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“Digital Sculpture Programs and Their Role in
Designing 3D Models for Visual Media Arts”
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Abstract:

Digital sculpting represents one of the most significant
transformations in visual arts within the digital age, offering artists
unprecedented capabilities for visual expression. It has played a
pivotal role in advancing fields such as animation, visual effects,
and character design in television and film production. No longer
merely a creative tool, digital sculpting has evolved into a core -.c'4
SN ¥+ opr asset thathe industry's growing demands for speed,
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precision, and adaptability. Specialized sculpting software enables
the creation of highly detailed 3D models, facilitating rapid
modifications and virtual scene simulations prior to visual
execution. This study explores digital sculpting as a contemporary
creative medium in film and television production, with a focus on
leading software platforms used in modeling and shaping digital
assets in modern visual workflows.
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