HOT WHEELS SERIES: PART 1.
FROM NURBS TO POLY -Dmmn
PRODUCTION MODELING ™
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INTRODUCTION

In this course, you'll learn tfo create a production-ready car model from scratch with
NURBS and turn it into a polygon model for games and films, following the same studio
workflows used in automotive design and VFX visualization.

This course is designed for infermediate to advanced 3D artists, product visualizers, and
aspiring_VFX professionals who want to master the art of hard-surface modeling and

translate design accuracy into cinematic storytelling. You'll not only learn the technical
steps but understand the logic behind each.

By the end, you'll have a high-end automotive render ready for your professional reel or
commercial showcase - a piece that reflects both craftsmanship and production-level

quality.
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WHAT YOU WILL LEARN:

O Fundamentals of NURBs modeling for high-precision surfaces

O Using blueprints and orthographic setups for accuracy

O Managing curvature continuity and edaﬂow for perfect
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reflections —
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O Surface patch layout for film and atfomotive rendering 2|
O Preparing geometry for shading and rendering in Arnolgi = e
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Duration: 5 days

Difficulty Level: Intermediate, Advanced

Material Included: Car blueprint reference files

Requirements: Maya



COURSE STRUCTURE
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‘0 BLUEPRINT AND REFERENCE SETUP

Align and calibrate multi-angle reference planes.

O CURVE AND SURFACE CONSTRUCTION

Build clean NURBs surfaces with perfect continuity.

O SURFACE STITCHING AND REFINEMENT

Master patch transitions and reflection accuracy.

O HARD SURFACE DETAILING

Add mechanical precision with trims and small components.

O RENDERING PREPARATION

Optimize geometry and apply shaders for polished results.

} o FINAL RENDER

Showcase your finished car in a cinematic studio setup.
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CLICKTO SEETHE
FINAL RESULT



https://www.youtube.com/watch?v=TNupv19VWCs
https://www.youtube.com/watch?v=TNupv19VWCs

