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Abstract

With the continuous development of science and technology and the popularization of computer
network, the development of software technology has gradually brought about an impact on tradi-
tional design, illustration design also has a from static to dynamic, a transition from two dimensions
to three. The application of 3D technology to digital illustration is a branch of illustration design un-
der the influence of science and technology. This kind of illustration mainly takes the software tech-
nology as the core, can create the vivid picture effect through modeling, rendering and so on, this
cross-disciplinary, cross-cutting way of expression is that the traditional hand-drawn and graphic
illustrations cannot be achieved. The combination of three-dimensional technology and digital il-
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lustration is the product of the rapid development of the times, but also can improve the level of
illustration creation.
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Figure 1. Zbrush software interface
1. Zbrush B4R "
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Figure 2. POSE STUDIO software interface
2. POSE STUDIO ¢4 RE®
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Figure 3. Works by 3D illustrator Peter Tarka
3. ZHEHHE)F Peter Tarka 1R
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Figure 4. Russian illustrator ArseniXC created the process

B 4. HBHRFRER ArseniXC BI{EITFE"
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Figure 5. “Vulture age” by Toni Bratincevic
5. EEZ AR Toni Bratincevic {Ef (FEBIMK) ©
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