Suliman Marshall (E-mail: marshal3@tcnj.edu)
3-D Environmental Designer


The environmental designer will be responsible for creating indoor and outer environmental objects (trees, houses, rocks). This job will apply to both outdoor and indoor environments like the supermarket and Joel’s room. I will also handle ambient variables such as lighting and wind. As well as work camera angles for cut scenes.

a) I have some experience animation and though I do not consider myself an expert at model animation I feel that I improved quickly in a short period of time. I seem to be the most adept at subtle changes in lighting that are appropriate for the atmosphere. 

b) I will need to improve my skills at modeling objects. This can only be remedied with practice, practice and practice. As well as gradual improvement in spatial awareness (object recognition and duplication). I will need assistance from a student or two who have taken Animation II
Week 2-4 I will start modeling various objects in Maya and save them as points of progress. Each week I will work on an increasingly complex thing.

Week 5&6: I will begin to digitally realize objects drawn directly from the games concept art.  

Week 7-12: Putting objects in the game as well as make prop (flattening objects to make the game easier to process) Work on lighting and cameras for the cutscenes

Put finishing touches on the objects and finalize the environmental anomalies like   dust particles wind etc.

c) I will need a powerful computer with the most modern version of Maya. This is    something most computer labs in Holman already have.

I will give the class a bi-monthly update on the parts of the animation along with my group as well as helping to map out various settings individually or with the group depending on the time in class.

I will report to the Chris Ault with the updates before and after presentation. As well as Ursula Wolz to check if my artwork is possible within the confines of the Engine. 

