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COURSE 

DESCRIPTION:
In this project based course you will learn the proper steps to rig three-dimensional character and object models. Once you have created your digital puppets you will learn the basics of animation as well.
COURSE

GOALS:
GOAL A:
To produce professional animation friendly character rigs

Learning Outcomes:
The student will:


A-1.
Produce a pipeline ready rig that is ready to animate

A-2.
Create a complete character skeleton

A-3.
Bind the character skin to the skeleton
GOAL B:
Increase knowledge of the rigging tools

Learning Outcomes:
The student will:


B-1.
Learn proper joint placement using the joint tool

B-2.
Constructing a control rig that is solid and animator-friendly

B-3.
Use constraints to help drive the spline controls
GOAL C:
To produce a professional animator-friendly rig

Learning Outcomes:
The student will:


C-1.
Use proper naming convention to help manage the rigging procedure

C-2.
Use expressions to regulate how some of our joints and controls behave

C-3.
Create a global control to keep the rig manageable and user friendly
COURSE CONTENT (subject to change based on discretion of instructor): 

CLASS 01
Topics:

Course Intro, Intro to Rigging, Model Prep, Transform & Deformers
Homework:

Motion Graphic Part I (modeling)
CLASS 02



Topics:  


Basic Object Rigging Techniques (non-linear deformers, splines, etc.)
Homework:
Motion Graphic Part II (rigging)
CLASS 03


Topics:  


Basic Animation Principles & Canon, Straight-Ahead Animation Technique

Homework:
Motion Graphic Part III (animation)
CLASS 04


Topics: 
Model Resources, Human IK, Basic Weight Painting

Homework:
Human Action Cycle Part I (rigging)
CLASS 05


Topics: 
Motion Capture, Locomotion, Layering Animation Technique

Homework:

Human Action Cycle Part II (mocap)
CLASS 06


Topics:  

Motion Capture Cleanup, Creating Looping Clips, Pose to Pose Animation Technique
Homework:

Human Action Cycle Part III (animation)
CLASS 07


Topics:   
Model Preparation, The Skeleton
Homework:
Character Rig Part I (model prep & skeleton)
CLASS 08


Topics:    

Deformation, Binding, Blend Shapes
Homework:  

Character Rig Part II (blend shapes)
CLASS 09


Topics:    
Weight Painting
Homework:  
Character Rig Part III (weight painting)
CLASS 10


Topics:  


IK vs FK, Reverse Foot Rig, Spine Spline IK, FK Controllers
Homework:

Character Rig Part IV (rigging)
CLASS 11


Topics:  


Node Connection, Set-Driven Hands, Face Rig, Rig Hierarchy Cleanup
Homework: 
Character Rig Part V (hierarchy cleanup)
CLASS 12


Topics: 
Pose Design, Layout & Blocking
Homework:
Lip-Sync Animation: Layout & Blocking
CLASS 13


Topics:


Face Design, Lip-Sync
Homework:


Lip-Sync Animation: Interpolation
CLASS 14


Topics:


Polish, Rendering   
Homework:
Lip-Sync Animation: Polish & Render
METHOD OF

INSTRUCTION:

Lecture

Demonstrations

Assigned Readings

Assigned Projects

Critiques

Hand-Outs

Tutorials

Slide Presentations

Film/Video Presentations.
EVALUATION AND 

GRADING:
There are weekly assignments that are merely steps to complete projects. These are each worth 10 pts for a total of 140 pts. 

These assignments culminate into projects that will that when completed will be graded as well. These total 200 pts.
There is 10 pts given for participation.

The total of points is equal to 350 pts.

Weekly Assignments (140 pts):

Object Rig (10 pts)
Object Animation (10 pts)
Human Auto-Rig (10 pts)
Human Walk & Run Cycle (10 pts)
Human Action Cycle (10 pts)
Character Rig Skeleton (10 pts)
Character Rig Blend Shapes (10 pts)
Character Rig Weight Painting (10 pts)
Character Rig Rigging (10 pts)
Character Rig Controls (10 pts)
Character Rig Complete Rig (10 pts)
Lip-Sync Blocking (10 pts)
Lip-Sync Interpolation (10 pts)
Lip-Sync Polish (10 pts)
Project (200 pts):

Motion Graphic Animation (25 pts)
Realistic Human Animation (50 pts)

Character Rig (75 pts)

Lip-Sync Animation (50 pts)

Participation (10 pts)
PLEASE NOTE:

Students earn a zero for each missed assignment. Grades for all assignments are calculated and factored into the final course grade.
SOFTWARE/HARDWARE:
Autodesk Maya
CLASS PARTICIPATION:

Students are expected to attend class and participate actively and in a positive way. Questions and relevant observations are encouraged and enrich the experience of the entire class.

Computers in the classrooms are intended to be used as tools to enhance the students' learning experience. Instant messaging, gaming, emailing, and surfing the web are distractions to the student, the surrounding students, and the instructor and constitute inappropriate behavior. Students are ethically obliged to avoid these and similar practices.
ATTENDANCE

POLICY:


Since the class meets 3 hours per week or 37.5 hours for the semester, the instructor may withdraw students who miss more than 5 hours of classes, as per the Attendance Policy appearing in the Student Handbook.

ACCOMMODATIONS:

Students with documented disabilities who require accommodation to insure success in learning are required to self-identify before accommodations are granted.  To self-identify, a student notifies the Coordinator for Students with Disabilities.  Upon notification, the procedure for obtaining accommodations is explained to the student.  As the final step of the process, the student discusses accommodations with their instructor(s).
