
Port 2 Animation & 
Batch Rendering 



• In creating character, animated motion and metamorphosis can greatly affect 
character expression, acting, and believability, giving life, or the illusion of life" 
to an inanimate object. Through anthropomorphism, a character can be an 
object, such as a light, car or a teacup, an object which has human attributes, 
behaviors, and identities.  Create a character in an animated environment using 
camera and animation to create an animated short.  

 

• The work should include animating 1) skeleton based character, 2) camera and 
3) lighting (or material/texture).  

– Apply 12 Principles of Animation: at least pick 4 principles and apply them 
on your character.  

– Creating your character animation short movie of about minimum 15 
seconds in length. 

– Submit  

1)Maya file (if texture included, add texture as well)  

2)Document explaining your overall animation approach and how 4 
animation principles applied on your work  

3)Video file (see next two slides) 

 



1. Batch render your Maya images (frames) as ‘tga’ file format 
(see the next slide).  
 

2. No Playblast.   Since both animation and rendered image 
quality are important , please use either Adobe Premiere or 
other editing software to generate a video file (‘mov' or 
'avi') from your rendered images.  

 
• You are welcome to reuse your individual work for the 

completion of your team project.  Even team members 
share the same character, the animation/movements 
should be unique and different. 
 

• No plagiarism.. 



Rendering image 
sequences in Maya 

1. If you already set a project folder (File > Project 
> New), the rendered images will be saved 
under the ‘images’ sub-folder. 

2. Switch your viewport to the target camera and 
it is good to turn on the Resolution Gate (View 
> Camera Setting). 

3. Open the Render Settings window. 

4. In the Common tab, Select an image format 
(e.g., jpeg, tiff etc). 

5. Change the Frame/Animation ext to 
‘name#.ext’. 

6. Change the Frame Range for the Camera1 
(Start frame & End frame). 

7. Set the Renderable Camera to camera1. 

8. Set the Image Size to ‘640 x 480’ pixels. 

9. Switch to Maya software tab. 

10. Set the Anti-aliasing Quality to  the Production 
Quality. 

11. Switch to the Rendering module and apply the 
Batch Render function from the Render menu. 

12. Switch to the next camera and adjust both 
Frame Range and Renderable Camera (if you 
have multiple cameras).  Bring all files to a 
video editing application (e.g. Adobe Premiere) 
to make a movie file. 

 

 

 

 

 

 

 

 

 

 



The 12 Principles of Animation (Walt Disney Studio, 1930s)  

Web Source: 
 http://www.evl.uic.edu/ralph/508S99/contents.html 

1. Squash and stretch  
2. anticipation  
3. Staging  
4. Straight-ahead action and 

pose-to-pose  
5. Follow-through and 

overlapping action  
6. Slow-in and slow-out  
7. arcs  
8. Secondary action  
9. Timing  
10.Exaggeration  
11.Solid modeling and rigging  
12.Character personality  

 

http://www.artof3d.com/feature.htm 

( Kerlow, 2004). 
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• Previous 343 works 

 

• http://www.sfu.ca/~jpw3/iat343/assignment2.html 

• http://www.sfu.ca/~shk10/iat343/portfolio2.html 

• http://www.sfu.ca/~justink/iat343/portfolio2.html 

• http://www.sfu.ca/~stl6/iat343/portfolio2.html 

• http://www.sfu.ca/~kcalder/iat343/assignments.html 

• http://www.sfu.ca/~bva7/iat343/ 

 

 

http://www.sfu.ca/~stl6/iat343/portfolio2.html
http://www.sfu.ca/~stl6/iat343/portfolio2.html
http://www.sfu.ca/~shk10/iat343/portfolio2.html
http://www.sfu.ca/~shk10/iat343/portfolio2.html
http://www.sfu.ca/~shk10/iat343/portfolio2.html
http://www.sfu.ca/~shk10/iat343/portfolio2.html
http://www.sfu.ca/~justink/iat343/portfolio2.html
http://www.sfu.ca/~stl6/iat343/portfolio2.html
http://www.sfu.ca/~stl6/iat343/portfolio2.html
http://www.sfu.ca/~kcalder/iat343/assignments.html
http://www.sfu.ca/~bva7/iat343/

