snap95_fmt.jpeg





OEBPS/Images/Snap112_fmt.jpeg





OEBPS/Images/77117.jpg





OEBPS/Images/C01SC0035_fmt.jpeg





OEBPS/Images/Snap245_fmt.jpeg





OEBPS/Images/C01SC0044_fmt.jpeg
b eveon
& Gane
U Gongle Chrore
U Hysessnas s
U bt
. Mamensnce
& Motiee
U Memeo e
b Microsoft Ofice
U Microsof Siveright Music
! Micosoft Vil Stuio 2003
U et imit
). VDA Corporation
Ul OptiizerPro
) vuoioge

U Zoh s

L ZBrush 4RT

Uninstel Zorushan?

Documerts

| A Twhamr
U Powaso

U qmex

L quickTime

U PealNetworks

) sesgatesabosra

U sortap

L VideclAN

U Wallsaper Monage: 2pp
L WinRAR.

4 eak

Help and Support

[Smamm






OEBPS/Images/Snap288_fmt.jpeg





OEBPS/Images/C01SC0076_fmt1.jpeg





OEBPS/Images/C01SC0115_fmt.jpeg





OEBPS/Images/Snap273_fmt.jpeg





OEBPS/Images/Snap1_fmt.jpeg





OEBPS/Images/Snap269_fmt.jpeg





OEBPS/Images/Snap55_fmt.jpeg





OEBPS/Images/Snap282_fmt.jpeg





OEBPS/Images/Snap113_fmt.jpeg





OEBPS/Images/Snap264_fmt.jpeg





OEBPS/Images/C01SC0053_fmt.jpeg





OEBPS/Images/Snap278_fmt.jpeg





OEBPS/Images/Snap50_fmt.jpeg
Aphs | Brish  Cdor | Dowrent | Draw | Edt. File| Laver  Licht (Micro | Marker | Waterial | Movie | Piccer





OEBPS/Images/Snap281_fmt.jpeg





OEBPS/Images/Snap287_fmt.jpeg





OEBPS/Images/C01SC0080_fmt.jpeg
(77 erusn | cowr | pocument | (orav | et

e

Creste

Modify

Make 3D

Transfer






OEBPS/Images/C01SC0025_4r7_fmt.jpeg
i






OEBPS/Images/Snap38_fmt.jpeg





OEBPS/Images/C01SC0106_fmt.jpeg





OEBPS/Images/Snap114_fmt.jpeg





OEBPS/Images/Snap240_fmt.jpeg





OEBPS/Images/Snap279_fmt.jpeg





OEBPS/Images/C01SC0081_fmt.jpeg
0 e s v o - S & e e

Ssmme & . ot e
-

 casa e
x v

¥ e
E—
i

4 s Baesen Tkt
B DD et
pRte— [
4 s RSN st

. s s avne s

DutsaDramas 0 sseams U o

RENNHAES DS

& s o

= vz

ovmi v«
hirane EOERE

Saw s Do






OEBPS/Images/Snap263_fmt.jpeg
ZBrusH

The mesh 's composed of multiple subdivision levels.

Action cancelled.






OEBPS/Images/C01SC0105_fmt.jpeg





OEBPS/Images/C01SC0016_fmt.jpeg
| ® © (4 L

e Chradeie T tecine e






OEBPS/Images/Snap274_fmt.jpeg





OEBPS/Images/C01SC0034_fmt.jpeg





OEBPS/Images/Snap268_fmt.jpeg





OEBPS/Images/Snap265_fmt.jpeg





OEBPS/Images/Snap262_fmt.jpeg





OEBPS/Images/Snap271_fmt.jpeg





OEBPS/Images/C01SC0101_fmt.jpeg





OEBPS/Images/Snap100_fmt.jpeg





OEBPS/Images/C01SC0058_fmt.jpeg





OEBPS/Images/Snap289_fmt.jpeg





OEBPS/Images/C01SC0033_fmt.jpeg
U R =






OEBPS/Images/C01SC0036_fmt.jpeg





OEBPS/Images/Snap94_fmt.jpeg





OEBPS/Images/Snap241_fmt.jpeg





OEBPS/Images/Snap85_fmt.jpeg
‘:f/

i






OEBPS/Images/C01SC0079_fmt.jpeg





OEBPS/Images/C01SC0114_fmt.jpeg
o
Load Tool |Save Az
|size | Copy Tool
Tmport | Export

Clone [Fake PalyMashiD

Goz [AN |Viable |R

Lightbox) Tools

Cubean_1.32 ®
L)
Sphregrush
Aphagrush
S ~
SimphBrush  ErasarBrush

o} CubedD-1






OEBPS/Images/Snap284_fmt.jpeg





OEBPS/Images/77118.jpg





OEBPS/Images/C01SC0077_fmt.jpeg
Document Draw Edt File Layer Light Macr:

Save
Save Az
=

2applink
4

Lightbox) Documents

Export screen Grab.

Save Az Startup Doc






OEBPS/Images/Snap105_fmt.jpeg





OEBPS/Images/C01SC005_fmt.jpeg





OEBPS/Images/C01SC0055_fmt.jpeg





OEBPS/Images/C01SC0020_fmt.jpeg





OEBPS/Images/C0pSC0027_4r7_fmt.jpeg
File Layer Light Macro Warker Material

I
| 2 Open Save As

eh Undatiistory

| bishthoss prajacts

Edit

Canvas
Tool Mesh
Timetine
Spotiight
Texture

Alpha





OEBPS/Images/Snap259_fmt.jpeg





OEBPS/Images/Snap31_fmt.jpeg
pod ClayBuidup  ClayTubes.





OEBPS/Images/C01SC0019_fmt.jpeg





