
0 92 | 3D WORLD3D WORLD April 2 0 0 8 

   
hino has alw ays be en one 
of the most pow erful and 
highly regarded NURBS 
mode llers on the market . 

This has also be en its disadvant age . 
While it has be en an at tract ive tool for 
those coming from CAD, it has never 
inspired those w ith a background in 
polygonal mode lling. Originally available 
for Maya, T-Splines is a ne w plug-in for 
Rhino 4 .0 that aims to rect if y this.

But what is a T-Spline? T-Splines are a 
type of higher-level surface geometry that 
combine aspects of NURBS and subdivision 
surfaces. Whereas tradit ional NURBS 
modelling relies on complete isoparms 
traversing the model. T-Splines use part ial 
isoparms, which permit non-rectangular 
topology. It is possible to add vert ices 
w ith only one isoparm linking to them. 
These are called T-points. 

Although Rhino doesn’t do subdivision 
modelling, T-Splines ef fect ively adds a 
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VERDICT
PROS
•  Adds ne w mode lling 

work fl ows to Rhino
•  Easier edit ing of organic mode ls
•  Converts meshes and NURBS 

surf aces to T-Splines
CONS
•  Cannot convert complex meshes

RANGE OF FEATURES 8
VALUE FOR MONEY 8
OVERALL 9

includes some of these features as part 
of its standard toolset . Organic shapes 
can now be invest igated easily w ithout 
the worry of re-modelling, and formerly 
incompat ible technologies can now be 
used together. 

Given its reasonable price point , 
T-Splines for Rhino suddenly makes Rhino 
an invit ing prospect to modellers who have 
previously shied away from the sof t ware. 
Combined w ith Rhino 4.0’s own recent 
advances, the plug-in turns Rhino into a 
comprehensive solut ion to suit many 
dif ferent modelling challenges.  

  With the plug-in, simple meshes can be 
converted to T-Spline objects, then edited 
quickly and ef fi ciently using the T-Spline tools

  T-Splines combine key features of NURBS 
and subdivision surfaces. T-Spline objects can 
be converted to NURBS and exported to other 
software for shelling
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Subdivision-style modelling comes to Rhino, court esy of an innovative t echnology 
that of fers artists the best of NURBS and Sub-D workfl ows BY NEIL RENNISON

T-Splines for Rhino
DETAILS
PRICE
Single licence
•  £ 2 5 6* / $ 4 9 7 / € 3 4 4*
F loat ing licence
•  £ 4 1 1* / $ 7 9 7 / € 5 5 1* 
*Currency conversion

PLATFORM
PC

RECOMMENDED SYSTEM
PC 
•  Any syst em capable of 

running Rhino 4 .0

MAIN FEATURES
•  Subdiv ision-st y le 

mode lling for Rhino
•  T-Splines to NURBS 

compat ibilit y
•  Mesh to T-Splines 

compat ibilit y
•  Curve she ll skinning
•  Advanced surf ace merging
•  Simpler surf ace 

manipulat ion
•  Easy to add local det ails
•  7 0% fe w er control points 

ne eded than for NURBS
•  F ast er mode lling 

work fl ow

DEVELOPER
T-Splines

WEBSITE
w w w .tsplines.com

RELATED 
PRODUCTS
•  T-Splines for Maya
Not rev ie w ed: V isit
www.tsplines.com

  Originally available for Maya (used above), 
T-Splines is particularly useful for organic work, 
providing tools to edit complex models quickly
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subdivision-style box modeller to the 
sof t ware.This funct ionality alone rocks the 
way Rhino users can approach complex 
modelling challenges to the core. T-Splines 
also generate fewer CVs than NURBS, 
meaning they can be adjusted and edited 
quickly while st ill retaining a high level of 
complexity. The fact that the toolset also 
comes w ith a Maya-style manipulator 
which can be used to move, rotate, and 
scale is something that w ill please many 
users, and is something that has been 
long overdue in the Rhino interface.

QUICK CONVERSIONS
One of the other useful aspects of the 

plug-in is the ability to convert 
meshes to T-Spline objects that can 
be modifi ed and in turn converted 
to NURBS objects. We tried 

convert ing a few models from other 
sof tware, and found it quite successful, 

although it is limited by polygon counts 
and does not like triangles very much. 

Another modelling workfl ow on of fer is 
creat ing surfaces from curve shells. Rather 
than creat ing patches that need to be 

trimmed and blended, this skinning 
method w ill automat ically create a 
surface w ith some t weaks from an 
opt ions panel.

Modelling workfl ows like these 
have never existed in Rhino before, and 

the plug-in really exploits Rhino’s exist ing 
toolset . As a result , it w ill probably have a 
greater impact on the design world than 
the Maya version, since Maya already 
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