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Abstract:
Digital sculpting has emerged as a vital production tool charac-
terized by flexibility, precision, and speed, establishing its sig-
nificance in the creation of visual content for films and televi-
sion. This study aims to explore digital sculpting as a creative
medium in visual production, focusing on its artistic and tech-
nical capabilities, and examining its role in enhancing both aes-
thetic and functional aspects of design. The research adopts a
descriptive-analytical methodology alongside an experimental
approach, through the creation of applied models using Blender
software to simulate visual elements within dramatic and func-
tional contexts. The sample included two models: the first is a
fantasy-inspired pen holder in the form of a horror-themed
hand, and the second is a decorative sculpture of a bored-
looking sailor monkey. The findings demonstrate the effective-
ness of digital sculpting tools in improving design quality, re-
ducing production time and costs, and expanding the bounda-
ries of artistic expression. The study also highlights the value
of specialized software such as ZBrush, Blender, Maya, and
Cinema 4D in supporting contemporary media production. It
recommends increasing investment in training designers on
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digital sculpting technologies and promoting its use in repre-
senting cultural visual identity.
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