




What is Rigging

One of the most challenging and rewarding forms 
of computer graphics is character animation. 
3D artists combine the transformation of a digital 
skeleton with the deformation of a skinned
surface to set up a character that walks, talks and 
moves around in 3D space.



What is Rigging

A character doesn’t have to be a human or an 
animal. Any object that is animated with 
expression and tries to speak to the audience 
through its actions is considered a character. 

Same techniques used to animate a dog might be 
used to animate a dancing bottle, a tiger or a tree.



What is Rigging

Autodesk Maya allows you to combine all the 
controls found on different parts
of a character into one or more character sets.

This makes it easier to pose characters
and work with them in the Maya non-linear Trax
animation system



3D character is a digital actor. Whether your 
character is a tin can that bounces with personality, 
or a photorealistic human being, the animator will 
need to control it easily and interactively. 

What is Rigging





A Typical Character

The character’s mechanics must be convincing 
to an audience and the skin and clothing
must also move and bend properly. 

Maya includes a number of tools that help you
manage the parts that make up a typical 
character. 

This process of preparing character
controls is called rigging and is used to let the 
animator focus on the process of animating.





Character Resolution

A fully rigged 3D character 
includes many bound
surfaces and deformers that 
can slow down the
interactive manipulation and 
playback of the scene.





A Typical Character Animation Workflow

The development and animation of a 3D character involves a
number of steps. 

Once you have a design, you must begin to build the character’s model, 
lay down skeleton joints and rig the skeleton so that it is capable of an 
appropriate range of motion. 

Character controls can also be set up to assist the animation process.





Motion Capture

As an alternative to setting keys, you can use 
motion capture to simulate real-life motion on a 
character. 

Generally, motion capture involves recording 
joint positions and rotations from an actor that 
are then applied to a skeleton. 

Motion capture works well with non-linear 
animation where motion capture clips can
be blended together.









Constraints

Constraints allow you to 
control a character using 
other objects (such
as locators). Constraints let 
you control parts of a 
character like the position 
of IK handles with a point
constraint or the rotation of 
joints with an orient 
constraint.





Animated Constraint Weights

You can use more then one constraint to an object. Each of
these constraints is given a weight, and the object will be constrained
based on the average of the constraints’ weights. 

You can animate an object that switches from one constraint
to another by keying the weights from 0 to 1. If you are animating the 
weights, make sure you don’t set all the weights to 0. This would create 
a confusing situation for your object when working interactively.







Control Nodes

You will not want to add every attribute to a 
character. Instead, you will want specific Control 
nodes that have custom attributes
linked using reactive animation techniques (such as
Set Driven Key or direct connections),
to other attributes in the scene.


