ZBRUSH-LANDKARTE

0. Einleitung

1. Userinterface

2. Quickstar
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10. Praxis -Workflow

11.

Weiterfiihrende Links

0.1 Trainingslibersicht

Was ist ZBrush 4R7?
Aufbau des Trainings

Ziel des Trainings
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1.2
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Menustrukturen

Viewport und

Navigation

Userinterface

anpassen

2.1 Quickstart | 2.2
Primitive
Initialize
Polymesh
Subdivision
Brushes

Projekt speichern

Quickstart Il

Subtool
Transpose Tool
Masking
Polygroup

10.1 Workflow | — Character

10.1.1 Dynamesh 128
10.1.2 Dynamesh 256
10.1.3 ZRemesher

10.1.4 Detailing - Brushes
10.1.5 Detailing - Alphas
10.1.6 Texturing

10.1.7 Lightning / Rendering
10.1.8 Compositing in PS

10.2 Workflow Il — Spaceship

10.2.1 Modelling

10.2.2 Alpha Noise
10.2.3 Rendering

10.2.4 Compositing in PS

111

Linkliste zu diversen
ZBrush-Themen
Online-Hilfe
Downloads
Videotrainings

Demoversionen
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WORKFLOW
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3. Starting

4. Remeshing

5. Detailing

6. Texturing

7. Posing

8. Lightning

9. Rendering

3.1 Primitives

Deformation

3.2 Dynamesh

3.3 ZSphere
Adaptiv Skin
ZSketch
Unified Skin

3.4 Shadowbox

3.5 ZModeler

Dynamic Subdivsion

3.6 Arraymesh

4.1 ZRemesher
Dynamesh
UV-Master

Projection

5.1 Brushes - Einstellungen

Alphas [ Lazy Mouse
5.2 Brushes - Ubersicht
5.3 MatchMaker - Brush
5.4 Curve - Brush
5.5 Insert(Multi)Mesh - Brush
5.6 Surface Noise
5.7 Fibermesh
5.8 Nanomesh
5.9 Layers / Morph Target

5.10 Extract

6.1 Materialien

Matcaps

6.2 Polypaint

6.3 Spotlight

7.1 Transpose Master

8.1 Standard Light

8.2 Lightcaps

9.1

9.2

9.3

9.4

ZBrush
BPR Filters

Photoshop

Renderpasses

Keyshot
Bridge

Cinema4D
GoZ
UV-Master

Videotraining — Einstieg in ZBrush 4R7
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