
FACULTY OF COMPUTER APPLICATIONS
B.Sc.(IT) ( Animation, Vfx and Game Design)

▪ Sem : 5

▪ Subject Code : 05BA0503

▪ Subject : Character Animation

▪ Course Objectives : Students will be able:

1. Understand the principles of animation and their application to character

movement.

2. Learn to animate believable character performances using Maya.

3. Develop timing, spacing, and posing for acting and physicality.

4. Apply body mechanics and emotion in character animation.

5. Create industry-ready animation sequences for film, TV, and games.

▪ Prerequisites : Basic understanding of keyframes, timeline, and Maya
interface.
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PRACTICALS

Unit No Topics Covered No of
lectures
required

1 Introduction to Character Animation

▪ Animation principles recap (squash & stretch,

anticipation, etc.)

▪ Understanding Keyframes, Graph Editor, and Dope

Sheet in Maya.

▪ Blocking Animation – Key poses, breakdowns, and

timing charts.

▪ Animating a Bouncing Ball, Ball with Tail, and Ball

with Personality.

30

2 Character walk run and jump animation

▪ Walk Cycle Contact, down, passing, and up

positions.

▪ Run Cycle – Faster timing, weight shift, and

stylized movement.

▪ Character Weight and Balance – Lifting, pushing,

pulling exercises.

▪ Animating a Jump – Anticipation, takeoff, hang

time, and landing.

30
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3 Acting for Animation

▪ Facial expressions, lip-sync basics.

▪ Emotion & Performance – Happy, sad, angry body

language.

▪ Animating with Dialogue – Audio sync and

performance planning.

▪ Gesture Drawing & Reference Study – Video

reference breakdown.

30

4 Creature and Stylized Animation

▪ Quadruped and fantasy characters.

▪ Advanced Animation Polishing – Arc refinement,

follow-through.

▪ Shot Continuity – Animating characters across

scenes.

▪ Final Project – Fully animated scene with acting,

dialogue, and movement

30

Course Outcomes:

1. Students will demonstrate understanding of animation principles in character

movement.

2. Students will animate walk, run, and jump cycles with proper timing and weight.

3. Students will create expressive character performances with emotional clarity.

4. Students will apply lip-sync techniques and facial animation.

5. Students will build a demo reel segment showcasing polished animation skills.
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Course Outcomes – Program Outcomes Mapping Table:

PO1 PO2 PO3 PO4 PO5 PO6 PO7 PO8 PSO1 PSO2 PSO3
CO1 - H M - - L H - L - M
CO2 M - - H L - - M - H -
CO3 - M - L - - M - H - H
CO4 H - L - H M - - - L M
CO5 - L H M - - - H M - L

Text Book:

1. The Animator’s Survival Kit by Richard Williams 2022 by Faber & Faber.

Reference Books:

1. Acting for Animators by Ed Hooks 2023 by Routledge

2. Cartoon Animation by Preston Blair 2020 by Walter Foster Publishing

Web Reference:

1. https://www.animationmentor.com/

2. https://11secondclub.com/

App Reference:

1. YouTube – Alan Becker / Howard Wimshurst.

2. Skillshare – Character Animation in Maya.
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Syllabus Coverage from text /reference book & web/app reference:

Unit Chapter Numbers
1 The Animator’s Survival Kit – Ch. 1–4 (Basics, Timing, Arcs)
2 Ch. 5–9 (Walks, Runs, Physical Action)
3 Ch. 10–12 + Acting for Animators – Emotion, Dialogue
4 Animation Mentor Video Series + Final Shot Continuity Modules
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