Hi

I have been asked to comment on the movie frames that have been sent and which are going on the packaging. I find that difficult and the reasons you can see below.

In many ways this is a matter of personal opinion and the look of these frames is very far from my vision of the movie or Bionicle in general. I know that it is a question of production methods and budget and this is what makes commenting most difficult. I only have one measurement that I use when looking at visuals and that is “Is this as good as it can possibly be?” Through the years I have always pressured Ghost to deliver the best we could get. No doubt it could have been done cheaper but that’s someone else’s job. Mine is to get as much as I can for my clients money.

The style of these pictures looks like a result of “one layer rendering” and therefore it is impossible to ask for more dept and contrast difference in the pictures. I feel that the foreground and the background mix together. Everything is sharp and has the same contrast. You could say, “Everything pops out”.

It gives the pictures an “old school game-look” which is not a chosen style. It is rather a result of a process and lack of postproduction.

Let me say it clear; all the ingredients for making great pictures are there. We have cool models with cool metal texturing, nice environments with very realistic texturing and great action. So my main problem is that all this isn’t coming to its right and looks fragmented because of the lighting and the lack of postproduction. My main issues are with the lighting, the color palette and the depth of the pictures.

Lighting. In picture 1,3 and 4 it is difficult to define the main light and the light direction resulting in a very artificial and collage like look. (The clear sun that hits Mata Nui running doesn’t seem to hit the Sand ray)

Another issue regarding light is the way the shadows look. The shadows don’t integrate and on picture 1 all surfaces on Mata Nui pointing towards the light is lit without casting shadows. The feel of Mata Nui in picture 2 compared to picture 3 is very different. Picture 2 is almost cartoonish and strong in colors and reflections; Mata Nui in picture 3 looks more plastic and has a different base color. And try comparing the feel of the yellow parts on Mata Nui in picture 3 to Mata Nui in picture 4. One looks like metal the other like plastic.

The color palette is very exuberant and in picture 1 the background colors takes over the picture completely. The big and detailed green planet and the little white one on the purple sky eats all attention from the hero in the foreground.

The sense of depth in the pictures is lacking. In picture 1 and 4 background elements are overpowering the foreground both in contrast and color intensity. (The little Skrall on the rim of the crater in picture 1 is easier to read than the front character Mata Nui)(The darkness/contrast of the black cliffs in the background is stronger than the dark areas of the skrall)

I don’t know if these pictures are mock-ups or actually represent the style of the movie but the feeling of an endless dusty mysterious world don’t come through to my opinion. These frames look like in-game footage. And given that I don’t know if there is any layers to use for fixing background it is difficult to tell you what to do. 

If you find the above comments hard I can only say that this is what I would tell Ghost or any of the people sitting at Advance if they had done these pictures. My only aim is to secure the highest possible quality. This has been my aim since the start of Bionicle, feature film quality.
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