
9-7-10
Use rule of thirds more to improve composition.
Smooth camera keyframes
faster explosion from back to front
add beat before explosion
Add white flash 
Maybe she’s coming to get us at the end? Wipe the camera to black?
Ditch green 
Block in some cards with plants to indicate time passage and growth
9-9-10
Look at Friz Lang? "M"?  Add remnant of happy world to post apocalyptic world.  Charred swing or just hangin chains
Punch up composition direct the eye with more contrast in your explosion shot.  
Make the girl the brightest thing than the darkest with silhouette against blast.
Consider adding audio cue of girl laughing.
consider making the park nicer, not close to the "L" tracks ... more Joyful
10-1-10
She stops kicking but the swing keeps going
nuke timing is good
passage of time after the nuke needs to be blocked in - not reading
too much direct cause and effect with vine and wall falling
maybe dissolve between two images to communicate the passage of time
change in the time of day could help to communicate the passage of time
dissolves are better than fading in and out of black
sky dome with complete day and night image?
Less details all over everything
simplify the details
10-12-10
Ditch wall disintegration - she only kills living things
Keep camera stationary after we pull back through swing.  No more cuts...
Revert back to previous angle (murphy)
shift explosion to sync with music better
Nudge the tree to the right
Small debris
Show one low res building
10-22-10
The city seems sci-fi
Nothing is based on reality
Who are we?  Who is she?  Good or Bad?
It'd be hard to make her a villain - we feel bad that she was blasted
Dr who reference???
Can audio of other children incite her to come alive and get off the wall
Border on brick wall isn't believable
not sure about combo of the brick and deco pieces
Staging shot 1 doesn't focus us on anything
City>tree>swing
People, birds, cars, trains.....  AHHHHHHHHHHH~!!!!!!!!!!!!!!!!
11-11-10
- MM, got get a move on those default materials and replacing the ragdoll arm.
- MM, time audio ... of 
- Jim, when the smoke clears.  I want the same view after the blast. Start with the same camera position and frame of reference.
- Bryan, your selling a passage of time?  
- Jim, smaller erosion of the wall, not big chunks
- Bryan, I don't understand what is over taking them at the end?
- Bryan and Jamie need beat of the shadow off the wall
- Bryan, looks like to coming from behind in the wall
- Planet of Apes and Time Machine for reference of accelerating day and night cycle
- Bryan, Use the building to form a "V" to point at the girl
- Just push in after the blast ... but pushing in too long
- Bryan, more wrapping around vines, more interesting ... breakup the straights lines

11-19-10
Jingling bells or tambourine or whatever at the start of the song goes on just long enough to get really annoying - Tony
What was the thing they threw at the wall?
    Doll kinda looks like a dead cat
Lots of improvement since last time Jim saw it
Are you still planning to show things growing during the time lapse?
    Hard to see them growing turing the time lapse with the day-night cycle
Feels like it updates really fast after the blast. Could we get a little bit more of a transition from the explosion to things even starting to grow
    Smoke fadeout should take a little longer
    We lose some of the impact of what happened to her
Use the buildings as a point of convergence to point us at the shadow
Maybe a little more fill light during the day-night-cycle
What if you started closer on her shadow and pulled out to see the rest of the world?
Jamie doesn't even really need all the day-night cycles. If we could just get from the blast to the overgrown future in a visually interesting way without doing the cycles
What's your plan for the plants?
Losing the growth cycle doesn't hurt the story, and it's not the most important effect. What matters are the blast and the final time period
Day-to-night thing happens like 6 times, so it feels like a week happens and everything is over.
    You could do a time lapse without going from day to night.
    If you look at time lapse videos, there's a "jitter" that kinda sells it.
    If you can pull it off, it'll be awesome, but everything else still needs to be done and prioritized.
    Shadow effect isn't there yet.
At the end, we hear a voice without any real motivation. Could we see partial figures walking past the camera?
    Or their shadows crossing the wall? - Tony
Doll doesn't read at the end
    May need a closeup of the doll in the early part. Cut to her holding the doll; explosion reflected in her eyes
Nuke shadows are created by the intense heat. The swing looks like wood, so it would technically be burned up.
    Stone turned to glass in the heat.
    More scorch marks on the environment
    Buildings should be black
Finish the opening, finish the ruined city shots. Time lapse R&D is low priority
Dissolve between immediate blast aftermath and rebuilt city another possible solution for time lapse sequence
Fractured chunks don't give right silhouette. Model something cooler
Final Fall Crit
Repeating textures, either need to fix them or change them.
Something more sophisticated than flat yellow eyes
Clean up facets on leaves (small ones on ground)
Possible to change terrain? Make it not so perfectly flat
See what kind of a more sophisticated transition between post apocalyptic and overgrown world. Maybe go back into night & day cycles
Maybe just dawn comes up and reveals 
THE THUMBS ARE WRONG
Come out of atomc wipe scene a little earlier
Camera shake may be a little intense
You've come a long way since last time, good job!
Buildings are pretty evenly lit, may need a little more occlusion
A little bit of texture stretching
Cheat key light on the tree, transition from warm to cool adds a lot of depth and interest
Anatomy of the tree is a little strange, base should be thicker.
Dress it with leaves, get it looking a little more organic
Get your highlights, shadows more contrasted
Visual noise on rust, wood of transformers look a little mushy, maybe just make it taller so it's out of frame
Get some atmospheric fog in the first shot
BEVEL DEM EDGES
Last shot needs other shades of green
Too much textural business, give the eye a place to rest a bit
Weird perspective on the shadow at the end, maybe don't move the camera in this far, should be more straight on
Make sure the shadow looks like it's coming off the wall, not like we're going into it
Leaves feel flatly lit
Put the dedication at the beginning, it reads as part of the trailer instead of part of your thesis, kind of creepy atm
2-10-11 

Large feet?
Skin texture
Tighten up shorts
Hair
Is she in the sun?
Why are the streets lights on in the daytime?
3-10-11
CBB- wires could  be darker
remove grid like pattern to flowers. maybe decal
clouds in sk?
cut or play tyler durden twitches

better match swinging broken swing (blend)

come off wall ... it can attack

Final Spring Crit
lean fwd and bck and a bit of action on legs 
swings seems too high off ground
dirty exhaust ball is in front of her
make sure she would hit wall when she gets vaporized - trajectory
still some cubes in destruction debris - straight edges
wear patterns on ground
darker shadows
burning wall shot seems long
more intimidating pose on wall
[bookmark: _GoBack]shadow swing pose seems wrong - maybe switch to an 'oh shit' reaction pose


