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Fine Arts: 3D Printing Classic Paintings 
Nathan Lefsrud, February 28, 2016 
 
Goal: The overlying goal of this Fine Arts project is to turn classic paintings into 3D models which can be 
printed. One of the applications of this is so that people who are visually-impaired (for example, 
blindness or partial blindness) can experience the same classic paintings available to everyone else.  
 
Plan: Start by choosing a classic painting that you admire. You’re going to need to find an image that has 
enough resolution online to be able to see enough detail to be able to replicate it. Come and check with 
me once you’ve found a painting so I can make sure that it’s got enough detail for this assignment. Try 
to choose a portrait or a scene rather than something abstract.  
 
Once you’ve done that, I want you to brainstorm with a partner about how you’re going to approach the 
problem. You could design a scene with DAZ studios, or sculpt it in Blender on the school computers. 
You still need to determine some specific things like: 

 How deep is the scene going to be?  

 What orientation should I print this at? (Standing up? Laying down?)  

 How are you going to make different objects or features of the scene stand out by touch?  
 
Your strategies may change over the course of your progress here, but you should still have these things 
thought out ahead of time.  
 
Make sure to take a look at Mr. Lefsrud’s exemplar of Ludolf Backhuysen’s The Coming Squall and don’t 
be afraid to ask for help using the software.  
 
Progress Pictures: You must take regular screenshots of your progress to show the process that you’re 
using to sculpt your model. This is also to ensure that no plagiarism is occurring.  
 
Assessment: You will be marked on the following:  

 Likeness to the original 

 “Feel” of the scene 

 Progress Screenshots 
 
More details on these can be found on the rubric on the next page.  
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DES2910: 3D Printed Bone Replacements Rubric 

Project Criteria 
Weight Likeness to Original “Feel” of the scene Progress Shots 

 
4 

The final model is a clear visual 
representation of the original painting, 

with all major details of the scene 
portrayed  

To the touch, the details and overall 
activity of the scene can be easily 

determined; Someone who is visually 
impaired would benefit greatly from this 

model 

 

 
3 

The final model is an adequate visual 
representation of the original painting, 

with most major details of the scene 
portrayed 

To the touch, the details and overall 
activity of the scene can be satisfactorily 

determined; Someone who is visually 
impaired would benefit from this model 

 

 
2 

The final model is a limited visual 
representation of the original painting, 

with few major details of the scene 
portrayed 

To the touch, the details and overall 
activity of the scene can be determined 

to a limited degree; Someone who is 
visually impaired would benefit 

somewhat from this model 

Enough progress screenshots were taken 
and submitted to be able to 

demonstrate the processes that were 
used to create the model 

 
1 

The final model is a poor visual 
representation of the original painting, 

with few to no major details of the scene 
portrayed 

To the touch, the details and overall 
activity of the scene cannot be 

determined; Someone who is visually 
impaired would not benefit from this 

model 

Few progress screenshots were taken 
and submitted; unable to demonstrate 
the processes that were used to create 

the model 

 /4 /4 /2 

Final Grade:  /10 
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Connections to Program of Studies: 
 

While this particular project has been built for the high school level, it can very easily be 
adapted to fit the curricula for the junior high level. Students in junior high school may not have the 
same experience with digital design as those in the higher grades, but there is no reason why it couldn’t 
be introduced as an optional assignment regardless.  

The main focus of these connections to the curriculum is to build up a variety of different 
approaches to creating art, particularly digital sculpting in this project. In the Encounters section, there 
is plenty of room to explore the impact of technology on art (using 3D printers to create it), as well as 
the implications to art and society.  
 
Compositions:  

 Art 10: Students will 
o Extend their knowledge of and familiarity with the elements and principles of design 

through practise in composing two- and three-dimensional images 
o Use the vocabulary of art criticism to develop and accept analyses of their own works 
o experiment with various representational formats 

 Art 20: Students will 
o Use non-traditional approaches to create compositions in both two and three 

dimensions 
o solve teacher- and student-developed problems by varying the dominance of design 

elements for specific visual effects 
o use the vocabulary and techniques of art criticism to interpret and evaluate both their 

own works and the works of others 
o demonstrate control over various components of compositions 

 Art 30: Students will 
o Use personal experiences as sources for image making 
o develop and solve design problems 
o use the vocabulary and techniques of art criticism to analyze and evaluate their own 

works in relation to the works of professional artists 
o develop a portfolio of works that will represent their personal style 

 
Encounters: 

 Art 10: Students will 
o become aware of the relationship between function and form in artistic productions 

 Art 20: Students will 
o investigate the impact of technology on the intentions and productions of the artist 
o acquire a repertoire of visual skills useful for the comprehension of different art forms 

 Art 30: Students will 
o analyze the factors that generate a work of art, or an artistic movement: the 

experiences of the artists and the impact of the culture 


