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The semester started with tutorials and 
sculpting skill development.  

Character design shares a lot with creature 
design so learning how to properly render 
ideas in photoshop and methods of building 
up form and tone transferred into my creature 
design work.

I also explored hard 
surface modelling at a very 
basic level, though it isn’t 
where I want it to be yet. 

The exaggerated face to 
the left was a anatomy and 
skills exercise, and I am 
quite happy with the 
result.  It was also my first 
time using the hair 
functionality inside Zbrush, 
which will be useful for 
later renders.



The first creature was an attempt at realism purely 
through anatomy. To achieve this I used a technique 
discovered through tutorials, of drawing directly over 
an anatomical drawing to change the shape, whilst 
allowing me to use the same muscle groups to lend 
the form believability.

I also experimented with silhouetting inside of 
ZBrush,  which allowed me to easily experiment with 
forms, but was fiddly to re add to the model 
afterwards.



This was the final creature. When reading about other artists one key part was that 
the creatures should never look static, they should have movement in their pose to 
bring them to life. This was one of my first attempts at posing a model inside Zbrush
and I am happy with the way the pose turned out.
A photo texture of concrete has been put over the creature to add detail to the 
surface and break it up in the renders, but there are still large parts that look overly 
smooth.

Over all I think the form 
of the body is strong, 
and the visible muscle 
groups makes it seem 
credible and well 
realised. 

However the design 
itself is quite generic and 
plain, with little thought 
into the narrative 
aspects aside from that 
it is a predator. The head 
is an interesting shape 
but perhaps not a very 
realistic one.



This time I approached the design from a different angle, rather than picking an animal and 
trying to make a story from it, I picked a narrative angle and experimented with ways to 
achieve it.

The next creature was designed to be a pack animal, used for carrying cargo or moving house. 
So to begin with I drew inspiration from bovine animals and shelled lizards, annotating parts 
of the sketches that I could develop further, inspired by other creature concept artists. 

One big concern that I had 
early on was the quality of 
my sketching, it was very 
rough, and wildly 
inconsistent. The subjects 
also tended to be profile 
views or head studies and 
appear very static. Whilst 
this is useful for 
transferring the design 
into 3D, isn’t a strong way 
of developing movement 
or narrative in the design.



Out of those test sketches, the one I chose to develop 
into a 3D model was  a relatively small crustacean, 
taking influence from Lobsters and Hermit crabs.  These 
animals work in packs like huskies, to carry heavy 
objects across deserts or swamplands.

The narrative developed further as I sculpted it, if 
it curls up into a ball whilst its carrying things then 
the transporter would lose valuable cargo, so 
metal poles have been drilled into the shell to stop 
it curling when its on the clock.

The lack of development sketches and anatomical 
consideration before I began sculpting lead to a very 
convoluted development as I realised it couldn’t curl 
properly , and needed to be reshaped multiple times.



A common element in existing high end characters and creatures are very detailed props.  With a 
major narrative element of the design being its ability to carry cargo I needed to make a convincing 
net in Zbrush. 

This was a valuable skill to learn and something I had never attempted before, though now I feel 
significantly more able to model complex clothing and patterns with the skills that I developed to 
make this net.



Learning from the blandness of my previous renders I added colours over the top of the 
renders to experiment with palette and location of the creature.

For a creature to be believable it needs to suit its environment, or at least its home 
land, so these experimentations aren’t just changes in the colour, but also back story. 
If I had know these aspects of the creatures life before I began to model I could have 
made alterations to the forms that would suit it to life in each of the biomes, making 
it more believable.



This is the final creature render.

The addition of the props help to drive home 
the creatures individual story, as well as show 
developments in my sculpting ability. The 
borrowing of anatomy from crustaceans in 
the body and legs made it visually believable.

However would such a creatures legs really 
be suited to carrying large loads, the pointed 
feet would sink into soft ground, and the 
consideration of the environment early on 
would have helped to stop some of these pit 
falls. 

The render is also uninspiring. It isn’t 
presented in its environment. And the 
lighting seems unnatural.



Taking inspiration from Terryl Whitlatch’s sketches I have started to 
consider the way the creature moves and its environment earlier in the 
process.

