
Making of an Audi R-8 
 

 
 
In this Making of, you will learn how to model an A udi R-8; or any vehicle for 
that matter. The principal is the same.  For this M aking of, you will need at 
least an intermediate knowledge of 3DS Max, or your  preferred 3d application. I 
will be using 3DS Max 9, so if you have an older ve rsion or if you are using a 
different 3d application, your button configuration  maybe be slightly different.   
 
I typically use vehicle blueprints, when available,  for the modeling process.  
Although, you can use any reference photographs as well.  When you are modeling 
vehicles, you want to have plenty of reference phot ographs to view.  I have over 
sixty reference photographs that I will be using th roughout the entire time that 
I am modeling this vehicle.  As you are gathering y our reference photographs, 
you want to select many different angles, close-ups  of certain parts; such as, 
headlights, tailights, wheels, and any distinct or unique grooves or parts of 
the vehicle. You can find all of the reference phot ographs by doing an image 
search in google or yahoo.   
 
The image below shows how I normally setup my bluep rints or reference images.  
You can set them up however you like, but this is m y personal preference.  Make 
sure the plane that you apply the images you plan o n using to, exactly matches 
the dimensions of the photograph or blueprints that  you use.  



 

 
 
Here is a link to another one of my tutorials to he lp with the blueprint setup. 
 
 
http://www.free3dtutorials.com/index.php?id=327&pag e= 
 
 
Something you have to realize, is that vehicle mode ling is not easy or simple.  
There is no certain way to model a vehicle.  Some p eople use box modeling, 
others use polygonal modeling or poly modeling, som e use NURBS modeling or 
spline modeling.  What I will be using and my perso nal preference is poly 
modeling.   That is where you extrude the edge of a  polygon to form the shape 
that you want.  There is not a certain place to sta rt your modeling when 
modeling a vehicle.  Some start at the hood, some a t the front drivers side 
fender well, some at the rear, and some at the roof  of the vehicle.  I usually 
start at the front drivers side fender, however, th at is just your personal 
preference.    
 
To start polygonal modeling, I like to maximize the  viewport that I will start 
off in.  In this case, the Left viewport.  You can maximize the viewport by 
right clicking anywhere in the viewport and hit the  keyboard shortcut or 
"hotkey" ALT + W.   
 



Now, the first thing I do is create a Line.  I find  the exact center of the 
wheel and create a line from the center and while h olding shift so that the line 
contrains to the X axis, drag to the left.  Next, y ou want to go to the Hierarcy 
tap in the main menu, and select Affect Pivot Point .  You want to snap it to the 
start of the line that you created.  Next you want to hold the Shift key and 
rotate the line in increments of  10 or 15 degrees for a full 180 degrees until 
you have something like the image below. 
 

 
 
 
From here, using the lines that we created earlier as guides, create a poly 
where the ends meet the first two lines on either s ide like I have below. 
 
Next you want select the Edge sub-object and hold s hift and drag the right edge 
of the polygon to match it with the line.  Once you  drag it to the right, you 
will have to rotate the edge to match it to the lin e.  I done this and you 
should have something close to the image below. 
 



 
 
Now you want to follow the contour of the fenderwel l. Most cars have a small 
straight side, then it curves inward.   
 
You want to select several of the top edges and shi ft+drag up.  Do not forget to 
stop a few times to give edges for any unique forms  or grooves that your vehicle 
may have, or if you want to customize your model in  any way.   
The image below is from where I start on the side f ender and the hood.   
 



 
 
 
Notice how the edges of the polygons match up with the lines that we created 
earlier.   
 
You want to shift+drag the edge of the polygon unti l you form the shape of the 
fender well and hood like I have in the pictures be low.   
 



 
 
 



 
 
 
 



 
 
 
Notice how in the last image the polygons follow th e contour and shape of the 
vehicle.  This is done by switching between all of the viewports adjusting 
vertices' and edges.   
 
I know that if your new to vehicle modeling, this l ooks like it is extremely 
hard to accomplish.  Its not.  Just take a deep bre ath, and continue with the 
shift+drag method to form the shape.  You will have  to work in all of your 
viewports to form the correct shape.  I start in th e Left viewport and change 
between the Left, Front, Top and Perspective viewpo rts many times during the 
modeling process.   Vehicle modeling is a lot of ad justing vertices', polygons, 
edges, and tweaking. With me, I like to turn on my favorite music and go!  
Before I know it, a few hours have passed and I hav e accomplished even more than 
I had planned.   
 
My next step is usually the front bumper.  Every bu mper usually has some unique 
parts.  This is a really good time to be looking at  the reference photos.  I 
look back and forth at the photos while I am modeli ng because, to have your 
model be exactly like the real thing, you cannot ru sh it.   
Here is what I got for the front bumper. 
 



 
 
 
 

 
 



 
 

 
 
 
Next I create all other objects that are included w ith the bumper, in this case, 
the grille. 
 



