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MERCEDES-BENZ 260-D Breakdown Sheet/The Making of

Objective: To accurately model, texture, light and composite a vehicle into a real envi-
ronment.

Speci�cations:
 Modeled from orthographic views and blueprints using Maya 2009
 Model combines Nurbs & Polygon objects.
 Textured procedurally and with texture maps using Photosho CS4
 Composited rendered frame buffers onto backplate using Apple Shake
 Video presentation set using After Effects CS4

Modeling:
 140 nurbs objects
 176 Poly objects (26,180 faces total)
 More than 80 reference photos
 Organization of elements included UV layout, naming 
 and grouping.

Texturing:
 Mental Ray shaders controlled procedurally for 
 car paint, chrome and glass.
 Other texture maps created both with photo sampling 
 and Photoshop painting.

Lighting
 1 Area Light (Key), 1 area light (bounce)
 HDRI dome with matching backplates
 Final Gather solution

Compositing
 Done in Apple Shake.
 Rendered passes include beauty, specular, re�ection, 
 occlusion, shadow, �nal gather as well as several 
 masking passes.
 Color Correction and matching done in Shake and 
 After Effects
 Final Video Mounted Using After Effects


