DIGITAL MEDIA PUBLISHING -nspiration

When choosing my character | wanted to challenge myself with an older celebrity that |
was familiar with. As | was currently watching Peter Capaldi’s seasons of Dr Who when
| chose this person, | felt it was a great start as | was familiarising myself with his face
before sculpting the character. | feel this was important as | have only done drawings of
people in the past, never anything 3D.

Peter Capaldi has an interesting face shape where he has a long and narrow face with
strong cheek bones. Gravity has had an effect on his face over the years and it shows in
his cheeks and mouth portion of his face. | started by collecting images of Capaldi and
put them into a Pureref file, | also arranged them by position of his head so | could easily
find an angle of his face if | needed it.

Pureref screenshot of multiple pictures of Capaldi collected from various sources.

Hi-def picture of Peter Capaldi - (WORK UP, 2024)



DIGITAL MEDIA PUBLISHING -nital Practice

As access to Zbrush was limited at the start of this
project it made it difficult to get started with the
software. But fortunately the module leader was
equipped with an insightful lesson using
plasticine. This was particularly helpful as we tried
to create faces without being able to seperate the
plasticine from the rest of the model. This
simulated the experience we would have had with
Zbrush but in a fun different way. The images on
the left show the difference between a 10 second,
30 second, and 5 minute sculpt of a face. It was

' not anyone in particular as it was a small piece of

plasticine and we only had our hands for tools.

The images on the right show my first sculpts in zbrush - once | had access. |

practiced with the preformed

head and tried to create realistic features on the

model. As this was my first time in the software | had a large learning curve
moving into this as | have not had a similar tool before, this software was very
freeing and was much easier to get the hang of. Through out the project | just
used a mouse as | had practiced with, however | wish | had branched out and
used the tablets, this would have added in a new skill that | unfortunately didn’t

take up.




DIGITAL MEDIA PUBLISHING -Pprimary Detail

After practicing with the plasticine and the software | started with my primary
detail. | started with the base model shown above, | feel this was a good start
to make sure my proportions were correct. Having the main features laid out
indicated where | should start, | knew from drawing faces in high school this
was something | struggled with and this acted like a guide to help keep me
on track for my sculpt. If starting this project again | would look to start from a
sphere as | have much greater experience with the software.

Another way | was able to get the basic layout formed was turning Zbrush
transparent over an image of Capaldi face on. This helped me ensure
everything was in the correct place and rough sizes of each of the features
were correct. The face shown on the right shows my progress before
secondary detail begun.




DIGITAL MEDIA PUBLISHING -secondary Detail

Secondary detail at first | found came to me quite easily, after completing prima-
ry detail | found this is where | could really get into creating the model’s likeness.

Issues:

I modelled the ears curves and got them looking as best as | could but then real-
ised that they were still welded to the head. Trying not to alter the detail | had
just completed | used the dam standard tool to carce into the back of the ear to
try and seperate it from the head.

Lips were a learning curve for me, as Capaldi has smaller lips it was harder to
sculpt. They were modelled and smoothed over multiple times until | tried using
the dam standard tool again to carve in further where the gap was and then use
it again but inverted to create a subtle peak where the outline of his lips were. |
felt this gave off the exact look | was going for.

| also struggled with going in with

too much detail at this stage, |

kept wanting to get more and

more detail in the model before

retopologising, this wouldnt have

made a large difference to the re-

topology however it was important

to get this step done and project-

ed on as shown in the pipeline in

class.




DIGITAL MEDIA PUBLISHING -Retopologising

Although | have previously used Maya - not to great extent - | was introduced to a new
technique | had not used in there before. | used quad draw to retopologise my model, |
started by understanding how typical face shapes are done and why this is. | mainly fol-
lowed the image show above on the right as it kept the model concise.
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DIGITAL MEDIA PUBLISHING - unwrapping

After retopologising the model | exported it and brought it into 3DS UV Efitor
Max as | am more familiar with this software. Initially | found there

were gaps in the model where | had not correctly connected them

in Maya. However this was easity fixed and the model was fixed of

these holes before unwrapping. | took some references from other
unwrapped faces like shown below and replicated this for my own

project.

