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WILMINGTON UNIVERSITY 

COLLEGE OF TECHNOLOGY 

BASIC COURSE INFORMATION 

 

COURSE NUMBER: VMG 327 

 

COURSE TITLE:  Introduction to 3D Digital Sculpting 

 

I. MAJOR INSTRUCTIONAL GOALS: 

 

At the conclusion of this course, students will be able to: 

Primary goals are to learn what place Zbrush has in the 3D pipeline and how it plays a 

key role in the film and video game industry. Zbrush is the industry standard and is used 

by all the major companies not only for concept design but for a final models including 

characters and environments.  

GOAL A: To learn the basic concept of working in a 3D digital sculpting application 

 Learning Outcomes: The student will: 

 A-1. Demonstrate the ability to navigate the Zbrush interface 

 A-2. Demonstrate the ability to use the powerful sculpting brushes 

 A-3. Demonstrate the knowledge of menu items such as subtools, geometry and layers 

GOAL B: To learn primitive modeling 

 Learning Outcomes: The student will: 

 B-1. Learn to build complex objects from basic geometry 

 B-2. Learn to use zspheres to create fast geometry that can be used for sculpting 

 B-3. Learn the proper workflow from start to finish to create stunning models 

 B-4. Learn project management 

GOAL C: To learn how Zbrush can be used between other 3D packages 

 Learning Outcomes: The student will: 

 C-1. Demonstrate ability to retopologize geometry before sending to other 3D software 

 C-2. Demonstrate ability to create texture, normal, and displacement maps 

 C-3. Demonstrate how to render final models to create a final image for your portfolio 

 

ACTIVITIES: 

 

Classroom exercises related to real world experiences. 

Troubleshooting common mistakes. 

In class exercises to strengthen students’ abilities to complete projects. 
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SUPPLEMENTAL OBJECTIVES: 

Become familiar with the other 3D applications that could be used along with Zbrush. 

Use their existing skills from other classes and apply them to Zbrush modeling 

techniques. Develop an ‘eye’ for 3D, learn how to critique objects and scenes for realism.  

  

 

 

II. CLASS PARTICIPATION: 

 

Students are expected to attend class and participate actively and in a positive way. 

Questions and relevant observations are encouraged and enrich the experience of the 

entire class. 

Computers in the classrooms are intended to be used as tools to enhance the students' 

learning experience. Instant messaging, gaming, emailing, and surfing the web are 

distractions to the student, the surrounding students, and the instructor and constitute 

inappropriate behavior. Students are ethically obliged to avoid these and similar 

practices. 

EXTERNAL STORAGE REQUIREMENT: 

Students are required to supply their own external storage (i.e., SD card, external hard 

drive, etc.)  See Course Blackboard for instructor’s directive for your course.  Memory 

cards are NOT supplied with cameras and video equipment. 

 

 


