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Assignment 1: Animating in Maya  
• Build at least two objects by manipulating polygonal primitive shapes 

provided in Maya. 
• Create a rendered animation that uses at least one nonlinear deformer in 

150-300 frames and render it with lights, shadows and textures. There 
should be no compression on the images. 

• Make your frames into a movie using the H.264 codec. 
 
Assignment 1: Technical Assignment  
Choose one of the following topics.  
• N-mesh, cloth and cloth colliding with cloth  
• Muscles + Trax editor + Expression editor/MEL  
• N-Particle systems + Soft/Rigid bodies and dynamic constraints  
• Fluids + Dynamic effects (Fire, smoke, fireworks, lightening, shatter)  
• N-Hair and Fur /Strokes  
• Animation editor with mocap from mocap library  
• Mud box + Referencing  
• Advanced rigging: facial rigs + using set driven keys with skeletons  
• Render Layer editor and AfterEffects compositing + Mental ray rendering  
Create a short animation using the assigned technology. You will present the 
animation in class during the crit. Come prepared to describe how you used 
the technology for your animated sequence. Make an effort to fully exercise the 
technology so that you develop a good understanding of what is possible, what 
is not possible and what is easy/hard with this technology so that you can 
convey that information to the class during the crit.  
 
Storyboard:  
Each student will pitch a story using 5-10 essential storyboard images. You 
may use any software (or pencil and paper) to create them. The first image 
should be a title card and include the name of the person who made it. Come 
to class prepared to pitch your story.  
After the initial pitch storyboards will be narrowed and students will be 
partnered to develop the ideas further.  
 
 



Assignment 2: Modeling in Maya  
Create a fully articulated character model of your own design and animate it 
using a skeleton and IK output to rendered images and then a movie. Your 
character should convey personality through his/her/its gait in 150 to 300 
frames.   
 
Assignment 2: Technical Assignment  
Each student will be assigned a second topic from the list provided for  
 
Assignment 1 Technical Assignment.  
 
Assignment 3: Technical Element  
Create a short animation (150-300 frames) that focuses on a technical 
element. That technical element could be one of those included with Maya 
complete: fluid, fur, cloth, or hair. Alternatively, it could be implementing new 
functionality in C++ such as a grouping behavior, experimenting with motion 
capture data, or programmable shaders. The groups should discuss each 
individuals 3rd assignment to test out potential methods for creating a 
technical element for your group's animation.  
 
Animatic:  
The animatic should be done entirely within Maya (no hand drawn scenes or 
video). It should block out all of the scenes and give you a fairly precise sense 
of the timing of the piece. Your animatic should become a "living document" 
where you add in scenes and characters as they reach a more complete state 
for each critique during the rest of the semester.  
 
Webpage:  
Each team will put together a web page for their project that will serve as an 
archival record of your progress. At a minimum, the web page should include:  
• pictures of the members of the team  
• storyboard and statement of project (both technical and conceptual)  
• model sheet for your characters showing them in key poses  
• each iteration of the animatic that is presented in class or critiqued  
 
Final Project:  
The final projects will incorporate technical elements. We will collect ideas for 
elements of the animations that might be enhanced in this way throughout the 
semester.  
 
 
 
 



Assignments and Projects 
There will be two kinds of assignments: individual assignments at the start of 
the semester and a final project. The individual assignments will be completed 
by each student, the final project will be completed in teams of about eight 
students.  
All assignments will be turned in as movies. The final project will begin as a 
storyboard, morph into an animatic and gradually become a complete 
animation with fully rendered frames and audio.  
Grading on programming assignments is based the ambitiousness of what 
you attempted and the quality of the result. We will spend class time critiquing 
the animations and assignments. The notion of a critique may be unfamiliar to 
some in the class. See the supplemental readings for an introduction to the 
concept. 


