
Mathematical Foundations of Computer Graphics and Animation 
Project 08:  Chapter 6 through 12 of Maya Essentials 
 
Description: 
  
Working from chapters 6 through 12, complete the surfacing, skeleton, rigging, and animation for basic 
movement in your character.  
  
Requirements: 
  

1. Continue working on Scene from Project 07 (You may keep the Project Folder assigned to 
Project07) 

a. Option:  You may start a new character that has the required parts;  head, eyes, mouth, 
eyebrows, two arms, two hands, fingers, torso, two legs, two feet. 

2. Create a surface for the character. 
3. Create a UV Space representing the surface of the character laid out in two dimensions. 
4. Create a texture and color map using Photoshop and UV space and apply these colors to your 

character.  Make sure this is saved in the /images directory of this project. 
5. Create Blend Shapes for the face and build an interface to maneuver facial expressions. 

a. List movements in facial features (Mouth and Eyebrows) (Mouth corner up, Mouth corner 
down . . .) 

b. Create duplicates of Model and name each according to movement features 
c. Use Blend Shape tool and Window to combine shapes 

6. Setup up a joint system for the character 
a. Chain joints together 
b. Use naming system for the joints 
c. Mirror the joint chain 
d. Connect joints to model 

7. Parent the Eyeballs to the skeleton. 
8. Create Riggings and controls for the character 

a. Leg controls 
b. Torso control 
c. Character control 

9. Create 5 to 10 second movement sequence for the character using riggings 
10. Add lighting, walls, and prop to the scene. 
11. Render as a Playblast and post to your Website on the Project 08 page. 
12. Commit, add, and push the Project07 folder with the scene to your GitHub repository. 
13. Take at least 4 screenshots of during the development process and save those to your Project 08 

folder in 'Animation Lastname' 
  
  



Checklist: (130 Points)    
Note:  For project grading – complete 110 out of 130 Points 
  

Requirement Points Earned 

Add a lambert surface to your character and select base 
color 

10   

Create UV Layout for the character modeling the 
different sections. 

10   

Use Photoshop to create a Texture Map for the character.  
Save Texture Map to images folder of project and map 
the Textures to the character's modelSurface 

10   

Surface the eyebrows and eyeballs of character 10   

Create deformer set using blend shapes to add facial 
expressions to the character.  Create at least 10 different 
blend shapes and use naming system in the setup of the 
Blend Shape Interface 

20   

Create a Skeleton for the character that is properly 
named, chained together, and connected to model. 

20   

Create Riggings and control for Leg, Torso, and character 
model. 

10   

Use keyframes and create 5 to 10 second movement 
sequence with the riggings demonstrating range of 
motion. 

10   

Add walls, at least one prop, and basic lighting to the 
scene. 

10   

Render scene as a Playblast and save the Playblast to 
your Project 08 page on the Google Site. 

10   

Add the following files to the Project 08 page on your 
Google site: 

-Screenshot of UV Layout and Color Map 
-Screenshot of Blend Shape Interface 
-Screenshot of Skeleton 
-Screenshot of room, character, and prop 

10   

 