Example of unwrapped head sculpt - (Ultimate Unwrap3D, 2025)




DIGITAL MEDIA PUBLISHING -Tertiary Detail

To get the tertiary details looking right, | used a mix of custom alphas and
hand-sculpting to add pores, fine wrinkles, and surface texture. | kept it
pretty subtle so it wouldn’t overpower the main form, just enough to give
the surface some life and break up the smoothness. | gathered alphas from
Artstation marketplace, Assuncao (2025) provided these.




DIGITAL MEDIA PUBLISHING -substance Painter

Moving the model into substance painted was difficult at first and was not projecting
the tertiary detail on properly and left a large amount of it out. | found that the main
issue came from the lower part of the model, there was no work carried out that far
down as it acted more of a base than part of the model. the detailling stopped just
after the neck, this is why | was happy in the baking process to stick to the original
retopologised version where the red was sticking through as it helped get some
tertiary detail back into the face.

Unfortunately not all tertiary detail would come back without having a lot of inter-
ference, if doing this workflow again | would go into deeper detail when doing my
Zbrush sculpt so it can be carried forward after baking.
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DIGITAL MEDIA PUBLISHING -Pprocess Shadows/Skin/Lins

| followed a tutorial for the skin, Hill (2021) provides a de-
tailed layering technique starting with the blood layer, then
dark areas, skin, and finally imperfections on the skin. This
was a good process to follow and through out the video

the youtuber provided insight into the brushes and what he
was doing as he progressed through the stages. | used the
tutorial to follow through the different stages but often found
myself taking my own spin on each of the sections as | went
along.




DIGITAL MEDIA PUBLISHING -Final Texture




DIGITAL MEDIA PUBLISHING -Eye Modelling

Sclera
/ Choroid

Retina

EYE ANATOMY

Cilliary body

Suspensory ligament

Cornea \

Anterior Chamber

Optic nerve

Pupil

Iris
Macula

Lens

Vitreous body

Anatomy of the Eye
Anatomy of the Eye - (Midwest Vision Partners, 2025)

| started with understanding the anatomy of an  F=
eye to understand what the different parts of 5-;
the eye were and what parts would be visable =
in the model. | then followed the tutorial video
from 3D Mutiny (2025) to help get started on
crafting the eye. He suggested getting
references to compare against, | couldnt locate &
any decent images of Capaldi’s eye, so | looked [
to find sources with simialr features to his.
Capaldi has a small, common form of ,
heterochromia, where he has blue eyes but with
a ring of brown in the middle of the iris. | located -
an image with similar colourings to use as my
main reference.

Modelling the eye was something | was struggling with and made
me feel slightly uneasy doing so. Although | could have included
more detail using the bars that are shown in the youtube tutorial,

| feel | had enough detail in my eye to move onto texturing. This
process was done solely in Zbrush, and was interesting to be able
to learn new techniques with the software that | had not previously
know, especially using the masking tool to seperate the object into
multiple subtools.

Main Eye Reference Image - (Creative-Vol-
ume-2145, 2023)



DIGITAL MEDIA PUBLISHING -Eye Texture
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Pureref screenshot of multiple pictures of Eyes collected from various sources.

I modelled the outer layer in the first steps of the modelling, however | tex-
tured this seperately to the rest of the eye. This was mainly so | could apply
a transparency on this part of the eye without it affecting the rest of the

eye. | also followed a tutorial on youtube from On Mars 3D (2020) for this.
Applying the texture for this was relatively easy as it was just changing the
roughness and turning the colour output off.

Above are a collection of images | used to help with applying texture to the
eye. | started with following a tutorial to get started (3D Mutiny, 2025) however
they looked to apply images over the eyeball to add the detailling in. Howev-
er | wanted to try create my own texture set and build up the detail using that
process. | built various layers to try and get the effect | wanted, the ‘Vein’ brush
was particularly useful for the veins on the eye as they randomly generated
different veins across the eye when used and they helped keep the veins
different around the eye. | still refered back to my reference images of Capaldi
to make sure | wasnt straying too far from his eyes. | am overall happy with the
eye, however it feels drastically brighter than the model in the final render. |
would like to go back and dull down the eye slightly to account for this.




