
ANIM 3330 –Animation and Rigging 

Final Project - Walk Cycle –Looping Pose and  
3D Printed Model 
OVERALL 10 POINTS 

 

 
 

From The Human Figure in Motion by Eadweard Muybridge (2007) 

http://sillydragon.com/muybridge/Muybridge_List.html 

 

Part 1.  
8 POINTS 
• Using your character animate a walk cycle.  
• Make him/her walk in place seamlessly. 
• Use in-class techniques, demos, critiques, the book, and provided 

materials as guides.  
• Pay attention to animation principles applied to it. 
• Create an environment that loops behind her/him. Environment 

animation must synchronize with the walk cycle. 
• Additionally, have your classmates and friends walk for you so you can 

see subtleties. 
• Remember to use as much reference as possible. 
• Render your result. Use good lighting and texturing. 
• Be as critical of your animation as possible. Do more than one pass of 

animation. 
• Remember to bring your character as a reference into the scene where 

it will be animated. Do the same for the environment you create. 
 
 
 
 
 
 

http://sillydragon.com/muybridge/Muybridge_List.html


 
 
 

Part 2 
2 POINTS 

• Using your character, create a pose that shows your character’s 
personality.  

• Animate the pose to a loop making the character hold the position 
and performance in a natural way.   

• Avoid dramatic loops. The pose is intended to reflect a holding 
pattern, typical in a video game. 

• Select all geometry and Export the file as an FBX 
 
 
 
 
 
 
 
 
 
 
 
 
 

• Deliver the FBX file. Make sure you test it by importing it into an 
empty scene, before delivering it. 

• The best models will be used in a VR exhibit of the class characters to 
celebrate the 25th anniversary of the program. 

 
 
 
 
 
 

 



Part 3. 
 BONUS POINTS 5 

• Using your character, create a pose for 3D 
printing.  Avoid leaving any holes such as 
opening its mouth, or removing his 
eyeballs. 

• Create a base for it.  
• Make a smooth version of your character. 

Mesh/Smooth 
 
 

• Select all geometry parts that form the character. Go Export selected. 
Use OBJ as the format to export. 

• Open Maya 2016, import your model, then select the geometry and 
export it as and STL_DCE 

 
• Make sure you test the resulting model by importing it into an 

empty Maya scene, before trying to print. The STL will show 
the resolution as it will be printed. If needed go back to your 
original model and smooth it some more to increase its quality. 

• Use the STL file to 3D print. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Deliverables and Requirements: 
Part 1. 
• QuickTime movie sequence. H264 required. Must fit when submitting it 

to D2L. Use provided After Effects process to render your file small 
enough. 

• Minimum Resolution: 1280X720 (16:9) 
• Frame Rate: 24fps 
• Length: around 5 seconds (walk and run should be loopable when 

played in QuickTime.) 
• Provide May archived zip file of the scene. Remember to include all 

references in the archived file. 
 
 

Part 2. 
• Individual FBX file of your character. To D2L 

 

Part 3. Optional 
• Deliver the final 3D printed model of your character. You will receive 

your model back after the show in the Fall of 2018. 
• Remember to take some pictures of the model for your own portfolio. 
 

Milestones: 
• First pass of animation - playblast posted to FB. April 24th. Critique. 
• Final Delivery and Critique. Thursday, May 3rd 10 am. 

 
 
 

 
From The Angry Animator by Dermont O Connor 

http://www.angryanimator.com/word/ 

http://www.angryanimator.com/word/


 

 



 
 
 
 
 
 
 
 
 
 



 



 
From The Animator’s Survival Kit by Richard Williams (2002) 

http://www.amazon.com/The-Animators-Survival-Kit-Revised-Edition/dp/086547897X  
http://www.theanimatorssurvivalkit.com/  

Starting on Page 102 (in old edition) 

 

http://www.amazon.com/The-Animators-Survival-Kit-Revised-Edition/dp/086547897X
http://www.theanimatorssurvivalkit.com/


 



From Advanced Animation by Preston Blair (1947) 
http://animationresources.org/?p=2091 

http://animationresources.org/?p=2091


 



From Advanced Animation by Preston Blair (1947) 
http://animationresources.org/?p=2091 

http://animationresources.org/?p=2091