My sketches have much more character to them now. They show the 
creatures in more dynamic poses and explore them from multiple 
angles, letting me more fully understand the forms before I make the 
move into 3D, which would be necessary from either side in a multi 
person team.

Informed by anatomical studies and sketches of 
real world animals, and with practice, my designs 
have improved substantially. However there is 
still much to improve on and the skill to build an 
appropriate skeleton for my creatures is 
something I need to work on, as it is vital to 
riggers and animators to see the inner workings.



This is a method that I learned from 
Neville Page, in which digital 
paintings are made inside of Zbrush, 
using a 3D Plane as the canvas.

- Quick idea generation using 
symmetry to build form and 
tone.

- Starting with a low resolution to 
block in the silhouette, then 
dividing to add detail ensures 
the shape is readable before 
getting stuck in detail.

- Zbrush records the process so I 
can go back to earlier stages and 
take a design in multiple 
directions. 

- Not particularly useful for things 
that aren’t symmetrical, as 
photoshop gives greater control.



I used one of those heads as sculpting practice for more 
humanoid/alien designs, and also to learn the proper professional 
pipeline for rendering.

Using a low poly version from zbrush, unwrapping the model and then 
extracting normal maps mean that I can use different programs to 
render the model, giving me more freedom to add HDRI lighting and 
more control over individual parts of the render.
The tests here are quite basic, the model has no Colour map so is 
simply a basic material, but I managed to get renders from both 
Marmoset Tool Bag (Left) and Keyshot (Below) Keyshot in particular 
seems very popular with other creature artists so learning it will prove 
invaluable, but I still have a long way to go.



Further rendering and anatomical practice. This iguana turned out pretty 
well for a speed sculpt. The scales look believable but their arrangement 
isn’t strictly correct as the outside of the ridges along the back of the 
head have continuous lines of scales.

I also experimented with the Unwrapping process, changing the density 
so the face area took up almost all of the UV, and the back of the neck 
took as little as possible. 

The render looks quite professional, the texture is detailed enough to 
look believable, but to improve upon it I can add a bespoke specularity
map, a staple feature in both games and films, to make it suit its 
environment / lighting more.



Whilst drawing from reference and anatomy had proven to be very successful in improving my skills, many of my sketches and ideas had begun to look similar. 

So to expand my idea generation pipeline I added inks, using water to spread them into shapes and then drawing in over the top to develop form. This helped 
me to come up with more unique shapes, which I could then develop further into sketches, using the techniques I have utilized and read about previously.

This allowed me to create a huge amount of potential designs very quickly, though the majority were of poor quality, or implausible.

This design ended up being very 
dragon like, with short cut off 
wings.

This ended up looking like a creature 
made using a Matrix, a system to 
combine parts of different animals into 
one body. Good for idea generation but 
can end up looking disjointed.



This design is one that I am taking 
forward to develop, for two 
reasons. I like the narrative side 
that I created, coral like growths 
on the back that harvest oxygen 
that grow as it ages, but also 
because it is currently quite bland 
and I want to challenge that.

I really like the head idea for 
this creature, and think that 
the head is different enough 
that the body can be very 
anatomically similar to a 
moose and still seem 
interesting.



Using the zbrush
painting method to 
experiment with 
head ideas.



After deciding on a base shape 
for the head I then drew over 
the 3D model in photoshop to 
explore more involved 
concepts without having to 
spend the time to sculpt the 
fine details.

Method used by Ian Joyner to explore 
concepts once a rough idea has been 
formed.



Throughout the semester I have also been 
attending weekly life drawing sessions, to 
improve my anatomical knowledge and drawing 
ability.

They still have issues with proportion and line, 
but the effects have already bled through to my 
digital work and is something I plan to continue 
to improve.



I have also regularly been doing quick digital paintings, a combination of photo studies, studies of other artists and 
images from my imagination.  The knowledge gained in colour and composition will feed its way into my 3D renders, 
giving my work a  more professional feel.



There is still a gap between where I want my skills to be and where they are, particularly 
in the presentation of the models. My technical skills, both in sculpting and drawing have 
improved dramatically over the course of this semester but I have had to spend a long 
time working out how to think of creatures, that actually making them almost took a 
back seat. The remaining technical issues can be tackled by modelling the more unique 
and credible designs that I can now develop, and having a better understanding of how 
to add a context to the creature will further strengthen my designs.