 
 
 
 

 



After the grille, I make the headlights.  When maki ng headlights, you want to 
study the reference photographs very closely.  If y ou plan on adding a lot of 
detail to the certain parts of the vehicle, very, v ery closely.  For this Making  
Of, I am just going to make a simple headlight. 
 

 
 
 
See the simple headlight and the lens, notice on th e lens, there is a triangle 
or tri.  
That is what I am talking about when I say go back and clean the mesh.  You will 
find these, but there are really easy to fix.   
 

 



See how it was fixed.  All I did was, while in Edit  Poly mode, deleted the 
polygons on either side of the Edge that is wrong, and redraw the polygons in 
using Create under the Polygonal sub-object. 
 
 
From this point, I usually move onto the rear fende rwell and top.  I start the 
exact same way that we did on the front.  Just repe at the steps you have already 
done and follow the contour of the vehicle.  For me , when I did this part of the 
car, I noticed that there are grooves and other uni que shapes that I needed to 
create. 
 
There is a groove that is on the rear and front fen der wells.  For your model to 
retain any realism, you have to add all these detai ls.  What you may think is a 
small detail, someone else may not.  So from here a ll you have to do is draw the 
polygons as if you were just giving extra polygons and then select the one row 
of vertice and pull them inward just a bit.  Like I  have in the image below. 
 

 
 
Notice how this creates the groove that is present in the real car.  This groove 
is present only on the front and rear fender well, so just follow these steps to 
give it accurate positioning.  Refer to photographs  while doing so. 
 



 
 
 
Once you have the base mesh formed, you are almost done with the modeling 
process.  The next thing that you have to do is, of  course, go back and clean up 
any messy mesh.  I like to have extremely clean mes h for my models.  I will work 
for hours to make my mesh clean.  That is another r eason that I like to model 
using Edit Poly.  If during the modeling process yo u make an error, it is much 
easier, IMO to go back and clean up afterwards.   
 
 

 
 

TEXTURING AND RENDERING 
 
Now that we have the basics down, I will not be so in-depth from here on out.  I 
will next talk about the texturing of a vehicle. 
For the texturing of vehicles, I use the simple men talray car paint shaders.  I 
just find the color that I want to use and apply it  to the individual parts of 
the model. 
With this car, in reality, being all grey, except f or the black parts 
throughout, I will of course, use a grey car paint shader.  But you can always 
leave it up to your creativity and go with colors t hat you want it to be.   
 



Go into the material editor, and hit the Standard b utton.  When the Material Map 
browser comes up, select the Car Piant Material(mi) .  Make sure that you have 
mentalray set as your renderer.  Once you select th at, you see the different sub 
maps appear.  Now all you have to do is select the Base color.  You can select 
any color you want, but for this car I will choose grey.  Then you want to 
choose the Light Facing Color.  This is the ambient  color for the material, so 
it needs to be a lighter, but not to much different  from the Base color. 
 

  
Just apply this material to all parts of the vehicl e that you want that color.  
Do the same for the other parts of the car. 
 
 
Next, I will talk about rendering.  There are many different ways to render, 
many different rendering engines to use, and many d ifferent lighting setups to 
use to attain the photo-realistic render. I mainly use the studio lighting 
setup.  This is a fairly quick and easy lighting se tup to get a photo-realistic 
look. I have been trying different lighting setups to obtain a more realistic 
render and later I will write another tutorial when  I find a setup that I really 
like. 
 
I use mentalray to render, many people, as of late,  have started using VRay.  
VRay is the newest rendering plugin available for 3 DS Max, it is used to render 
the realistic look and does a great job.  But until  I can afford it, I will 
stick with mentalray.   
 
Below I have a link to my studio lighting tutorial.   Here are some renders that 
I was able to obtain with this lighting setup.   
 



 
 
 



 
 
 
I also use HDRI's to help with the realism of the r enders.  HDRI's are images 
that you put in the enviroment slot of the 3d appli cation that you are using.  
It shows a reflection of the HDRI on your model. 
 
To learn how to create your very own HDRI of any im age that you want to use as a 
reflection from scratch, and apply it to you scene,  click the link below. 
 
http://www.free3dtutorials.com/index.php?id=313&pag e= 
 
This is another tutorial that I have written.  It s hows step by step, how to 
select the image that you want to use as a reflecti on for your scene and how to 
convert it to an HDRI. 
 
That is all.  If you have any questions or if you a re stuck somewhere, please 
feel free to email and I will try my best to help.  
 
I know that starting off, vehicle modeling can seem  difficult.  But trust me, 
once you get the hang of it, and how the workflow, or the process goes, it gets 
easier.  It took me several months of doing tutoria ls, reading articles, asking 
others, and a lot of frustration to finally underst and how to model a vehicle. 
 
Just keep at it and I'm sure that you will get it s oon enough.  
 



If you have any questions or comments, please feel free to e-mail me at the 
address below.  
 
 
Tutorial by Joshua Murphy, All rights reserved. 
http://www.3dhuntsville.com 
3dhuntsville@gmail.com 
   
  
 