DIGITAL MEDIA PUBLISHING -Eye Texturing Process




DIGITAL MEDIA PUBLISHING -Marmoset

Using marmoset came as second nature to me after using
different rendering systems in the past. | set up a
standard 3 point light setup for this project and tried
different colours of lights. | struggled with loading an
orange light on the model and kept appearing as just a
normal warm light, it was only when turned yellow or a
deep red before it would change.

| started with just a black background and this helped
keep the whole model equally lit. | added in a sky
background for the model on a blur, | used an image from
the actors show to put on the sky, the aim of this was to
get different colours projected onto the model as well as
have a reflection in the eye. This brought the model to life
more so than the dark background.

| created many different light setups, but unfortunately |
was not satisfied with them and went back into the

software on a different day and adjusted the lighting to get
my final renders. Below are images from those previous
renders.




DIGITAL MEDIA PUBLISHING -Final Outcome

Overall | am happy with the character, | feel it has accurate details
from my celebrity, | feel | have captured the look of Capaldi quite
well and people without knowledge of my reference can guess who
it is. | am not entirely happy with the model as when | went back
and fixed the eyes to look more sunken but forgot about the inner
corners of the eyes and has resulted in a large gap in the inner
corners of the eye that’s not present in the celebrity. While | am not
happy with parts of the model. | am still impressed | have managed
to create a lifelike model of a human face as well as using new
software | had not previously used.




DIGITAL MEDIA PUBLISHING -Final Outcome




DIGITAL MEDIA PUBLISHING -Final Outcome




DIGITAL MEDIA PUBLISHING -Final Outcome




DIGITAL MEDIA PUBLISHING -References

Reference list On Mars 3D (2020). Substance Painter - Opacity Channel Setup. [online] www.youtube.com. Available at: https://www.youtube.
com/watch?v=73joUVi68IE [Accessed 28 Apr. 2025].

3D Mutiny (2025a). [ How to Texture Game-Ready Eyes in Substance Painter. [online] YouTube. Available at: https://www.youtube.com/
watch?v=BXfPtPCee90 [Accessed 28 Apr. 2025].

3D Mutiny (2025b). [ Master Eye Sculpting in ZBrush — Step-by-Step Guide. [online] YouTube. Available at: https://www.youtube.com/
watch?v=N_4FKdRArMQ [Accessed 28 Apr. 2025].

Assuncao, R. (2025). ArtStation - FACE KIT - Likeness Sculpting Tool Set for Substance Painter Zbrush and Blender [Peep at the trailer] | Brush-
es. [online] ArtStation. Available at: https://www.artstation.com/marketplace/p/36NMW/30-off-face-kit-likeness-sculpting-tool-set-for-substance-
painter-zbrush-and-blender-peep-at-the-trailer [Accessed 28 Apr. 2025].

Creative-Volume-2145 (2023). Reddit - The heart of the internet. [online] Reddit.com. Available at: https://www.reddit.com/r/eyes/comments/11au-
8iz/what_color_what_you_call_this_always_thought_they/ [Accessed 28 Apr. 2025].

J Hill (2021). How to make SKIN TEXTURES in Substance Painter - YouTube. [online] www.youtube.com. Available at: https://www.youtube.com/
watch?v=s0DhvFML70M [Accessed 28 Apr. 2025].

Midwest Vision Partners (2025). Eye Anatomy: 9 Main Parts of the Eye & How We See. [Image] Specialty Eye Institute. Available at: https://www.
specialtyeyeinstitute.com/services/retina-care/eye-anatomy/ [Accessed 25 Apr. 2025].

Pradeep Buddharaju, Pavlidis, I. and Manohar, C. (2008). Face Recognition Beyond the Visible Spectrum. [Image] Springer eBooks, Springer
Nature, pp.157—-180. doi:https://doi.org/10.1007/978-1-84628-921-7_9.Ultimate Unwrap3D (2025). UV Mapping Software - QuickTip for LSCM
UVs. [online] Unwrap3d.com. Available at: https://www.unwrap3d.com/u3d/quicktip_uv_mapping_Iscm.aspx [Accessed 28 Apr. 2025].

Wikimedia.org. (2024). Blocked. [online] Available at: https://commons.wikimedia.org/wiki/File:Peter_Capaldi%27s_TARDIS _
Set_%2825074781711%29.jpg [Accessed 28 Apr. 2025].

WORK UP (2024). WORK UP | Empowering Talent, Transforming Perspectives. [online] WORK UP | Empowering Talent, Transforming Perspec-
tives. Available at: https://www.workup.org.uk/ourpatrons [Accessed 28 Apr. 2025].



